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VIEW FROM THE EDGE

SOUL & THE MACHINE

As a Cyberpunk, you grab technology by the throat and
hang on. You've got interface plugs in your wrists,
weapons in your arms, lasers in your eyes. blochip pro-
grams In your brain. You become the car you drive, the
gun you shoot...With cyborged fingers you pick com-
puter locks; with enhanced senses, you see Into the

Future,

FisouL &
THE NEW

MACHINE

The world of Cyberpunk is a violent,
dangerous place, filled with people
who'dlove to rip your arm off and
eat it. The traditiorial concepts of
good and evil are replaced by the
values of expedience—you do what
you have to do to survive. If you
can do some good along the way,
great.

But don’t count on it.

Cyberpunk characters are-survivors in a
tough, grim worid, faced with life and
death choices, How they make these choices
will have a lot to do with whether they end
Up as vicious animals roaming a ruined
world, or retain something of their basic
humanity. Cyberpunk characters are the
heroes of a bad situation, working to make
it better (or at least survivable) whenever

they can. Whether it takes committing
crimes, defying authority or even outright
revolution, the quintessential Cyberpunk char-
acter is a rebel
with a cause. As
. "Always 151 G o Cyberpunkrole-
: . It to the LGS i't‘s uphto
. ou to find that
Edge' s the Zause and go to
s Cyberpunk JRTLTUE
. »
m Thisisthe essence
Pty of Cyberpunk—
. playingyourchar.
acter with the
proper disaffected, cynical-yet-idealistic style.
Whether you're a biker with leathered skin and
metal claws, or adebutante in satin sporting the
latest in designer cyberoplics, you're going to
need a certain panache—a certain flair, in por-
traying yourself. To achieve the essence of the
2000's, you need to master three concepts:

THE VIEW FROM::

S0 push the button ond let me go.
Lovin’ Every Minute of 1t
l?u Zomba Enmpﬁm Inc (ASCAP)

S0 you wanna be » Cybvrpunl’ O
maybe just look like one?

Before you pitch off your slecpma( ne
jumpin, there’s afew things we needto
tell you. First of all, the name. Cyberpunt
comes from two words. Cyber—lrom
the term cybemetic, or & fusion of flesh
and machine technology. Punk—lrom
an eary )980‘1 rock muuc ﬁyle thal
d violence,

wcul aton in » mh.lhw: way. m
term was populdrized in the Pre-Col:
lapse days by a group of writers whe
specislized in wnting wience fiction
with this kind of techno-maelange. Their
works featured a streamiined biend of
rock, pop, sex, drugs and the highest
hippest technoiogy—usuaily grattec
onto your body somewhere. The
archetypical cyberpunk heroes o the
80°s ranged from technobarbaran:
roaming a Postholocaust word, te
cyberchipped jet setters with’ devugne:
bodies.

Of course, from our enlightenec view:
point here in 2020, this aif looks dretty
dated. After all, you probably ac:essec
this article from your personal datadase
‘comp. You used a Kiyoshiru 1 3004
intérface cable with a dicect lin« from
your wriﬂplugs. You're used to narg-
wiring 'into the appliances to make
'coﬂee - "studding” into the ‘Benz to
down to- the corner store. But
L understand—in 1987, this was al:
Tconsidered pretty ‘visionary- stuif. No
one had'plugs. You couldn’t dial Luns
on the cellular. Designer drugs were
#llegal. You could waik down most ity
streets without an armaor jacket. There
.wasn’t even a3 Net.

Now we know better. History nooks
can tefl you in detail about the Crash et
1994, when the Euro-Combines estab-
lished the Waorld Stock Exchange ang
the economies of the United states inc
Old Sov Russia collapsed.

in those days, both were ranked as
superpowers, lnstead of a coupie of
overatmed second-raters waving
nuclear weapons around under the
watchful eye of the EwroSpace Delense
Agency, As fong:as the Tycho
massdivers are ready 10 throw rocks at
Moscow and’ Washingtan, we'll
:probouymdhmme nuclear wac
everyone’s becnexp«.ung smu 1944,
Ahu Ay, roclu are cheap, * &




VIEW FROM THE EDGE

SOUL & THE MACHINE

snywhere

- passport—one worldism atits best. The
cumendies of most nations are stabilized
1o each other, and the Eurodollar is a
iworld cur . Hardly anyone com-
- plaing .mw wp::?Corpoute' Life-
\tme Contracts or the aboiition of
Tunions: It's the price of living in a stable,
Lsate society, Aghtd.- .5 RS

you could be living In the
Projects. Sixteen people to an apan.
.ment, sharing ration chips every week
to buy food, with eight thousand
apanuments per tity block? Sure, itisn’t
the best life, what with the booster-
G4ngs roaming the Malls and the major.
league crime problems, but it beats
actuaily being onthe Sireet. Atteast the
mega-atcologies have cops (oway,
rentec Corporate cops, but its easier
than ronting the euro for your own
pesional Solot). desides, the media-
|-news make sure that every apartment
has direct cable access to TV, radio and
sensory feed, 5o there's aiways
- something to do on & Saturday might.

M

Where were we? Oh yean—you want
10 be & Cyberpunk, .

- Here's more background for you to
. think over, When the grand oid Mas.
:ters of the Movement first started
wiiing the cyberpunk genre, they as-
. |s3umed that most of the things they

1) Style over Substance

It doesn’t matter how well you do some-
thing, as long as you ook good doing it. If
you're going to blow it, make sure you look
like you planned it that way. Normally,
clothes and looks don’t matter in an ad-
venture—in this world, having a leather
armor jacket and mirrorshades is a serious
consideration.

2) Attitude is Everything
it's truth, Think dangerous: be dangerous.
Think weak; be wveok. Rememper, every-
oneinthe 2000's s carnying
lots of lethat maraware ana
high-tech enrancements.
They won't te :moressea
by your new H&K smarigun
untess vou swagger intothe
Club iooking like vou xnow
how to use it—and are just
itching for an axcuse

Never walk into a -oom

when you can stride n.
Never look at- someone
unless you can make it your
best “killer” look. Use your
best “I'm bad and you
aren't.” smile. Don't sit
around the flat or cube
waiting for the next job.
Ceton outand hitthe clubs and hangouts.
Make sure you're where the party starts.

3) Live on the Edge

this side of the Postholocaust. Each character
in this world is playing a Role—a face that
person projects to the outside world as the
real thing. There are 9 Roles in Cyberpunk:
Rockerboys, Solos, Netrunners, Corpo-
rates, Techies, Cops, Fixers, Medias, and

Nomads. As a Cyberpunk playet, you must )

select one role for your character.

SPECIAL ABILITIES

Special Abilities are skills usable only by scecific
character Roles; for examplé, Rockeroey's have
the Specwi Ability of Chonsmatic Lecsersrio,
which represents e vast
ampunt. of Dower ey
have over ther leqicns of
fans. Whenusinga Soecal
Ability, you wil xad &'s
vaiue to the specific sLatas
f it were a skiil,

Abliity: Charismatic
Leadership. This skilt
allows the Rocker 20 sway
crowds equal 0 his
ability fevel sgquared,
times 200.

Solo Special Abllity:
Combat Sense, Added
to all Initiotive and
Aworeness checks, this makes the Solo the
fastest reacting person in a situation.

Netrunner Special Ability: Interface. -

- Rockerboy Special .

VIEW FROM THE EDGE

SOIJI.& THE MACHINE

Technoshock: When technology out-
strips people’s ability to comprehend
orfititinto their lives. Suddenly, peopie
freak out. They get irational; violent.
Families shatter; relationships tear apart.
People feel helpiess in the lace of the
Universe. Eventually, the whole society
grinds to a halt, the victim of a mass
psychosis. That's what we now call the
Collapse. .= 7 T

There were. three major responses to
technoshock. The vast ‘majority of
people, their lives vprooted nd
changed by the sdvancernents, sat
| passively waiting for their leaders to teit
 them what 10 do riext. One smailer
1 group tried to tumn back the clock,
- founding the baus for what we ¢all the
. Neo-Luddrte movement. The reman.
. ing group—they decided to hit the
future head on. With the old 1980
viuonary wntings as their guide, they
! established the movement we naw can
. Crberpunc.
i
! Ohay, 10 now you're ready.

“u

i
| Asacyberpunk, you grab technology by
, the throat and hang on. You're not

ofraid to  check out the newest in
1 “enhancements”, cybertech and bio-
engineering. You've gotinterface piugs

1 in your wrisls, weapons in your arms,
1asers in your eyes. biochip programsin
your brein. You become the car you
drive, the gyro you fly, the guns you
shoot. You dive headfirst into the Net,

Cop Speclal Abllity: Authority. The
ability to intimidate dr control others
through your position as a lawman.

Corporate Speclal Abillty: Resources.

A SPECIAL NOTE ABOUT
THIS PRINTING

Aheml [t's NOT a Third Edition. In this

* Cyberpuntk s o s sittisde: Yoy
the most “in clothed, know the right
peoplé, and Tollow the right. crowds.

reprint, we've taken extra time to fix all
the corrections and typos we could find,
plus squared away a few of the problems
and inconsistencies. But these rules are
the same rules you've been using since
the 2020 editionof the gamewas printed.

.| The Edge is that nebulous zone where risk
»| takers and highridters go. On the Edge, you'll
risk your cash, your rep, even your life on
something as vague as a principle or a big
-| score. As a cyberpunk, you want to be the

action, start the rebellion, light the fire, Join
| great causes and fight for big issues. Never
drive siow when you can drive fast. Throw
1 yourself up against danger and take it head
| on. Never piay it too safe. Stay committed
to the Edge.

This Skill reflects the Netrunner's ability to

manipulate Interface programs, and is the

skilf used when operating Menu functions

such as Locote Remote, Run Software, Control '
Remote, LDL Link, Lood, Create and Delete,

Other players can enter the Net, but can't

use the Menu. :

This represents the Corporate's ability to “You plan your crimes in the most select
command corporation resources. It is used
as a persuasion skill, based on the scale of

resources requested.

Fixer Speclal Ability: Streetdeal. The

ability to locate people, information, etc.
: Thisis a higher form of making a connection
. (Lifepath, pg. 27); instead of knowing only
one person, you have connections every-
where. in game play, a successful use of
Streetdeal allows you to locate and acquire
a desired person, place or thing.

But there is one big change— the art.
One of the great joys of publishing
international editions is that sometimes
your licensors come up with cool stuff
you really wish you'd putinto your game.
The new art in this printing is from the
great guys at Stratefiba, who publish the
Itatian Cyberpunk (many thanks to Paclo,
Matteo, Riccardo, Angelo, Silvio and of
course, Giovanni). We hopeallof you out
there like it as much as we didt

—Maximum Mike

Techle Special Abllity: Jury Rig. This
general repair skill allows the Techie to tem:
porarily repair or alter anything for 106 turns
per level of skill,

ROLES: The Core of CYBERPUNK
Role-playing

Medtech Speclal Abllity: Medical Tech,
The world of Cyberpunk is a combination of Thigis the skill used to perform major surgery
| savage, sophisticated, modern and retro- and medical repairs.

grade. Fashion-model beautiful Techies rub IS S
el | shoulderswithbattie armoredroadwarriors, Medla Special Ability: CredIbility. The '
all of them making the scene in the hottest ability to-have people believe what you are
danceclubs, sleaziestbars and meanest streets . saying while in your on-air persona,

Nomad Special Abllity: Famlily. This
allows the Nomad to call in as many Family
members to aid him as his current Fomily
Ability level x 2,
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REBEL ROCKERS WHO USE MUSIC AND REVOI_T

TO FIGHT AUTHORITY

couiive 10 feCa. s 4 E
RoCkerboys are the sireet roets.,
sciences and rebeis ot the 20C0's.
advent of digital Dorta-stuciss ar d o
laser disk masicring, ever: Rocker -
message can ket to the sireet; puti: o the
record stores, bounce 1t off the zomsats

Sometimes, this message sn': something
the Corporations or the Coverament wants
to hear. Sometimes what y0u say 18 oing 10
get nghtin the faces of the powerdul peocie
who really run this woric. But vougon s care,
because as a Rockerboy, you know s vour

s vgm-wl protest songs 'hm e iike s,
or just Dy piayIng kick-ass rock.n’ roil ta get
ine people away from the TV sets and into
the Streets. You have a proud history as 3
Rockersoy—Dylan, Springsteen, ‘Who, Elvis,
the Stones—the tegions of hardrock heroes
w0 loid the truth with screaming guitars
and gut-honest ‘vrics.

As 3 Rockerboy, you have the power to get
the geople up—1o iead, inspire and inform.
A song irom you can give the timid courage,
the weak stren-gth, and the blind vision.
Rockerbey iegends have
‘ed armies against Corpo-
ratons ana Covernments.
Rockerboy songs have ex-
oposed corruption, brought
down dictators. R's a lot of
power for a guy doing gigs
every night in another city.
But you can handle it. After
all—you came to play!

SOUL & THE MACHINE]

"l always knew
what | had to do. it
was really obvious.
There were these
scum out there
who were messing
with the world.
They were killing
people, raping the
land, and lying In
our faces when we
caught 'em,

"So I decided | had
to put the heat on
‘em and make 'em
sweat. That's why |
became a
Rockerboy.

"Music always
gets hammered
down to the Three
A's. Axe, Attitude
and Audience. Me,
I had an Axe and
an Attitude. All 1
had to do was get
the third one..."”

—Kerry Eurodyne,
' Rockerboy.
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"After i got out of

. the Army, I had

i this problem. |

1 was good at what

» 1'dild, but no one

i was hiring. |

' mean, what do

you do when

. you're a highly
tralned klller with
a background In
demolitions? Reac
the want ads? -

You were re-torn sath g
. guninyour hans— e fiesi
" and biood nard, not tee

mMetaibe weapens tuctar,
- that covers most ol Lour
| other arm. \Vhether as a
l freelance guard and witer-
! for-hire or ‘as one of the
i Corporatecybersoldiers that
| enforce business deals ang
1 the Company’s “black op-
| erations”, you're one of the
| ette fighting machines of
‘! the Cyberpuns wonid

"After a few
months on the |
Street, I got Into a
dustdown with a
local Booster lord.
I flatlined him and
went back to my
drink. Within ten
minutes, the
recrulter from
Militech came up
to me and
dropped a
business card...

! Most Solos have put e miee
Lary time, either in a Corno-
rate army or in one of tne
Covernment's continuai
“police actions” around tre
world. As the battle dam. A
age piles up, you start to )
rely more and more upon hardware—cyber-  body that you're almost a machine. Your
lmjbs for weapons and armor, bio-program  killing reflexes are so jacked up that you have
chips to increase your reflexes and aware- 1o restrain yourseif from going beserk at any
ness, combat drugs o give you that edge moment. Years of combat drugs taken to :
OVver your opponents. When you're the best keep the edge havé given you terrifying :
of the best, you might even leave the ranks  addictions. You can't trust anyone—your
of Corporate samurai and go ronin—  mother, your friends, your lovers—no one :
freelancing your lethal talents as kiler, body-  Onenight you sleepin a penthouse condo ir; ;
guard'or entorcer to whoever can pay your - the City—the next in a filthy alley on the
very high fees, Street. But that’s the price of being the best,

N\

"Now I'm a
Company man. The
pay's good, the

- Work steady, and

- they pay formy

- spare parts. So

far, I'm still-allve..

Sounds good? There's a price—a heavyone.  And you're willi i
" 8 you're willing to it. Because you'
You've lost s0 much of your original meat 2 Solo. i youte
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“At three, your parents bought you an old
Apple IV GS with a Radius 241 wall sceen,
and your life was changed. By fith grade,
you'c aiready mastered evervthing the scnool
computer literacy 1ob could throw at you—
youwere aiready using C and META-UNGUA
to crack into the district’s mainframe and
. | change your grades. When you were thir-
teen, you shifted enough funds out of unpro-
tected TransAmerican Bank accounts to fi-
nance your first neural interface plugs.

Now, nothing can stop you. With your direct
mental link to the computer, you can plunge

B0 NG FZBING ANAwWirSs
-obire Net: the worichade t2.ecames ..
L MEAUORY syatern 1At oins mumar 5.
©10gether. As an eCtGnK ur .
are the uitimaie “hacker” jour bra~
wired 1Mo sbeciai medems ang cor-
Suter wis YOU shD nts e hargers
120 SV SIEmMS Sitn s

S reh e o
SO ANa e ot

MO G of vour me

Qa0 ¢ Bevon o Vamegre ar

Sata rortresses it EBNt VT

Ml UsNRN-FOTE YouL e LACR'e
ot duwirg, BAGIG ard SO the
ceeoest secrels at wiil, |

Sometimes you uncover important things—
Corporate treachery or deacly setrets. But
that’s not why you Netrun. You live for the
new program, the next satellite downlink—
the next piece of hot data that comes your

way. It's only a matter of time, you think—

every year, the counter intrustion programs
get better, the Artificial Intelfigences smarter.
Sooner or later, a faster program or
programmer’s going to catch up; reach out
with electronic fingers through your inter-
face plugs, and stop your heart. But time’son
your side, anduntil the ride runs out, you'llbe
there, barebrained and headfirst in the Net.

VIEW FROM THE EDG

SOUL & THE MACHINK

"You guys who
llve In Realspace;
you move so slow.
Me, I like-
Netspace. It
moves fast. You
don't get old, you
don't get slow and
sloppy. You just
leave the meat
behind and.-go
screamin’.

"First system |
ever hit, | think
they had some
weeflerunner

-playin’ Sysop for

them. | burned In,
Jolted the guy

with a borrowed
Hellbolt, and did
the major plunder
actlon all over the
Data Fortress..

"Somewhere out
there Is a guy with
half his forebraln
burned out. I : .
wonder If they -
ever found the: .
body. | wonder If
th
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You can't leave anvthung
alone —if it sits near you tor
more than five minutes,
, ¥ou've disimsemoied o ang

MICEIING Lometing new
You've always it al east
two screwdrvers and a
WIENCH 1 youf DOCkels
Computer dowin® No prop-
; iem, Hydrogen burner out
" in your Metrocar? No prob.

lem. Can’t get the sideo 1o
: fun of your interface plugs
" feedbacking? No orckier,

You make your living build-
ng, fixing and modifying—-
3 crucial -occupation in a
technological worid wnere
no one person reatly knows
how half the stuff works. You
can make some good bucks
fixing everyday stulf, but for
the serious money, you need to tackle the
big jobs. llegal weapons. Megal or stoten
cybertech. Corporate espionage and
Counterespionage gear for the big boys’
"black operations”, Neat little gadgets
like thermite bombs and and hunter-kifler
robots for the occasional “termination.”

if you're any good, you're making a lot of
money. And that money goes into new
gadgets, hardware and information. You'll
buy almost any new thing—because it
might have a dozen side appiications you
can use. Of course, your black market
work isn't just making you friends—it's
also racking you up an impressive number
of enemies as wel: people who've runinto

RENEGADE MECHANICS AND DOCTORS

your handiwork and resented it. So you'll
invest alotin defense systems and, if really
pushedto the wall, callin a few markers on
a Solo or two.

Your cousin down the street is just like you,
but he’s a Medtechle. In a world where half
of medicine is related to mechanics, it makes
sense. He can do a black market surgical
technique faster than you can fix a toaster,
and the Solos are always running to him to
patch up wounds ot install new illegal cyber-
netics. He's got a lot of the same problems
7ou have, but he’s hoping his new job with

Trauma Team Inc.™ will loosen things up.

You hope he’s right. You may be needing his
services sooner than you think,”

VIEW FROM THE EDGI

& THE MACHINER

"So you want me
to bulld a delay
switch into the
thing? And you
don't care about
the exploslon
radius?

"No problem. At
least you got a
simple job. Last
guy in here, he
wanted me to

" build him a

cyberhand that
had a built-in
-.aw, frack, you -
don't wanna know.
People want the
welrdest stuff
these days...

"I hear with the
new cyberwear
they're coming up
with In Chiba,
you're gonna be
able to cram your
body with more
optlions than a
frackin' Mercedes
aerodyné...No
‘problem. If you
can get parts, 1
can fix it. Count
on It, chombatta.”

© e=Mister lce
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"Okay, so it's
dangerous. Look,
i I'll tell.you
something. When |
was a kid, | used
© to watch those
. reporters on the
TV news. They
wore those chill
trenchcoats and
were always
broadcasting from
some exotlc place .
like Mozambique’ :
or Salgon. They .
went right Into the
" Central American |
warzones with the |
cybergrunts, and
.; they got the story
i even when the .
shooting was
maximally flerce.

NEWSMEN AND REPORTERS WH
WALL FOR THE TRUTH

!
i
i
i
|
i
‘
;

i
' They rebending the truts
“outthere. And veu're go-
;MY 10 stop them, Some-
conehastodo . The Cor
- -parations tde the ot o

IR omn e,

o {Liald
Setween e O3
Lers ana werd gor
Hen oy ke Nem,
At you.

Ar:

Youve gol a wdeccam
. aNd 3 press pass—ang
. you're not afraid to use
them.- You're 3 national
figure, seen mightly on 2
million TV sets worldhande
You'vegotfans, contracts
and your own. Corporation backing you. - Mediacore dozens of imes. You've had sto-
They can’t make you disapoear. When you. fies suppressed——once, Corporate pressure
d,s down for the cirt and sime the corrupt ~ forced them to cancel your news show., Each
officials and Corporate 1apdogs try to cover . time, you went 16 the top, backed by your
up, you can dig deep. The next morning, newsdirector and your crew, and fought to
youcan putthe detas of their crimes altover © get the story out. Three or-four times, they :
the screamsheets and vidscreens. Then the - tried to kill you—that’s why your bi’"k:‘P" a )
Covernment has.to act. _ crack Solo bodyguard and you've got one of
) the top “Runners in the business digging
A week ago, you followed a hot lead and through the Net to back YOUt stories. You

"That's the part |
‘like; the danger.”

‘==Lyle McClellan, ’
- ‘Network 54

e

discovered a medical corporation dumpi h, .
’ pi ave to be good, or else. .

legal drpgs onthe Street. Thisweek, your:g ‘ - ;

uncovering a secret Corporate war in South - Your ‘Runnef’s just phoned in with a hot :

America——a war with jets, bombs, and cy- lead. He’s found a line on twenty tons of

bemt_wps that’s killed almost seven thou-  illegal weapons being shifted to a port in » : : -
sand nnocent people. Each new story you  Bolivia—possibly nuclear.  You grab your. ' : . 1
get to the air is one more blow for freedom gearand flag your backup. You're goingto ., | :

“and justice. Not to mention ratings. break those bastards. -

This time, for sure.

Itisn't easy. They've tried to pressure your




SOUL & THE

st o
-

LR EXY

dwineey

Maxe 30 AML16 o0k Leea ks tov. it woure
or 3 City Force, you anaw how tag
Youre Tormving at east fmur wigh ¢
VEITLTS, mastol inemfuil.auto types, wear-
g a Keviar cest that'i 5P 830 filbs per
square ncheand  you're still outgunred
and cutlanked, Half the Ggangs are cyber 1o
begin snthizsiper ipeed, super reflexes,
€an see in the dark, carry weapons in their
arms...The other half are freetance Corpo-

rate mercs—gangs hired by the Corps to

enforce their- policies on the Street. "And

i
i
14
" there you are—-3 beat cop or detective inan

o

o
o e

1IN MY DGO

~er Trauma Teamy:y

2N Satsi the secors of

ment’s Sicansed

Terien Themice.

SRS U of Moy

4]

Sundings aro fangy tog.

R e b Al I )

e e SE TN

TIeen tavs,
fretortiasa
massy

¥ coute reaty unlucsy, you mignt draw
Psyeneiguad detuil. Psvcnosquad guvs get
eicdof nunurgas n Ry armed and
armared Cyborgs wha e Hipped out, Sure.
the PS guys have-aczess to raiiguns, gyros’
and AVs. Butacyberpsycho can waik througn
machire gun fire and rot feel it. A iot of the
Psycho Squad detectives are. crazy them.
setves. They load ue with boosted reflexes,
get some monsterously huge guns, and go

hunt. the cyborgs solo. But you're not that:
“erazy : o

Yet. S
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amored squadear, oa.
5 SGTe wim

S R N

ST AV assauit e :
“Ces g gyracoaters
~RA menigurs. Sut they

Cix  that' she!

"Drop It, punk. |
don't wanna hear
your life story, and
1 don't care what
Soclety did to you.

1just-wanna see

. that gun hit the
floor. Now...

N

you an extra
- nostril..”

—Sgt. Max Hammerman
NCPD

—Before I give
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- inthe oid Gavs, thew wsyin
RaWVe TR L U gL Lo .-
DarC Graen tnliinacs \IEA

Ny LotteCirnane

ol

me-Crmzary, out

facetmelaroenan

Cverm ety

RIS
AUNE I APDGU G TRt

WReeLer ISnta s tne Core

U DOINGAS z3rtess pvera
g ete

Rignt ~ow. jour el ayiy

SUMIRF ereculive s aryiring
S DUl easy. There e Suys
| underneath vou who'g it
i forashotut sour 2o These
! A€ GUIS OVer “Cu ~No'Y wit
| tokeen vou out of trerr jogs,
| And they're ncy «eaing
H

about the kiling—euers Lo and comern the
Corporation has his own crew of Solos and
Netrunners 10 cover rus pet projects. Sabo-
tage? Constantly. Bribery? Routire. Black.
i mad? Common. Promotion by assasiina.

tion? Always a possibilty. The stakes are shat
high—one slip and you could be out on the
I Street-with the rest of the trash. Or dead.

| And the projects your supervisors give you!

Some are pretty straightforward; design a

new productivity scheduie for the
Corporation’s medical subsidiary. Some are
pretty raw—send.a-"black operations” team
into the City to spread a designer plague 6
the Marketing team can ctean up seiling the
vaccine. Last week, youled a mixed team of

Solos, "Runners and Techieson a headhunting
fun to kidnap a researcher from a rival com-
pany. The week before, your project was to
steal plans for a new suborbital shuttle from
the EuroSpace Agency (so that the Aero-
space Division couid copy the cesign and sell
it 10 the Sowviets).

Youtold yourself you joined the Corporation
to make it a better place—work from the
nside, you sawd. But now you're not 50 sure.
Your ideals are a little tarnished and things
are getting pretty bieak. But youcan't worry.
aboutethics now, You've got areport due in
an hour, and it 'ooks like that guy in Sales is
planning to ice _Your database for good.
You're gonna ice him first,

"Money. Yeah, |
got money: a new
BMW aerodyne,
and a penthouse
flat in the
Corporate Zone.
All the money
ain't worth frack.

" You play this
game for power.
The power to get
things done; to
make the big - -
decislons; to -
affect things. You
make a phone
call, and the nezgt
thing you know,
you're telling the

.president of some
bushleague
Euronation that ;‘
he'd better play it

~ your way, or he's

history. -

"That's why you
play. That's why
I'm with the
Company.”

"=—An Unidentified
Corporate
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S

e

to getinto a Corporate job, And #ou didn’

: enough 4o te a Sdlo either Sat ay a smat
Ume surk. you krew YOU RAS 3 «rack ier
figurng out wtatotrer zeop.e WARIEE, arg

NOWIOGe for tnem For 3 price af csurse

Now your deals have moved past the ~cle.
and-dime stutt into the Datime. Mavoe vou
move ilegal weapons over the terder; Or
steal and resed medicar sucpiies from the
Corporaticns. Pernaps you're 3siiil broxer—

R S
MUGGLER
"AND INFORMATION BROKERS

Yourealizedt fasi thatyou weren ‘tever z_:cir\z

think you were tougn ensugh or crazy

S, ORGANIZERS

acting as an agent for high priced Soios ana
‘Runrers, or even hinng ‘s whe:c Nomad

Packiocaccaciieny's €ontracs. You buvang:

selt fa. o 37 oid-stvle Mafia gocfather:
You have cennectiens in
nesses. cedlsand volitical groups. You don’t
€0 tnis crectly, of Course—no, you use your
contacis and afiies as part of a vast web of
intrigue and! coersion, If there's a hot night.
clubintre City, you've boughtintoit. i there
are pew miiitary-class weapenscathe Street,
you smuggied ‘em in_ if there's 3 Corporate
war gong down, you're negotiating be.. .
tween sides with an eye on
the main chance. :

8ut you're not entirely in i
for the bucks. If someone
needs to. get the heat off,
you'll hide them. Yoy get
people housing when there
isn't any, and you bring in
food when the neighbor.
hoods "are blockaded.
Maybe you do it becausa
You know they'll owe you
ater, but you're ot sure,
You're one sart Robin Hood
" and twg Barts Al Capone. 5
Backin the 9075, they would -
have called you a crimelord. :
* But this'is the fragmented, -
nasty, deadly 2020s. Now " *
they call you a Fixer,’

0 ail kinds of bugi.

P4
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i
1
{
i
i

"Don't glve me
this "Robin
Hood" stuff. I'm
doln' a]obr no
more, | give
people what
they want, an'
they pay me out.

"Okay, so maybe
l even a few
scores here and
there, but that's
good for
buslness. You :
make a friend—
they'll take you
in when the
Street’s too hét,
and they'll pass
you afew bits of
data when you
call in the
markers. But
that's business.

"1 got a slogan...

"How much you = {
,me?"

pay ~—Phll "Nacho”

Hernandex
Fixer
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ROAD

Tre. drove
Your tamuiy
off the Farm
‘en3ear3ago.
Tre Carco-
alersroes
N, IS0k Cver
Weard ang
oLt renia-
<2Ls ail Cher
he oiace. it
wasn't the
firstlimeiro

""’““““w//‘g';

zop !

sunch of siher

ders:

the ‘ast. Cracuad

Met anctne” srous..un
I Nemaa pacx <i near =

Sow, crammed ines 3 ruce,
| Sars, vans, suses arg Ry
O0MS the tfreeways. You e
. 9de et ard cpare POTS m 3 werag anere
seciety has fragmented. The pac
. TOMe—it has teachers, Meg Teeas, lcacdars.

faccened; it

wouidn't be

~our famiiy fell in with 3
Norme-ess familes, and they
w'd creates 3

-3 nungreg mem.

fazlag fieet of

. FOUr NOmacd cacx

O for suspaes.

NS U

WARRIORS AND GYPSIES X
THE HIGHWAY'S ! WHO RoAM

ang o~

areey .

AMCS—-1's Lirtiaily a town on
“RIC evervene s related by mar-
TACe 2T wrstip. Sometmes the Pack pults
2 fuefup or get grub, Other
$ 35U 10 tollewy the haries::
Cadetar Lasnor food. Less
A5 e e miokile armiiey,
T3 Thes and Mining Ut as muscle in
YA Zer obnizus redscns, the
IIRS 00T Uike Nomads. But it ceesn't mat.
7 es are usually well armored

it~ stolen \Weapons; miniguns,

ersanddtheiixe, Every kid knows

Jewloustanfie and everyone packs a knife,

Berg Fomisless i the 2060's 50t easy.

n‘:'P

laldalg

Themcsl, sio'e members sfthie Pack are the
S:;:'.s-- Fainer armcred riders o bikes or
A ian muitle cars, iwho protect the ccnvoy
FOm 22z ane hunt up safe campsites. As
tu'e 21 e isorout for troutie,
) 527 tan frdenough of it with

tErmaa Packs, tre Law, and the
tatel mialier vou. Like a modern day
SOWSLy, saride the Rard vail. Yoy ve gota
3 5ie.2nd 1Ras ail you need. Yog e a
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! "Guns. Guns and
. cyberbikes. That's
' how we hold the
“.lIne. We don't
have any home
except the
Caravan. We don't
_have any rights
except what we
take, We get run
out of town by the
cops; we get .
ralded by the.
- roadwarrior
- packs, and we
“survive because
‘we've got guns’
" and bikes....

-

"There's kids, old
© men and women——
." famllles here. This
~ain't no : \
- boostergang.

;- These people are
my famlily.”

~—~Nomad Santlago




VIEW FROM THE EDGE

KU
¥t .
ot
53 :
sV
a g ('} i
AR
3 2 ; s ¥
¢ oy
3 B

VIEW FROM THE EDG

.;.:l‘:l"‘-"a'z.!-" h:

"They were roaring in at top speed when they hit us.
There must have been a hundred of them. We were
pinned down and about to be turned into Ground Food

Concentrate Number Fifteen. Then Razorjack popped the .

BigRIpps, screamed like a banshee on steroids, and went
right over the top of the lead cyberbike.”

Headware Is the hardware—the frame
which allows the choracter to Interface
with the rules. Rernember, the disk Is
not the software, and dice rolls are not
your character. Don’t get too caught up
In the statistics.

Character Points -

Character points are the cash of character
creation—you use them to “buy” the vari.
ous “mechan.
i€s” aspects of
the character,
like good looks,
a strong, hard
body, unshak.
able coot and
street smarts
(butnot Skilts).
We've given
you three ways
to generate

Points:

1) Random: <
Roll 9 D10 and total them. You have this
many Character Points.

Dice :
All systems In Cyberpunk use
two types of dice; the
common, garden varlety six
sided die (found In most

: popular gomes and In Las

—3Savage Doc -

] GETTING
YBERPUNK

2) Fast: Rolt 101 0or eacn stat (9 o, re-
rotling any scores-of 2.or iess. Place roils 1n
each stat as aesired.

3) Cinematic: This option s tor Referees .

only. As the cesigner of the adventure, he :

Referee has tre option of chooung ‘he
number of points for each character based
on'its posion :n his or her garne

...BOpis

Major Herd oo,

Major Supoerting Char. ... 70pts
Minor Hery ... . JSoby
Minor Supoorting Char .. 600ts
Avetage ... ... S50;u

Note: MVe zould, 3t this pont, warn
prospeciive Referees ubout the van-
[0us doages their players wal nave 1or

7. persona
‘mm wlth creating “supercharacters.” But tace
the Rules of the

Character S8 B~ " You're all Big boys and gurls now, ana

it they want to create 3 mondo
Character, .who are we 1o stop them?

i you, as Reteree, thunk your plivers
are getting way outaline, why notjust
90 ahead and waste ‘em?

That’s the Cyberpunk way.

Vegas), ond the more
esoteric ten sided die (used
exclusively by the Japonese
Imperiol Navy and in many
roleplaying games). Dice are
usually referred to In'
Cyberpunk ‘as a D%, ~
followed by the number of
sides of the dice. For
example, o normat 6 slded
dle would be referred to as. a
“D8”, There are a number of
ways in which dice can be
vsed, such os:

* Rolling o group of dice

tagether ond odding the |
results (roll 306 would mean
roll 3 six sided dice to get'a :
volue from 3 to 18). = :

* Rolling one or moce dice

_together ond adding another

value called @ modifier to
get o finol value, expressed
as 1D6+1, 0r 1010 -2.

*.Roiling two ten sided dice

together, designating one to
mark the tens place and the
other to mork the ones place
(colied roiting a percentage).

Raunding ond Modifying:
In.Cyberpunk, If you ore
asked to divide something
ond you come up with o
decimol value, you wilt
outomotically round the
result down to the nearest
whole number (such as
2.65352 becoming 2). If a
modified.volue (such as 1D6.
4) comes out equal to, or
below zero, it Is
outomaticaoily equal to 1
unless otherwise specified.
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HEADWARE & STATS

THE HARDCOPY
FORM

-First thing yod're
0ing to need is a
Place to record 6ll of
r ]nform‘qtlon., .
Photocopy (or draw)
r own Hardcopy
Form to work on,
Make sure you keep a
backup of this form, .
sJustiin case the

_ EMBER: THE -
s FUTURE IS
DISPOSABLE, -

arde
ic

Statistics

Each Cyberpunk characier has mine Stats-
tics—-values representing the level of na-
tive ability of the character in specific areas
of activity. These Stats are rated from two
to ten, with two being the worst possible,;
ten being the best possible, and the aver-
age falling at about five or six. Divide your
total number of Character Points between
each of your nire Stats, adjusting the
amounts in each one as you think best
describes the character's natural abilities,
No Statistic may be less than two orgreater
than ten,

Intelligence (INT):

This is a measure ot your problem solving
ability; figuring out problems, - noticing
things, femembering intormation. Almost
every character type will need a highi Intel-
ligence, with Netrunners and Corporates
requiring the highest of all.

‘Reflexes (REF):

This is_a combined index, covering not.
only your basic_ dexterity, but aiso how
your level of ‘physical coordination will
aftect feats of driving, piloting, fighting

and athletics. Characters who- intend to
&ngage in a great deal of combat’ (such as
Solos, Nomads or Rockerboys) - should

always investin the highest possible Reflex.

Cool (CL): .

This index measures how well the charac.
terstands up to stress, fear, préssure, physi-
<al pain andfor torture. In determining
yourwillingness to fighton despite wounds
o your fighting ability under fire, Cool(CL)
is essential. it is also the measure of how
“together” your character is and how
tough' he appears to others. Rockerboys

and Fixers should always have a high Cool,
with Solos and Nomads having the highest
ofall. .

Technical Ability (TECH):

This is an index of how well you relate to
hardware and other technically oriented
things. In Cyberpunk, the ability to use and
repair technology is of pararount impor-
tance—TECH will be the Stat used when
fixing, repairing and attempting to use

unfamiliar tech. While alt characters should

have a decent Tech Stat, potential Techies
should always opt for the highest possible
score in this area.

Luck (LK):

This-is"the intangible “something” that
throws the balance of events inte your
“favor. Yourluck represents how many points
you may use each game to influence. the
outcome of a critical event. To use Luck,
you may add.any or all of the points of luck
acharacter has o a critical die roll (declar-
ing your inetntion o use Luck before the
roil is made) until alt of your Luck stat is

used up. Luck is always restored at the end .

of each game session,

Attractiveness (ATT): ;
This is how good-locking you are. iIn Cy+
berpunk, it's not enough o be good-—you
- bave to look good while you're- doing' it
(Attitude is Everything). Attractiveness. is
especially important to Medias and Rock-
erboys, as being good-iooking is part of
their jobs.

Movement Allowance (MA): ¢
This is an index of how fast your character
€an run (important in combat situations).
The_ higher your Movement Allowance
(MA), the more distance YOou can cover.in
aturn,

RUN: To determine how far your charac-
ter can run in a single combat round
(@3.2 seconds) in meters, multiply your
MA by 3. The character can run three
times this distance in a full 10 second
turn, Write this in the RUN section of your
Hardcopy Form.

LEAP: To determine how far your charac.
ter canleap (from a running start), divide
your RUN by 4. Write this in the LEAP
section of your Hardcopy Form.

Empathy: .
This Stat represents how well you relate to
other living things—a measure of charisma
and sympathetic emotions. In a world of
alienated, future-shocked survivors, the
ability to be "human” can no longer be
taken for granted. Empathy (EM) is critical

HANDLE (IR

Osolo ORocker O Netrunner [ Media ONomad
Q¢ixer O Cop OCorp [ Techie I Medtechie

|cHARACTER PoiNTs: (I

INT{ ] REF[ /] TECH[ ] cooL[ ]
LUCK[ ] MA[ ] BODY[ ] ..
s [ Jteap[ ] Lift [ ]

EMP[ / JRun [

Head} Torso

RArm

LArm | Rleg § Lleg
s 6 7.8 9.0

o~

LICNT

‘ISAVE| |BTM

SERIOU, CRITICAL MORTALO MORTALY
(i D G O 1D

=3 Stwwe & Siomma. ¥ Shut - Sivmn P

00 S0 07110 SRBICatie STAT Trwmnptanse A
VR agerfe s amtnan s neuttag jboe
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when leading, convincing, seducing or

perceiving emotional undercurrents. Em-

pathy is also a measure of how close he/she:
is to the line between feeling human being
and cold blooded cyber-monster (see pg.

73 for details).

Humanity : This is 3,
measure of “the toll
cybernetics takes on
your ability to selate to
other living things.

arts Is Parts. Dead '

HEADWARE & STATS

knockout drugs, you will be required to P
make a Stun Save. If you fail o Stun Save, 1
you will automatically be knocked out of |
combat and be unable to recover until you
can make a successful Stun Save in a
following combat turn. You may make one

¥

Save roll every turn until you succeed. * "Attentlon,
i ' Bodybankers! ;
= Death Saves: 'y' We'vegota - 'y
. o BE Wre~vouhave L Blue Light o
"Dead is Dead. g

bee- Mortally | ' special going

WwWeun R PN . . .
[Weunded (s2€ -5 on right nowin

Muitiply your EMP by [ gkt s .
10 lopge'xermine how - guys is Parts.™ ‘ gt pa fl’)'ocbhqf"be" ’
many humanity points ~Ripporjack - or wnen ,um‘ e" .

vou have. . Write'the S mave And Fifteen! We've

' courterea co. 1, goteyesin alt -

resultinthe boxonyour - -
‘Hardcopy Form. Remembe

matically lose 1 point of EMP. This can
have a serious effect on any Empathy:
related Skills, as well as forcing you'to the
edge of cybernetic-induced psychosis.

Body Type (BT)

Strength, Enduranceand Constitution are
all based ‘on_the character’s Body Type..
Body Type determines how much damage.

you can take in wounds, how much you
canlift or carry, how far you can throw (pg.
99), how well you recover from shock, and
how much additional damage you cause
with physical attacks. Body Type is impor-
tant to all- character types, but to Solos,
Rockerboys and Nomads most of all.

BODY TYPES & POINTS

2 PLS cevnisiin irsesasessns seeneses Very Weak
34 pts Weak
5-7 pts..e. ...Average
829 PUS ciererrenrrnsessnesnsnenisnnenines Strong

10 pts

You may carry up to 10x your 8ody Type

Inkg. You may also dead lift 40 timesyour .

Body Type In kg.

Save Number

Your character's Save Number is-a value
equal to your Body Type. To make saves,
you must roll a value on 1010 equal to or

_lower than this number. There are two

types of saves in Cyberpunk:

Stun Saves: When you take damage in
Cyberpunk, or have ‘been exposed to

v r: for every 10
points of Humanity lost, you will auto-:

i 8an_k~lodder. S " downto. v
S B ' Chamber
Take a moment to find the Save box on ‘ Fifteen for best '
. ypqr Hardcopy Form and fill it in. ! . selec'tl'onl,, ";",d & :,
LI S .
Body Type Modifler (BTM) i1 get ‘em belore. ., 1
b

*« colors and
. poisons, you i ¥ conditions,
will need: to make & Save against|| ' going for half
- Death. On a failed roll, you're Body y. pricel Hurry an 1.

tun types of .

Not all people take damage the same way. they spoil...

For example, it takes a lot more damage to | 3
stop Arnold The Terminator than it does
Arnold the Nerd. This is reflected by the
Body Type Modifier, a special bonus used
by your character to reduce the effects of
damage. The Body type modifier is sub-
tracted from any damage your character

¥ 5

) —Medlcross '}
' Preservation |
|
1
J

takes in combat. 1 RN

BODY TYPE MODIFIER TABLE ;
Very Weak 0 :
Weak -1 4
Average N 2 i
Strong -3 !
Very Strong -
1

Superhuman®
. “Ponibie only wath CyDernetics

For example, say you took ten. points of }' SRURRS S
damage. If you were a Very Weok Body Type, .
you would toke the Rull ten. 8ut with o Very
Strong Body Type, you'd only take (! 0-4=6)
six points of damage. .

Find the Body Type Modifier (8TM) boxon | .
your Hardcopy Form and fill it in. Remem- |
ber; no matter how cybered up you get,
make sure you're solid meat underneath,
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MASTER SKILL L1sT |] Fast and» Dirty

Expendables

As you'll soon realize, the Cyberpunk char-
acter generation systemis designed to give

personal touches alt through the process.

Butwhen you need 1o generate a horde of
faceless boostergangers, you're ndt going
to want to invest this kind of time .and
energy. Insiead, you'll need something
fast and easy to help you create endless
supplies of baddies 1o be méwed down like
chalf by your player characters.

The five step FAST CHARACTER SYSTEM
below allows you to generate alarge sup-
ply of faceless guards, killers, corps and
bad guys on demand. A quick run through
Lifepath can create o tast and dirty back-
ground to match your fast and dirty NPCs,
$0 g0 ahead and.waste ‘em! Ve i make
more!

Step One: Generate Stats

1) Roll 206 rune times, writing dewn eacn
roll. i a roitis 11 or greater, rercii that
! value. Place each nurrber in one Stat until:
i all Stats are tilled.

Step 2: Pick a Role & Skills

1) Select a role for the character. Write its
Career Skill Package (pg.44)in the appro-
priate space, dividing 40 points between
these skills.

2) if the character s an advanced NPC, roil
an additionat 2010 and distribute these
points among 5 pickup skills.

Step 3: Pick Cyberware (see
pPgs. 76-79)

Roll 1D10. Solos roll 6 times. All others roll
3 times. If duplicate rolls, re-roll,

1) Cyberoptics (Roll 106 for type)
infrared

Lowlight

Camera

Dartgun

Antidazzie

yberarm with gun (Roll 106 for type)
Med. Pistot

1

2

3

4

s

6 Targeting scope
C

1

2

Light Pistot

you a lot of flexibility, You can tailor the
character the way you want it. with lots of .

3 Med. Pistol
4 Light Submachinegun
3 Very Heavy Pistol
6 - Heavy Pistol
3) Cyberaudio (Roll 106 tor type)
! Wearmani
2 Aaco Sohce
3 Prone in "
4 Amohfied Heaning .
5 Sound Eaing
6 Diuptai Recording Lina “

4) Big Knucks

S) Rippers

6) Vampires

7) Slice n'dice

8) Reflex Boost (Kerenzikov)
9} Reflex Boost (Sandevistan)
10)Nothing

Step 4: Armor & Weapons
Roll 1010, adding modifier below:

Roll  Armor Weapon

¢ Heavy Leather Krufe

2 Armor Vest Light Pistoi

3 tight Armor facket Medium Pisss:

4 Light Armivor [acket- Hesvy Putot

3 \iea Armor Jacket Heavy Pistoi

° \lea. Armor tacket Light $MC

= AMeg. Arror facket “hoAssault Rifie

B Armor acket Mea. Assauit 2ite

3 Asmior tacket hvy. Assouit Aifte

Y pdtalGeart Hyy. Assauil Rifie

* Pockeys Cords, Netrunners, Fixers, Tecnies:
wdd 040 roll.

* Nomuaas. Cops: 30d 42 to rof,
* Solos: add +3 to roll.

Step 5: Write it down.
Fill out an NPC (Non-player Character)
sheet, as shown below:

:'Lu_____m’.__-

INFi J REFL 7 ) TIEH( | cooL( )
ATTR{ | LUCK([ | MA[ ) BoDY| }
AP L/ ) Run { ) teapl Jun |

m Rred) Tone - X Acmi Canmt & irg 1§ log
titel 1 s Lraisg

it T

T REF[ / ] TECH[ ] cooL[ ]
i:‘rn[a[]] LUCK[ ] MA[ ] BODY[ ]

| RoLE [N

| NAME || ] voLE [

INT[ ] REF[ /] TECH[ ] cooL[ ]
ATTR[ ] LUCK[ ] MA[ ] BODY [ }

mpP Run Leap L EMP Run Leap [ Life [ ]
Head rs RArm| LArm | R.leg g Head RArm|{L.Arm | R.leg | Lleg
tla T;.‘o ' 5’ - 6’ 7L; L:; 'la T;.r;o s’ cr 7.8 2:0

MORTALY MORTAL!

“yum CarICAL
i(ltN' SERIOUS CRITICAL MORTALYD MORTAL! rM LICNT 3 OUS .
AVEL P Sl o) Shme-3 Stew-3 Shea-d SAVEL 2
tf l MORTA MORTA| Mdlutf Moﬂylii "Ef A! R
MORTAL j MORTA MORTALY MOARTALS MORTAL S E j tf :
| e ¥ St s e 7 Srowe 8 frare e |
Shamo. 5" Shumn- 8 .
Cybernetics Cybernetics
Special Ability Special Ability
Skills Skills
Possessions Possessions -

D RTaksorian Cames, 1991 Ienmuinan Gramed 16/ Sers0ng DROIOT DYy only

2R TanGnan Camer 1991 Fermavon o sind for paeionst BROWCOPYIRG O

NamE [ [ Roic |

J{[rame T ] RoL |

INT[ ] ksr-[/] TECH[ ] cooL[ ]
ATTR[ ] LUCK[ ] MA[ ] BODY[ ]
EMP[ / JRun [ '] Leap[ ] Lift [

INT[ ] REF[ /] TECH[ ] cooL[ ]
ATTR[ ] LUCK[ ] MA[ ] BOoDY [ }
1 ||EMP[ / JRun [ ] Leap[ ] Lift [

]

Rleg
7.8

-l ) Head| Torso} R.Arm| L.Arm
n. 1 2:4 S [3

L.leg

Torso | R.Arm | L.Arm
2-4 S [3

R.leg’
. 7.8 9

Heod

Lleg
-0

s1R10US

LICHT

f'ﬂl“f ﬂolr‘fl Uﬂlvlt i
Sowwe- 2 St b ad

SA VE BTM LICHT $ERIOUS CRITICAL MORTALO MOARTALS SA VE . BTM TIr n 1
[ S0 ttwre e Sne- s oee-d |
o et Y ariaCs o MORTA, MORTAl MORTALS Molui j uo.ut 3

t j ¥, if MOATALSL uonui § MOATAL & f 5 tf -

s

Cybernetics Cybernetics

Special Ability Speclal Ability _

Skills Skllls

Possessions Possessions

©R.Tahorlan Cames, 1991 Permisucn Granted ko personal photocopyIng ony.

€ R Tahorun Cames. 1991 Parmisiion granted for persanal photocopying only.
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"] remember she told me she was born in Miami, about
2004 or so...She was pretty sure, because she could
still remember what it'd been like when the Euros
rocked Washington and the near miss took out

Tampa...

"She had these incredible blue eyes; clear through and
through, like crystals of Lace, and a smile from a - .
magazine dream.'Course, the eyes were Teknics 2350's,
“and the smile really was from a magazine—nice
. blosculpt job. It didn't matter how much was real in
the end. I still fell hard for her. I'm that type.”

It's like climbing out of th
clone vat.” .

You got this half-formed person sxénding

there, dripping with slime. You got some..

stats, maybe an vague idea of where you're
going with the character, but nothing else.

So how do you take this Blank and make
him really Cyberpunk? :

‘You start with the Lifepath. Lifepath is a.

flowchart of “plot éomplications®, designed

to help you give your Cyberpunk character

an authentically dark future background.

-—loh'nny‘ Silverhand

its seven sections cover your national and
ethnic origins, your family, friends, ene-
mies, personal habits and even key events
on a yearly basis. It's intéended primarily as
a guide; if you encounter something you

don't think fits the character you've envi-'|’
- sioned, feel free to change the path asyou
- see fit. Use the back of your Hardcopy | -

sheet to record your Lifepath. Remember;

Cyberpunk hinges on roleplaying, so make

use of the information in your Lifepath run.
It's a guaranteed adventure generator!

TREET HAS A

The way 0 find out as by
_ using this Lifepath. . -

From it's pages, you'll dis-
cover your past;-enemies,
friends, lovers and liars. The
tifepath will give you the
" clues you need tomake this
person work for-you. Rt'lt
" also give your Referee some
~ idea of how to put an ad-
. venture around a bunch of
> numbers.

* EVERYONEONTHE -
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: STREETSLANG

;. SOME COMMON TERMS OF

! THE 2157 CENTURY

- Al Antificial inteffigence; a com.

" puter withy full self awareness.

: Booster: any member of a gang
that allects cyberwear, leather cloth-,

+” Chilled: 10 be cool; to be together.
X Chippin' In: To buy cyberwear for
the first time. To cast your lot with
group,-To connect with a ma-

Chombatta{Choomba): Neo-Afro
Amencan-slang for Inend. family
member. o
SCHOON? (“thoo™ Streetslang for
akohol,

for

1) Origins and Personal Style

What do you look like and Wporo do you come from?

DRESS & PERSONAL STYLE

In Cyberpunk, what you look like is what you are. Fashion is action, and style is
everything. Roll 1D10 three times (once per column) to decide what your style is.

The Cyberpunk.-world Is muitl-cultural and multinational. Where you come
from determines your native language, customs and alleglances. Chooseor
roll one natlonality, then choose a native tongte from the options listed for -
the ethnlc type. This is your natlve lanquage, which you' speak-at +8. In
addition , you also-automatically know streetslang, a unlversal polyglot of

;1&,*,"40"9'\.5":‘ a designer drug that
increases: healing ‘powers, fimits

English, French, Cerman, Japanese and a half dozen other languages:

B Input: girfriend. s
[ Keyboard: Sueetslang for a com-

puter interface deck with ma 3
keys. Also o terrunal. : :
j Netrun: 1o interface with the Net. '
and use R to hack into Data For-

s

:' rembers all atfect 3 specilic look,
; inimplanting illegal Cyberwear. Slammit On: to get
Zmercenary, Ususlly. comidered

= nct : h s 1 Anglo-Arnerican (English) R :
'9%*;;"6 mdm’ @ “rush’ 2 - African (Bantu, Fante. Kongo, Ashanti, Zulu, Swahik)
simuar M ;::.h biowk“ ":" ted wath - 3 Japanese/Korean (Japanese or Koresn) ) R 2N
- Exotle:. P! 4 Central European/Soviet (Bulgerian, Russian, Clech, Polish, Ukranian, Slovak)
“Mangs, ete. - - 5 Pacific tstander (Microneasian, Tagatog, Polynesian, Malayan, Sudanese, Indonesian, Hawaiian)
4 The Face: The Intedace. Jacking | 8  Chinese/Southesst Asian (B . Cante . Thai, Tibetan,  Vietnamese)
[ into the Net, - 17 Black American (English, Blackfolk) .
= Flatiine: to kifl. A dead person or .| 8  Mispanic American (Spanish, English)
= v:| 9 . Central /SouthAmerican (Spanish, Portuguese)
zj 10 :umpem‘ (French, Cerman, English, Spanish, talian, Greek, Danish, Dutch, Norwegian, Swedish,
7 innish) . . .
| .
1 ST o . S e
'~ output: boytriend. ments, Rockerboys are not the

Polymer one shot: any cheap same as rockstars; who are usu-
plastic ally “owned” by recording medi-
émm acorps and are spolitical. :
Samural: » corporate assassin or - .
mercenary, hited to protect Cor- - 2
poration property or make strikes ’ .

aganst other Corporate hoidings. ;

violent; to S ¥
usck someone without resson.
The Street: wherever you live,

pistol, 'ususlly.in the S to
ringe.

: Posergang: any group whose

Ronin: » freelance assassin or

to be untrustworthy. . late at night. The Subculture; the - -
Rockerboy/girt: 3 musician Underground. -
i Stuffit: to have sex. Also; to for- "

to make pokitical or social state-  get sbout some

Die Roll Clothes Hairstyle - Affectotions
Vicenirinesinnieiniiia, Biker leathers Mohawk Tatoos
2 e wBluejeans..............Long & Ratty .......... ... Mirrorshades
....Corporate Suits ......Short & Spiked Ritual Scars
4 jumpsuit Wild & alt over ............ Spiked gloves
. Miniskirts........ Bald ", Nose Rings
;High Fashion Striped...., " Earrings : .
7. ... Cammos Tinted-.... Long fingernails = -
8. “..:Normal ciothes ....... Neat; short. Spike heeled boots
9 i NUde . Short, curly................. Weird Contact Lenses .
10 - Bag Lady chic ........LORG, SUrAIGNL ............ Fingerless gloves
ETHNIC ORIGINS

2) Family Background

Who are you, and where did you come fro

they're trying to tive with, What's yours?

"FAMILY RANKING
{choose or roll one:
* Corporate Executive
Corporate Manager
‘Corporate Technician
Nomad - Pack

Pirate Fleet

GCang Family -

Crime Lord

Combat Zone Poor -
9 . Urban homeless

10 Arcology family

Co 10 PARENTS

PR ST R, e

PARENTS
Choose or roll one:
1-6° ‘Bothparentsare -
© " living. Co to FAMILY -
STATUS .
7-10: Something has "
happened to oneof
L. ot parents, Go 100
" SOMETHING - -
_HAPPENED
TO YOUR PARENTS.

SOMETHING
HAPPENED TO
YOUR PARENTS
Choose or roll one:
1 . Your parent(s) died in
warfare
2 Your parent(s) died.in
an accident
3 Your parent(s) were
murdered
N <4 - Your parent(s) have
amnesia and don't
remember you
$ . You never knew yout
parent(s) N
6 Your parent(syarein
hiding Lo protect you
You were left with
relatives for safekeeping
8. You grew up on the 4
! Street and never had
parents
9 Your parent(s) gave you
up for adoption
10 Your parent(s) sold you
7 for money,
Co to FAMILY STATUS

7

m? Everybody on the Street has a sto

VIEW FROM THE EDGE

- | FAMILY TRAGEDY

70

FAMILY STATUS

Choose or roll one:

Goto FAMRLY -, -
TRAGEDY -

Family status is OK,
even i parents are
missing or dead. Co.

Choose or roll one:
i ¢ ; betrayal-
1 Family lost evetyﬂw\g through
Farnily lost everything thvough ba'd W@nt
Family exiled uomm' ; driven from
Heuis . o scaped.
£amily is impnioned and you alone €5Cap:
F:mmily'y vanished. You sre the only remaining
“Familty was mirdered /kited and you wers the
;Myr‘:&ﬁly"h involved in 3 longterm conspiracy,
" organization of association; such a3 a cAme
ily of revoiutionary group .
'8 'Ya::yhm waiscattered o the winds due to
9. '\'r:or famuly is cuised with 3 Nereditary feud Qm
hay lasted for genefations: o | .ot T
10" You are the inheritor of a family debl: you "
must honot this.debt b,dgtg moving on wil

life S <
comuonooo ENV. ¢

to CHILDHOOD . . -
ENVIRONMENT:

CHILDHOOD

ENVIRONMENT

Your Childhood was

- {choose or rolt one):

1 Spent on the Street,
with no-aduft -
supervision

2 Spentinasafe

C ate Subwrbia
3 lnomom.d Pack
moving from town
to town
In a decdying, once
upscale neighborhood
in a defended
Corporate Zone in the
centrat City - -
in the heart of the
Combat Zone
7 tnasmalivillageof
town far from the City
8 In a large arcology city
9 levar o3 atic Pirate
Pack o oA
10- On.a Corporate .
controtied Farm of
Research-Facility
Goto SIBLINGS.

R

H

6

BLINGS . e
ﬁm may have up to 7 brothers/sisters.
- Roll 1D10. 1:7 1s.equal to the number of s:bﬂngn
you have. On 8-10, you are an otlty chiid; Foe
each brother or sister:
1) Roll. 1D10. Even: the
sibling is female.
2) Roil age, relative to yourseif
1.5 =older " R .
6-9syounget g
§ ;‘)’.;:'mcnh sibling, chose or roll U\Ck lullnr i
about you: - S
1.2 - Sibling dislikes you
3-4 " Sibling ikes you
5.6 Siblling neutrat
7.8 They hero worship you
9.10_They hate you -
. Go to MOTIVATIONS

sibling Is male. Odd: the

ry and a past
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3) Motivations

What makes you tick? Wil you back u
P your friend
main chance? What's important to you? ® or go for the

4(a) Big Problems, Big Wins —
Living on the Edge means taking big risks. This year, you took some serious chances. Did it
pay off or did you go down in the street? Roll 1D10.0n an even voll, you scored blg. On an odd

A wed

| 4) Life Events

llfo for that year;

.You know’ whou
take a-look at the

'you came fto

give the place to m.
‘cockioaches.

:10: People are wmdeﬁul

m and what you look like. Now let's

© major events that made u
206+ 16to dotormlno T r B ey amre: Rall

ajor event that shaped yourcharacter's

‘When you're done, come on b ’
n.‘t y.ar . maln 'v.m. ’ y n ack here and rofl the

13 Big Problems, Big Wins e e

48 “Friends & Enemles. :
78 Romantic. involvement
9-10. Nothing Happened That Year

“hospitalized for 1D1G months; that year. 7.8, you_

7' False Accusation: You were setup. Roll 1010. 1
3, the accusation is theft, 4-5 it's cowardice. 6-8 it's
murder. 9 i's rape. 10, it's lying or betrayal.

8 " Hunted by the Law: You are hunted by the law
for crimes you may of may not have committed (your
choice). Rolt 1D10. 1.3, only a couple Jocal cops want.
you. 4.6, it's the entire local force. 7-8it's the State
Police or Militia. 9-10, it's the f81 or equivalent
national police force.

9 d by a Corporation: You have d

10 Mental or physical incapacitation: You have
experienced some typc of. mental or physical
breakdown. Roft 1010. 1.3, it's some type of nervous
disorder, probably from & bioplague— lose 1 pt. REF.

On 4.7, it's some kind of mental problern; you suffer :

anxiety attacks and phobias. Lose 1 pllromyourCl.
stat. 8-10, it's a major psychosis. You hear voices, are
wviolent, irrational, depmwe Lose ) ptiromyouwr CL,
1 from REF.

Co To WHAT ARE YOU GONNA DO ABOUT IT?

. roll, you took a hit.
. l;gﬁ)q;murr PERSON YoU WHAT DO YOU !
Choose or ol one: VALUE MOsT VALUE MOST? DISASTER STRIKES! YOU GET LUCKY
"1 Shy and secretive Choose or roll one: Choose or roll one: Roll 1D10: .1 roit 1010: o
: 1‘ Rebeilious, antisocial, A parent 1 Money 1 Finandallossor Debt:Ro 1010x100. Youhave T 3 MakeaPowerful C ionin City C.
. violent 2 Brother or sister 2 Honor lost this much in Eurodollars.  you can’t paythisnow, - |~ Roll 1010, 1.4, i's in the Police Oept. 5-7, it's in the
3 Arrogant, proud and : :m 3 Your word you have a debt to pay, in cash—or blood. District Attorney's Office. 8-10, K's in mc Moyo(s
aloof. .. : 4 Honesty Office. k
, : 5 Yoursedt :  ;
4  Moody, . 5 2 imprisonment: You have been in prison, of 2
hudsu‘o:gmm Ay 6. possibly held hostage (your choice). Aok 1010 for 2 Financial Windfait: ot 1010100 for amount
: l;dly, luuymdnem 8 ’mqwmo‘ : lengmol mpnmmcn( mmomhs in Eurodolars. » IR
<7 ‘Wln;":td'huded ,90‘ :‘I p hero v °3 inesi of addiction; Youhave contracted either ™ Score on 1o of deat Ron lmo.loo lor
8 . Sneaky and deceptive o one 10 an iltess o drug habit in this time. Lost 1 pt of REF amount in Eutodoum
9 : i tly a3 a result.
d':ten?‘chedrw s i p«mm v y : . 4 finda Senm (teacher) Begm e oudd .| to
10 Fnendly and wtm 4 Betrayal: ybu have been backstabbed sn some & Maetiat Arts Skl of your choice - )
manner. Roll another D10. 1.3, you are beng )
. [ blackmaied. 47, a secrat was exposed: B-10, you S Find s Teacher; Add.o1 loanle?baudlhl a |
. w«ebemyedbyadoselnmdnmh«:mmcor begmanewnm‘b.\mshlu.z i .
YOUR MOST ! ,cm(ywchoou) T b
VALUED . : L : E 6. Power'ul Covpoutt Exec owes you onc lavor
PO sfmmnuwmmwwamnm' i
SESSh ON ’ ' accident. ROl TD10. 1-4; you were terribly disfligured - 7 Loul Nomad hdn bcllknd: you. You'can el
Choose or rof -one: * and must subtract -S from your ATT. $:6, you were - upon them for. one favor 5 month, equwaionuoa

ley Speml AbMy ol »Z.

g ';

2" : hmlosﬂmmnonlhsolmmoﬂhalycn 910, ;
43 A mcp!elomng o f o oous and discard them gh (8in10chance each e M.knhkndownm- Pmc. Voumayuu

; : photograph . . 6 Every person is a mgbl)olthc i andwakcnp 9. :nx;::mx:: mqaq S!uetw-u

‘book'or- . . .. vahiable individuat

6 - A recordi 7 People 6. Lover, frimdouthdn%dﬂoubstwmm "

7N mmmmm LT e obstacies ‘o _you reafly cared about. 1-5, they died accidentally. 6+ L B l.ou! loouergmq lﬂm yw (Who Imovm why,

8 A piece of jewelry : : 8, they were murdered by unknown parties. 9:10,. ¥ These are Boosters, right?) You can caltupon them for

9 Atoy they were murdered and you know who did it. You 1 favor s month, equvdennocnmlysmabdﬂy

10 Aletter just need the proof. : of +2. Sut don't push it. = -

210 Finda Combiat Teacher. Add +1 lo any weagon ]
skill with the exception of Martial Arts-or !rmag. or
begm @ new combat shill at «2.

Go back to LIFE !VENTS AND ROLL THE N(XT
YEAR.

WHAT ARE YOU GONNA DO

3 D19, 13,
greater. B your character's age, or pick any age 16 or o o o o8 1010, 30wt ABOUTIT?.
0 ater, For each year of your character's life past age 186, roli 7.8; it's & big, national corp wiith agents in major Choose or roll one: .
10, ch( k the chart below, and go to that section of the Lifepath, :mes Mbonw'ld:d -9-10 i€ s huge mukinational with : ;j S::' your name N . i
What happens there isthem rmies, pinje and spies everywhere. J— 34

5.6 MMleub!ewMt
78 camunghuuﬂyymm d
9-10- Save, if possidle, Myoncdumvolvec
7 i e situtation,
Co back 1o LIFE EVENTS AND nou e NEX
YEAR, . .t




VIEW FROM THE EDGE
4b) Friends & Enemies

Living on the Edge means you don't do things halfway. Your friends are tight, and your
enemies ruthless. If you're here, it's because your social life took a major turn (for the
< worse?) this year. Roll 1D10. On a 1-5, you made a friend. On a 6-10, you made an enemy.

Romantic Life _
?hi)fa's more to life than just combat and bad breaks. Romdance I:
also part of living on the Edge. If you're here, you f?adl so:::lt
romantic action as your major event this year. Start by finding
HOW IT WORKED OUT, below:

MAKE AN ENEMY

Enemles are a way
of life in Cyberpunk, ™=
so don't skip this
step, For each
‘oo - enemy, choose or
| voll'sex on 1D10,
EVEN=Male
QODD=xFemale

TM: enemy |s
(choase or roll
o ‘ ‘

. Person you work for
Partner of co-worker

" Booster gang member
Corporate Exec

110 Government Official
‘Co to THE CAUSE .

§ 4 Actused the other of

(choose or roll

one):

b Caused the other to
lose face of status

2 Caused theloss of &
lover, friend or relative

3 Caused a major
humilivation

cowardice of some
other personal faw

5 Caused a physical
disability: (Ro# 1D6. - -

arm. S-6xbadly searred)
6  Deserted or bettayed
" the other =" -

7 Turned down other's
offer of job-or romantic
involvement

8. You just didn't like each
other

9. Was a romantic rivat

10 Foiled a plan of the
other's

Go to WHO'S FRACKED

1-4. “They hate you
$-7  You hate them
8-10 The feeling’s mutual

Go to WHATCHA CONNA...

V.22 10se eye. 3-4atore |

WHATCHA’
CONNA DO
ABOUT IT?
If the two of you
met face to face,
the Injured party

~would most Hkely
* {Choose or rol}

one): .
1-2 * Gointo s murderous,
killing rage and
rip his face off!

3.4 Avoid the scum

- 846 Backstab him

indirectly.
7-8  ignore the scum
9-10 Rip into him
verbaily
Co to WHAT CAN HE ..

What kind of forces
€an your enemy put
on the table to stop
you? (Choose or
roll one):
153 Just himself
4-5 ° Himsel and a few
friends
67 An entire Cang
8 A smalt Corporation”
A large Corporation

10 An entire Covernment.:

= Agengy X
Co back to-LIFE EVENTS

AND ROLL.THE NEXT YEAR..

Roll one, then go to

/ THE CAUSE WHo's : WHAT CAN HE ~HOWIT - LOVE AFFAIR
You've gotten In This emnity started FRACKED OFF? THROW ACGAINST ﬁ/omcm ouT WITH PROBLEMS
someone’s face. when one of you Choose or roll one: you?

Choose or roil one:

o .MAKE A FRIEND
You lucked out and
made a new friend
(a rare occurence in
the Cyberpunk
world). For each
new friend, choose
or roll sex on 1D10:
EVENzMale
ODD=Female
Choose or roll your
3 _-relationship to this
friend:

1 Uike a big brother/sister
to
Like a'kid sister/brother
10 you

3 Ateacher of mentor

4 Apartner o co-worker

3 An oid lover (choose

which one)

6 An old enemy (choose
which one)

7 Like & foster parent to
you

8 Arelative

9 Reconnect with an old
childhood friend

10 Met through a common
interest.

Co back to.LIFE EVENTS AND
ROLL THE NEXT YEAR.

that section: 1 Your lover's friends/

Happy love affair (g0 family hate you
% b-mo LIFE EVENTS) 2 Your lover's friends/
5.~ TRAGIC LOVE AFFAIR family would use any
6-7  LOVE AFFAIR WITH LA means to get nd‘ol you
PROBLEMS ; 3 :Your friends/lamily hate
8-10 Fast Affairs and Mot . . your lover
Oates (go back to 4 Oneofyouhass
LIFE EVENTS) ‘ romantic nval i
S  You areseparated in
: some way
; l . T 6. You fight constantly
. ! el 7 You're prolessional
. fivals nely
: 8 One of you is insa
TRAGIC . ) oatons
LOVE AFFAIR Lo ] e e s messing
Choose or roll one: . around”: o
1. Lover died in accident 10 You have conflicting
Lover imysteriously . backgrounds and

2 Hed N familes
3. :l didn’t work out Cs Co back to'LIFE EVENTS N
4 . Apersonal goal or AND ROLL FOR NEXT YEAR.

" vendetta came between

Who is this person?
Move over to Per-
sonal Style (pg. 34)

and Motivations (pg.
34) and make a few

rolls to find out what
your friend or enemy
Is like. .

you - .

5 Lover kidnapped p m I o

6 - Lover went insane

7 tover committed T -

suicide - e cS

8 . toveriilled in a fight - MUTUAL FE 5 Uﬁ.

9 . Rival.cut you out of the Choose 9r roil one:

T action 1 They :;:ub‘o"(m

i isoned of 2 You still iove

1 ::;:;'"‘9"30 3 . You still love each other

Go To MUTUAL FEELINGS 4 You hate them
§ Theyhate you
6 You hate each other
7 You're friends

- 8 No feeling's either way; it's over
5 9 You like them, they
: S hateyou

10 . They like you, you hate
. - them g
Go back to LIFE EVENTS AND ROLL FOR
NEXT YEAR

Was it worth the pain? Move over to the Po_isonal Style (pg.34)
and {hve Motivations Sections (pg.36) an4 mqko'a few rolls to
find out what your iover was like and whether you'ddo it alt over
again If he/she walked back into your life. Because with yoqr
luck, it might Just happen. - :




LIFEPATH
TASK & SKILLS
'WEAPONS

' ARMOR
' GEAR
CYBERWEAR
. COMBAT

‘. MEDICAL
‘METRUNNING

ROLES ;
CHARACTERS |

ER .

"You say you've done this kinda thing before?" )
Silence. Then, "Yep."
A long pause. Click. Rattle. Click. |
"You're sure?” : -
"Yep." e !
Long pause...Click. Whir. Click. "Uh...Ice?" ;
" Ripper, shut up before | cross a wire and wipe out half

H

the City In a thermonuclear accident.”
- "Uh...right." . Click. Whir. Rattle.

Skill Checks

Most of the time, your character will be
ableto do most ordinary things without
difficuity; walk, tatk, open a can of -Protein
Food Complex 35 without gagging. But
certain things will require that the-charac-
ter make a Skill Check to see it he can
actually do what he wanted to.

Ref-Set Difficuities
Each task is rated by the Referee lrom Easy

to Nearly Impossible. Each rating has a4

corresponding numencal value, Calied a
Difficuity ) .

&

 relating to the task at hand, add that skiilto
“the stat. You may apply only one Skiil to a

TASK DIFFICULTIES
Easy.ons e £ 10
Average oL XS
Detticuit | . L2
Very Dilticult 0 D Lo 25
Nearly mpossible ... L0030

Giving 1t Your Best Shot

When making 3 Shib Checa, hrst, ueter-
mine which of your stats 15 the most appro-
priate to use to perfom the acton. For
example, if you weére trying to stand on
your head, REF would be best. if you were
deciphering a code, INT would be the
most appropriate.

VIEW FROM THE EDGE

Next, if you have ‘any one Skill" directly

task at any time. The subject of Skiils (and -
how you get themy) is covered on pages 42
through 54, butright now, we're justirter-
facing you with the concept of tasks.

finally, roll 1D10 and add the combined
total of your die roli, your Stat, and your
selected Skili. Compare your total with the
Task’s Ditticulty (as determuned by the

- Reteree). i your total is equal or higher,

you have succeeded; onalower roll. jou

‘have failed.

Trere L anr e
C o breun 2t

ceesndery e
RO O
SR
Tk (Ot e ey mo v
valovpect, unnnysn a3 1

Tech STOE i Ority '+ 3, eNUUGI 10 fin 55 a2 0 -

$11NGS BN g i his omp) . But johnny 150
prcked up Pk Lock +3°as one of his.ecrly
Pickup skills. This gives lim o 30se Abidity of
6. Johnny will need to rdil ot least o 9 to pick
this lock. K L

. ;i-ﬁga [T By 5.oin,

i i te

" Opénung s umple

Oocnmg a simple electronic -

L ety OMY Ll L.

il up ]
-GaNE 35301, Dy

~ TASKS & SKILLS

HOW LONG WILLIT
TAKE?

Some Sample Tires:
Fiang a simple electronic
dev-;e . . 5 min,

Fining a comuies electronic.
device .. civeensis 20MINL

‘ﬁi.‘;mgu fas :,’13:&«‘ YN
ieierine 1 O WY,

mechancat loch ... 2 ;
Operung & complex méchamicst
10CR evieniaieri rereeeri $-10 MR

min.
Opening s complex i
electromic tock ... $:10min,
Searcning 3 .

databASe oniicnrennn 5-20 mun.
Desigming E

& cyberaeck . ...l 1-3 dayy
Putling on's :

GUIGuse . LT ) R,

FEELIN -
LUCKY, PUNK?

Rererntyer 00"

st 3 rot Yo
any or stot’,

your ntent.
points before making
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Difficulty Modifiers

Repair .

P

 Hostlle Environment ...

the other characters
“kibbitzing” while you're
trying to do the task ............ «3

Very Complex Repair ........

“1t's Never Been Done
Betore”

Don’t have the right parts....+2
Don’t have the right toos ... +3

Unfamiliac tools,

performed
Ahis task before ...............

Difficult Acrobatics involved . +3
” y:fylbiﬁxult Acrobatics

+2

weapon or vehicle ............... +4 '
Under stress ..., +3
Under attack................ +3 1044
£ || Wounded .................... +2to+6
| Orunk, drugged or tired ......+4

-4

Irnp?wate Acrobatics

+$

Information hidden,
secret or obscure

Well-hidden clue, secret door,

Very compilex lock ...,

panel, etc. ooennnntriannene +3
Complex program ............... +3
Very complex program ........ +5
‘Complex lock ..... 3

Target on guard of slerted...+3

Brightly lit area ...
Wxienl [+ 121 SOOI +3
ﬂlch Blackness .........ocernieee +4
to perform secretive us:
+

Tryi
vz;:g under observation ......

Opposed Tasks :
If you are making an attempt against an-
otherplayer character, the opposing player
will combine his most applicable stat, skill
and 1010 roll. On an equal or higher roll,
- the defending player wins.

Difficulty Modifiers

Difficuity Modifiers are values which are
added to the difficulty of a task, refiecting
adverse conditions or extra
problems. Modifiers work
best when you are dealing
with very ticklish or picky
situations; things where fife
and death tasks must be
performed. At these times,
players will want every ad-
vantage they can get, and a o
simple decision like “The task is Very Diffi-
cult. “ will create more friction than its
worth. At'these times, you will probably
want to make the steps of the task clear by
creating a Difficulty ‘through stacking
modifiers. In addition, modifiers allow you,
as the Referee, to determine the relative
difficutty of doing something and the ef-
fect of prevailing conditions.

Automatic Fallure, Critical
Success
On a natural die roll of 1, you have failed

Roll an additional 1 D10 and check the result

on the Fumble Table (pg. 43) to see what
(if anything) happens. .

On a natural roll of 10, ybu have had a

critical success. Roll an additional 1010
and addit to your original roll. Thisiswhen
you get lucky and manage to pull off
something you have no chance in Hades of
doing normally. :

Skills

Skills are used to enhance
your ability to perform cer-
tain tasks. They represent
things you've specifically
taken the time to learn and
possibly master, (as op-
posed to your stats, which only indicate a
basic, natural ability at doing something).
For example, if you had very good REF, you
would probably pick up driving a car very
easily. But you would not know how to
drive a car until you had learned the skill of
Driving. Each skillis related in some way to
one of your basic stats. For example, the
skilt of Hondgun is always related to the
character’s REF stat. Skills are always rated
trom 010 10, with 1 beiiwy a novice leve! of
knowledge, and 10 being a master’s level
of ability. Skills are described on pgs.46 to
53, along with all pertinent notes and

VIEW FROM THE EDGI

FUMBLE TABLE
AREA i OF RO

S You drop your weaoon

F4 NG fumbie. Youjust screw up. -

Important: it is required
that  one of your
character’s Career Skills be

8 You manage 10 1 wound yoursed Aol tor

10 YOU MANSOS 10 WOUNGD & MO Of YOur QWi Danty

X 6 Weapon Cacnarges (mans rekaddey cof for fon the Special Ability for his
REFLE ’ e ey vt ] orherclass (pg. 46). These
(Combat) e e 1 e O e Skills are unique to the class

and reflect abilities and re-
sources only that particular

REFLEX
(Athletics)

make a'rol ve Stun af 1

1.4 NO lumble. You UM Mess ud 3G Make an Kot
o yoursen

8.7 Youladmaersoly, Tare 1 0owd s menor damage
{spran, 3N, saumbie). plus make a Save ve. Sun.
$:10 You lad aoysmady it 2 physicat acon, lese tD6
W1 GAMAQE oM taling Of 3K 2ned Muscies. Alse

class possesses. Examples
are the Authority of Cops
which allows them to use
the weight and powers of

2 1.4 No Rambia. YOU 1usl CaNY Gt € 1ogethes,

the Law or the Chorismatic
Leadership which allows a
Rockerboy to convince a
crowd to get down and
party — or get out and
riot. The number of points

you put into your. Special.
Ability (up to,  but not
greater than 10) reflects
your position in your
chosen field and the de-
velopment of your unique

(Flgure out,
Notice, catch a

TECH + $:7 " You not only tad, you mane 4 worses You 0rop e
10018 YOU'rS WOMY WIh, O YOU 1034 YOU gD snd
(Repair or BMage NG NG YOUTE WOrING witlh Sven More.
t ) . Rae tne Dificulty Dy § Dowits and Iry again.
create 0:10 Wow: Did you ever olow 4! You aamaged ihe
GOVRCH OF SIBANON DOYONd 1908 Bwun:vm
. 1:4 No umble. They st wontduy <
T 5.6 S0Muchior youK D00 Shils. YOu ROt ofly SONY
2ONVCS INeM: YOU I8ave IMem iy cold (-4 10
EMP your Aant EMP ove foll 10 by 0mer WggEIsOn
g nave B
(Convince, .-..o!:'..mm..m.., You ot onty didnY
Fast talk, S0nUnce them, Bul Now iney 18 By, vilenly
d 0000964 5 SYIWNG You weet o do. Rost 1010
Se u‘.) On 8 1-4, hey scually Stempl 10 90 you physical
! haem . .
D ted NG umDle: YOU st SONTRADw NOw 10 06 1. YOu
! 0ON1 know WhEK'S GOIng on You cary oA,
INT 0 Mgner Concaing

ODIviOUS

8.7 ' You dONTRNOW Snyirng ADGUE Whal's ong on,
300 you Ravan L & Chie SOW Now 1090
200wt d: Mang 8 Comnnce inacn 3 2 see . -
AMyOne 8 NOLEES NOW CWTD YU .

career skill. Because of this,
.- your Special Ability also de-
termines how much
money you have to start

clue) ‘ 810 Wow. A

Whats Gowng OF of S0YIAG SUUL (e WONKE.
N LYRYONG ANOWS AGW IGNOTML YU 8.

with (page 58).

explanations. in addition, players may opt
to invent their own Skills (see Inventing
New Skilis, pg. 54). .

Starting Skills-
There are two types of starting Skills: Ca-
reer Skill Packages and Pickup Skills:

The Career Skill Package is a group of
skills that are known by your character as
part of his or her Career. They're basics—

Rockers know how to play instruments,

Solos know how to shoot guns, etc. A
starting character receives 40 points to
distribute among his 10 Career Skills. He
may not use these points on his Pickup
Skills, although he can choose to use
future Improvement Polnts (pg 44)to
Improve a Career Skill at any later time.
He does not have to put points into all of
his Career Skills (but it's a good Idea—
you never know).

Obviously while spreading
those Career Points around
it's going to be pretty tempting to make
yourself a weaithy Superstar, but remem-
ber a Rocker with lots of Charismatic Lead-
ership and no performance skills will find:
that things can get ugly fast. They may
love you but they paid 60 eb for those
tickets so you'd better be smokin’.

Example: As a Rockerboy, Johnny Silverhand
began with the following pockage:

“ Charismatic Leadership +6
Notice +3
Perform +5
Style +4
Composition ........ rreaessverssrererereraransas +4
8rawiing ... +2
Play INSLAUMENt ....cvevererivensireorssnenens 5
Streetwise . +3
Per jon . +5
Seduction +3
TOTAL 40

s
"l used to think 1!
could get by,
with a rozor '
smile and a fist :
fulla chips. But Iif ,
you're gonna ' -
rock and roll,’!
_ you have to ,
- know how to
squeeze every |
last drop of pain
out of your '
instrument. And |
that takes skill,:,
choomba. Not '
chips..." !
—Jjohnny Siiverhand '

L
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H
CREATING NEW B y NOgn ) " e )
CHARACTER ROLES AREER SKILLS: SPECIAL ABILITIES A HOT TIP
+ - Pick any nine skils {not Special : . Mathemati (]
O Abikity Ski 1 : Authority (COP) .coeeererssercriinnn ] athematics Phot his page (it
Abikty Skills) to be your Career sSOoLo . CORPORATE MEDIA : : Physics ( ] ocopy this page (it's
5 kills. These should be skifls Combat Sense Resources Credibilit, Charis. Leadership (Rocker) ...... ] ySICS woone okay, we said 50, 25 long
i ’ i - i Y ot Combat Sense (Solo) ... 1 Programming ... sl ] )
3 that directly relate 10 what the Awareness/Notice - Awareness/Notice Awareness/Notice oat X Shadow/Track { 1 as it's tor personal use). t
2 character does for 8 fiving; » Handgun . Human Perception Composition Credibility (Media) . 1 2 k° x ket '( ] | makes & great worksheet
' ock for example, Brawling or Martial Arts Education £ducation Family (Nomad) ..... ] Stock Market.... . " for keeping rack of skis
g Rockerboy, lor example, 1 metee . Library Search Persuasion interface (Netrunner) ] System Knowledge.. 4] .
* wouldn't have Brain Sun Y .
e . Mow pck o Weapons Tech Social Human Perception Jury Rig (Fechie) ... ] Teaching ..ouwcee. .
348 Career SI."uT Now prek or Rifte Persuasion Social Medical Tech (Medtechie) ] Wilderness Surviva A o
create a Special Ability with Athletics Stock Market Streetwise Resources (COrp) ...... ] Zoology ... - .
. your Ref’s heip. Divide 40 Submachinegun Wardrobe & Style Photo & Film deal (Fixer) ...... ]
points between these ten Steaith Personal Croomi Interview Streetdeal { ) REF :
R L { ing
L - okills. et
. ATTR ArChery .osissenisssnns seene [
A ' NomAD. ' TECHIE cop Personal Grooming ] - Athletics . R :
Pose, T Cmess ez ’ Jury Rig Authortty Wardrobe & Style } - Brawling.... weene{ .-
- Pose. ::;'WM"“ Awareness/Notice AwarenessiNotice Yiew; Oance i e
- urance Basic Tech - Handgun * .
‘ te uman i BODY " Dodge & Escape ..cumsnenmnnenr{ .
mﬂ?' St %Y::r:;e‘;h o :hmic: sreepron i ' - Endurance ... W 1  Driving ... | ]
Drive Education Education " Strength Feat . { )1 Fencing. 00
Basic Tech o Electronics Brawling Swimming... { } :andguwn - E i
wilderness Survival Any three other Melee o : eavy Weapons . .
:;;;o:t.:’g . Tech Skilis é&ty'o;;:em. I;;enx:im COOL/WILL : | m:;:i:l Art (choose types) weeees[ } i
' Wespons, Elect. Security) - ee Interrogation cerresenes ,
ROCKERBOY MED TECH FIXER Intimr;:igate . ( } MO[OI’(YC:'Q ....h..ﬂ.....!;.. .................. { } "
- Chorlsm . Orato! .{ Operate Hvy. Machinery ......,... i
Notice otk Lendienkle Charlimotic "’.“mh" Medical Tech Streetdeal Resislr'lxorture/t)rugs g 1 Pilot (Gyro) .ceueeere M V|,
L ::'/:fenessmonce Awareness/Notice :wmnesslNotice L Streetwise A ] Pilot (Fixed Wing) i } :
obe b Basic Tech orgery ‘ : PlOL (DifiGIDIE) soivissrrrrrsessssrnenee]
b ool Diagnose Handgun Pilot (Vect.Thrust Vehicle)......{ . ]
5 h EMPATHY
Composition Education Brawling . . ( ]
Brawling Cryotank ” Melee Human Perceplion ......evsseecessse [ ] Rifle ; ’ .
Play Instrument Um se?,::‘m © U Picktock Interview ..cocceveees { ] Stealth it o ] g
Streetwise Pharmaceuticals Pick Pocket Leadership.. . .1 - Submachinegun } :
Persuasion Zoology Intimidate Seduction o ]
: Se@ucﬁon Human Perception Persuasion Social $ { ] TECH
: Persuasion & Fast Talk { ] . Aero Tech.... ( IR
: NETRUNNER PErfOMM vovsessrsessesssisenersesc {1 AVTeh.. o
Interfoce Basic Tech ...... of ]
Awareness/Notice INT Cryotank Operation . ol }
Basic Tech . N
; Accountin, { ] Cyberdeck Design -f
§d“‘“(T ted An!hropolggy ............ { ] = CyberTech............ { }
: Cy’t:‘:‘l"ec?‘ow % Awareness/Notice [N | Demolitions..... ( ]
yberT ) Biolo { ] Disguise ..... [ }
Cyberdeck Design gy :
Composition Botany { 1 Electronics .. [ ]
Electronics Chemistry S | E!ect. ?ecumy O SR |
Programming Composition ... [ ] FirstAd... el ]
Diagnose Hiness... { } Forgery ... { 1
Education & Gen.Know [ 1 Cyro Tech .. { ]
Expert { { :;int o; ?'aw { {
Gamble .... oto & Film........
Geology ... . | ] - Pharmaceuticals ... Ry ]
Hide/Evade .....ccsueninererernsnsesisens [ ] P!ck 1.7 S— [ |
History ] Pick Pocket ........ RO |
Know Language (choose one) .. ] Play Instrument A ]
Library Search ...viessnisiconins [ ] Weaponsmi!h | ]
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Pickup Skills .

Plckup Skills are skills the character
has learned in the course of knocking
around, living his or her life. Characters
determine their starting points for the se
skills by adding their REF and INT Stats.

For exomple: Johnny’s REF is 9 and his
INTis 7. Johnny has 16 points to spend
on Pickup Skills.

Pickup Skill points may not be used
to increase your character's Career
Skiils!

Skill
Descriptions

Followinig ‘are descriptions of alt Cy.
berpunk Skills. Numbers_in parenthe-
ses next to skill.names are Difficulty
Modifiers. - To reflect complex and
ifficult-to-learn skills, the number of
improvement points necessary to go
P one level must be multiplied by the
Difficulty: Modifier. - See pg. 43 for
details.

Special Abilities

These are skills useable only by speciic
character roles; for example, Charismatic
Leadership can only be used by Rockers.

Authority (Cops): The zbility to intimidate
of control others through your position as
alawman. This attribute represents the
Cop's ability to call on the forces of the Law
and Covernment to get what he wants.
Cops can.use Authority to question sus-
pects, arrest wrongdoers, and defend in.
nocents. Backed by the power of Authority,
4 COp can arrest, detain, confiscate and
enter nearly anywhere, as long a5 he has
the proper arrest or search warrants to back
his play. However, authority. is only as
9o0d as the guy holding the badge—if the
cop appears uncertain of his Authority,
there’s a good chance he'll get nailed by
the people he’s trying to confront. The
higher your Authority, the more able you
are 10 face down criminals, particularty
high level mobsters and officials. Authority
% applied to your Cool stat.

- Charismatic Leadership (Rockers): This
skill allows the Rocker to sway crowds equal
to his level squared times 200. This ability

(added to your Cool stat) allows the Rock-
erboy to control, incite and charm large
number of people through his or her per-
formance skills. When under the Rocker's
control, this group can easily be persuaded
to act on his suggestions; for example, a
Rocker could convince a concert crowd to
riotin the streets o attack 2 heavily fortified
police line. Chorismatic.Leadership will only
work with groups of ten or more people as
itis primarily a mob.leadership ability. The
higher your Chorismatic Leadership, the
larger. 2 crowd you can control and the
more direct and complex the instructions
you can get them to follow. For example, a

Level +3 Leadership could incite a nightciub -

crowdtoget rowdy. A Level S or -6 could
provoke a concert crowd of thousands to
trash a neighborhood, if the area wasn't
too far from the hall. At Level -9, and
higher, youhave the same sort of mesmeric
ability a5 an Adolph Hitlera~you can raise
armies, start movements, and destroy na.
tions, -

Combat Sense (Solos): This 3oty 1s based
on the Solo’s constant tramng ond profes-
sionalism. Combat Sense atlows the Solo
1o perceive danger, notice traps, and have
an almost unearthiy ability to avoid harm.,
Your Combat Sense gives you a bonus on
both your Awareness skill and your initia-
tive equal to your level in the Combat
Sense skiit.

Credibility (Medias): This is the ability to
bebelieved: by your viewers, by the police,
by important and powertul people. This is
critical to getting your story heard and
acted upon, aswell as convincing people to
tell you things, give you informauon, orget
you into where the story is really happen-
ing. The higher your Credibility, the more
people you can convince, and the easier it
is to convince high level authorities of the
truth of your information. With a level -3
Credibility, you can ~onvince most people
of minor scandals. With 2 level +5 or-+6,
you can convince local officials of military
atrocities, undercover dealings and other
front page stulf. At level +9, you can
successfully expose a scandal of Watergate
proportions, or convince the President of
the. EuroMarket Finance Board that aliens
are secretly influencing world leaders.
Credibility applies to your INT stat,

Family (Nomad): This is the ability to calt
upon the resources and help of any of the
members of the Nomad's large, extended
tribai family. This ‘can be in the form of

weapons, cash, information, or a small
army of relatives. The threat of a Nomad
family’s vengeance mayin itself stop harm
to the Nomad. The higher your fomily
ability, the more important you are to the
Family and the more help you can call
upon. With a Family status of +2, you might
be able to get several of the Pack to help
you wreck a town, for example. With a
status of +7-or +8, you are able to make
major Pack decisions and lead troops. At
+10, you may be the Leader of your Pack.
Family is applied to your Intelligence stat.

Interface (Netrunner): This skill reflects
the Netrunner's ability to manipulate In-
terface programs, and is the Skill used
wher operating Menu functions such as
Locate Remote, Run Software, Control
Remote. Downiink , Load, Create and
Deiete. Othér players can enter the Net,

but. cannot. use the Menu. Intedsce is

basea on the INT Stat. Note for Cyberpurk
i players—. you mav elect to swap your
onginal iNT and. REF stats for characters
generated wvitn the oid ruie.

jury Rig (Techie): This general repair skill
allows the Techie'to temporarily repair or
alter anything for 1D6 turns per level of
skill. This is not a permanent repair; after
the elapsed time, the jury rig will break
down.

Medical Tech (Medtech): This is the skill
used to perform major surgery and medi-
cal repairs.. For more descriptions of this
skill in action, see Trouma Teom, pg. 116,

Resources (Corporate): This represents
the Corporate’s ability to command cor-
poration resources. It is used as a persua-
sion skill, based on the scale of resources
requested. This could include bodyguards,
weapons, vehicles, buildings, money, etc.
Obviously, the more poweriut the Corpo-
rate, the more he can call upon at any one
time. Your level of Resources determines
exactly how-much you can request from
the  Corporation without overreaching
yourself. A Resource ability of +2 might get
You access to a Company car. An ability of
+6 might allow you to use a Company jet
of hire a Solo team from the Corporate
Security Division. A Resource of +9 would
allow you access to ziost all levels of the
Corporation, as well as the ability to requi
sition almost any Company resource. Your
Resource ability is applied to your INT stat.

Streetdeal (Fixer): This is the ability to

JR——
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deal with the underground information
network. With Streetdeol, a Fixer can un-
cover rumors and, information, locate
missing persons or things, put gossip out
on the Street, pick up clues and score big
deals. The higher your Streetdeolability, the
more information you can gather about
things happening around you, the more
informants you have, and the more secre-
tive the information you.can dig up. A
level +3 Streetdeal can get you contacts for
weapons, tools, .or minor illegal opera-
tions. At level +5, you can penetrate the
secrets of all but thé most powerful crime
families. At level +9, you are the equiva-
lent of a Mafia crimelord yourself, privy to
every secret that's on the Street. Apply
Streetdeal to your Cool stat.

Attractiveness Skills

Personal Grooming: This is the skill of,
knowing proper grooming,: hair styling,
etc., to maximize your physical attractive.
ness. Use of this skill allows players to
increase their Attractiveness, and thustheir
chances of successful Relationships or Per-
suasions. A basically good looking person

would be at +2. A fashion model might..

have a Personal Grooming of +5 or +6. At
+8 or better, you couid be a major fashion
model, film star, or trendsetter, You are
always “together”. And you know it,

Wardrobe & Style: The skill of knowing

the right clothes to wear, when to wear
them, and . how.to look cool even in a
spacesuit. With a Wordrobeof + 2 or better,
you are good at choosing clothes-off the
rack. At +6, your friends ask you for ward-
robe tips, and you never buy anything off
the rack. At +8 or bettes, you are one of
those rare people whose personal style
influences major fashion trends.

Body Type Skills

Endurance: Thisis the ability to withstand
pain or hardship, particularly over long
periods of time, by knowing the best ways
to conserve strength and energy. Endur.
once Skill checks would be made when-
ever a character must continue to be ac-
tive after a long period without food, sleep
or water.

Strength Feat: The user of this skill has
practiced the art of bending bars, crush.
ing -objects, ripping phone books apart
and other useful parlor tricks. At +2 you
can ¢rush <ans, rip thin books in haif, and
bend thin rods. At +8, no phonebook is
safe, you can bend thin rebar, and snap
handcutfs. At +10, you can bend prison
bars, rip up the Gutenberg Bible, and dent
car fenders with one blow.

Swimming: This skill is required to know
how to swim (see Athletics for details).

Cool/Willpower Skills - =

interrogation: The skill .of drawing
information from .a subject and. forcing
his secrets into the.open. An Interrogotion
of +2 or better will allow you to infallibly
find outif your boyfriend is lying to you. At
+$, you are a professional levei imerroga~
tor—equivalent to a skilled detective
grilling @ suspect. Mike Wailace of 60
Minutes has an Interrogation of +9, allow-
ing him:ta fmake even the most powerful
people squiem.

intimidate: The skill of getting people to
do what you want by force of personality
or physical coercion. At -3, you can
frighten almost any typical citizen, politi-
cian or low-level thug. At +6, you can
intimidate Sylvester Staillone cr any mod-
erate “tough gquy”. At +9, you could
intimidate Arnold Schwartzenegger.

Oratory: The. skill of public soeaking. At

+2, you can wing high school speech

contests. At +6, you can be paid to speak
in public, At +10, you are capable of

delivering a speech torival Kennedy’s “ich

Bin Ein Berliner” or Linculn’s Gettysburg
Address. . Rockers with an Qratory Skill of
+6 of better can add +1 when using theis
Charismatic Leodership sbility.:

Resist Torture/Drugs: Characterswith this
skill are especially toughened against in-
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terrogation, torture and mind control
drugs. A successful use of this skill will
automatically increase the dilficuity of any
interrogotion attempt made by another
party by one level. .

Streetwise: The knowledge of the “seamy”
side of life—where to get illegal and con-
traband things, how to tatk to the criminal
element, and avoiding bad situations in
bad neighborhoods. With a Streetwise of
+2 or better, you can get “hot” items,
score drugs, etc. A Streetwise of +5 would
sllow you to arrange 2 murder contract,
kriow a few mobsters who might owe you
favors, and be able to calt on muscie when
you need it. At +8 or better; you could
become a major crimelord yourself and
skip the middiemen,

‘Empathy Skills

Human Perception: The skill of detecting

Kirk of Stor Trek has a Leadership.of +11,
but you never will.

Seduction: The skill of forming and main-
taining romantic relationships (this in-
cludes your abilities as a lover). This skill
may be used to determine whether or not
players.can form relationships with other
non-player characters and the intensity of
these refationships. In certain cases, Refe-
rees may want to average this skill- with 2
playe:’s Altroctiveness to get a more real-
istic outcome. )

Social: The ability to deat with social situ-
ations, like knowing the right fork to use or
when nottotell the joke about the farmer’s
daughter and the travefling cyberware
salesman. A Social Skill of «2 or better will
atlow you to get by at any fine restaurant
of social function. At +5, you can lunch
with the President with aplomb. No social

Clues from others, At +2, you can.usually’

. truth. At +6, your can detect subtie eva-
 sions and mood swings.: At «8, you can

. but can”usually tell- what the subject is
“hiding in a general way. o

" Interview: The skill of eliciting interesting

‘- annecdotes from an interview subject.

This information will be of a more non-
specific-and persona! nature rather than
specificknowledge (distinguishing this skill

user is trying 1o extract exact information.
Exarnple: Barbara Walters interviews, Mike
Wallace interrogates). At +3 or better, the
subject will usually tell you only informa-
tion relating to.what he/she is well known
for. At +6 or better, the subject will tell you

anecdotes. about the past, pontificate ~

about favorite interests and philosophies,
etc. At +9 or better, he/she tells you eve.
rything—including personal information
about their iilegitimate son, the time they
stole a cookie at age 4, and thefact thatno
one ever loved them,

Leadership: The skill of leading and con-
vincing people to follow you. A leader
with a skill of +2 can manage a small office
successfully and be respected for it. A
leader with a skill of +4 or better can lead
# small band of troops into battle and rot
get backshot. Aleader withaskiflof +7 of
better caniead the entire Camelon Empire
into battie and look good doing it. James

tell.when you're not getting the whole. .

not only detect subtle emotional clues, -

from the skill-of Interrogation, whete the

ion will faze you, no matter what. At
+8 or above, you can lecture Emily Post on
what’s proper. T R

. Persuasion & Fast Talk: The abity to tatk

others into doing what you want. This
may be used individually or on large
groups. At +3, you can win most debates
or convince your grifriend that the bionde
you were with was your sister. At +5, you

example, with Streetwise, you know what
afleys to avoid and what gangs are danger-
ous. With Sociol, you know the proper forms
of address for a high ranking japanese

batsuhead. With Anthropology, you know
that the customs of a N'Tanga tribesman
require that a young man kill alion in order
to be accepted as an adult male,

Awareness/Notice: This is the equivalent
of a "trained observer” skill, allowing char-
acters to notice or be aware of ciues,
shadowers and other events. With an
Aworeness of +2 you will usually spot smalf.
pieces of paper with notes on them, doors
left ajar, and obvious expressions of lying
or dislike. An Aworenessof +$ o better allows
you to spot taitly well hidden ciues, notice
small changes in expression, and fairly
sophisticated attempts to “shydow”. you.
With an- Aworeness of +8 or greater, you
routinely perform the sorts of deductive

ing seen in the average TV.cop show
(“The d was left handed b

““this knife has 2 specialized -handle™).

Sheriock Holmes has a +10 Aworeness.
Players without this skill may only use their
Intelligence Stat. o

Biology: Ceneral knowiedge of animals,
plants, and other biological systems. At
level +3, you know most types of common

are s h tatker of prof
Ronald Reagan has a Persuosionof « 7. Hitler
had 3 Persuasion of +9.

Perform: The skill of trained acting, sing-
ing, etc. A trained perormer of +4 or
greater can successfully sing for pay

at weddings or small clubs. Performers +6
of greater will be considered to be of
professionat caliber, and may have lucrative
contracts and fans. Performers of +9 or
greater are of “star” caliber, have 8 large
number of lans, and may be recognized
on the street, .

Intelligence Skills
Accounting: The ability to balance books

- {or create false hooks), juggle numbers,

create budgets and handle day to day
business operations.

Anthropology: The knowledge of human
cultures, ‘habits and customs. Unlike'
Streetwise (which covers only the cultures
and customs of the Street), or Socia!{which
covers only what you should do in a given
situation), Anthiropology covers general
customs and background of a culture. For

i caliber, -

Is, plants. At +6, you have a general
understanding of genetics, cellular biol.
ogy, etc. At «10, you can perform most

bio-lab procedures, including gene map-

ping and splicing.

Botany: The general knowledge of plants
and plant identification. At level +3, you
know most common plants and can iden-
tify which ones are dangerous and why. At
2 -+6, you can identify most important
plants found worldwide and have a working
knowledge of their uses. At +8, you have
the equivalentof a doctoratein Botany and
know ail about rare poisons, exotic orchids

" and other.useful plants.

Chemistry: The required skill for mixing
chemicals and creating various compounds.
Alevel +2 Chemistryis equal to high school
chemistry. Alevel +4 is equal to a trained
pharmacist or college level chemist, A «8
is a trained laboratory chemist.

Composition: The required skill for writing
songs, articles, or stories. A Composing Skill
of +4 or greater gives your character the
ability to produce salable work, A Skiltof +8

or more produces work of such a high caliber
that the creator may have 3 strong literary
following and not a little critical acclaim.

Dilagnose lliness: The skill of clinically diagnos-
ing symptoms and medical problems. A +3 is
the equivalent of a high school nurse—you can
recognize most common injurles and com-
plaints. At +6, you would be equivalent to a
trained intern; you can recognize many uncom-
mon illnesses and know ~how to treat most
common ones. A +9 is the equivalent of a skilled
diagnostician; other physicians come to you to
get a diagnosis.
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gangers on the rampage. At +6, you can ditch
cops and private eyes. At +8, you can ditch
most Solos. :

History: The knowledge of facts and figures of
past events. In game play, this might be used to

determine if a character is familiar with a par- |

ticular clue related to a past event. At +2, you
have the equivalent of a grade school history
education. At +6, you would have the equiva-
lent of a college grasp on the subject. At +8,
you could teach history in high school. At +9,
you may have written a few of the most oft-
used texts on a particular historical personage

. or epoch. -

Education & General Knowledge: This skill is
the equivalent of a basic public school educa-
tion, allowing you to know how to read, write,
use basic math, and know enough history toget
by. In effect, itis a “lore” or-trivia skill. A level of
+1isa basic grade school education. Askill of +2
is ‘equal to 'a high school equivalency. - A
Knowledge ‘Skill of +3.is equal to a college
education, +4 of higher is equal to a Masters or
Doctorate. At +7, you are an extremely well-
educated person, and are asked to play Trivial
Pursuit 2 lot.. At +9 and above, you are one of
those people who knows a lot about everything
(and hopefully has the good sense to keep his
mouth shut).

Expert: You may use this skill tobe an experton
one specific subject, such asrare postage stamps,
obscure weapons, a foreign language, etc. At
+3, you are the local expert. ‘At +6, you know
enough to publish a few books on the subject.
At +8 or better, your books are recognized as
major textson the subject, and youcould do the
talk-show circuit if you wanted to.

Gamble: The skill of knowing how to make bets,
figure odds, and play games of chance success-
fully. Asany professional gambler knows, this is
notaluckskill; At+2, you are the local card shark
at the Saturday night poker game. At +6, you
can make a living at the tables in Vegas and
Monte Carlo. At +9 or better, you can take on
James Bond atroulette and stand a good chance
of breaking the bank.
Geology: Afunctional knowledge of rocks, min-
erals and geologic structures. At +3, you can
"identify most common rocks and minerals. At
+6, you have the equivalent of a college degree
in Geology and can identify minerals and geo-
logical structures with ease. At +8, you can
teach geology in"high school.

Hide/Evade: The skill of losing pursuers, cover-
ing tracks and otherwise evading people on
your trail. At +3, you can fose most booster-

{ The knowledge of 2 foreign
tongue. At +2, you can “get by” with speaking

Know Languag

-the fanguage. At +3, you can actuolly read o

written form of it.” At +6 and above, you are
fairty fluent, although no native will be fooled
byyourability. At+8 and above, youspeakand
read the lanquage like a native. -7

Eachlanguage known requires a separate Know
Lonquoge Skill, however,” one’ may: use the
knowledge of a particular Language withiup to
1/2 (round. down) proficiency with any fan-
. guage in the same linguistic family (example:
knowing Cantonese at +4 will give you the
ability to understand and speak Mandarin at
+2). :

Library Search: The skill of using databases,
DataTerms™, libraries and other compiled in-
formation sources to find facts. With a skilf of +2
you can use most simple databases. With  skill
of +6, you can easily access the Library Con-
gress. At +9, you can comprehend aimost any
public database and find very obscure facts.

Mathematics: The skill of understanding cal-
culations and math ical f tas. At +3,
youhave the ability toadd; subtract, divide and
multiply. At +4, you can do algebra and ge-
ometry. At +6, you can perform calculus. At+9
you can deduce your own mathematical for.
mulas.

Physkes: The ability to calculate physical pein-
ciples, such as gaspressures, mechanical ener-
gies, etc. This skill requires a basic Mathemotics
Skill of +4.

Programming: The required skill to write pro-
grams and to re-prog P y .
This skill does not allow players to actually do
repairs on a computer (this requires Electronics).
With a Programming Skill of +1, you can do
simple EBASIC programs. A Programming Skilt
of +3 or better allows you to know some higher

HRREOFT NN,

LINGUISTIC

. FAMILIES

. Longuoages group together
into “familles”. shoring
many common root words
and sentence structures,
Once you've leomed one

. language In @ linguistic
fomily, you may learn any
otherlonguoge in o refoted
finguistic fomily at -1 te
the normal 1P cost. The
values in theses ore

. the. 1P multipllérs lor
leorning the longuoges in
thet family.

AFRICAN (2)
Bantu, Fante, Ashanti, Kengo,
Zulu, Swanidi, Blacktork

SALTIC(2) Lithuanuan, Esto-
nian, Latvan Finnish

CELTIC (2) b
Caelic, Welsh, Sreton

FARSI (2)

Danish, Dutch, English, Cer-
man, Norwegian, Swedish,
Yiddish

CREEX (2)
JAPANESE (2)
KOREAN (2)

PACIFIC ISLAND CROUP (2)

T Micronesian, Tagalog, Poly.
nesian, lavanese, Malayan,
Sudanese, Indonenan,
Hawaiian

ROMANTIC (1)
french, italian, Spanish, Por-
tuguese, Latin

SEMETIC (1) .
Arabic, Hebrew

SINO-TIBETAN and 5.L.
ASIAN (3)
Burmese, Cantonese, Man-
darin, Thai, Tibetan,
Vietnamese

SLAVIC (3)
Bulgarian, Russian, Czech,
Potish, Ukranian, Slevak .

kd 'A‘t‘-"-“'ﬁ,'w{‘i\".’t*‘

e
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- levei languages and be able to write rea-
sonably complex programs (including
video games). Players with a Progromming
Skill +6 or better are considered to be
professionals, who can build operating
software, design mainframe systems, and
hold down a steady job at your average
Silicon Valley firm. With a Progromeming

“Skill of +9 or better, other programmers

speak your name with reverence ("You

invented Q? Wow!"), young hackers set

out to crack your systems, and any

computer software you design instantly
3 gets used by every business application in
" . the world.

Shadow/Track: The skill of shadowing
and following people. This skilis primarly
used in urban or inR3oted sreas rather
than in aidesress (wnere tre skill of Sur
vivol IRCOrDOTates tracwrs came o the
wilds). :

-stock market, engage in routine ‘stock
“transactions ana mamipulate stocks prof-
itably. At +2, you know enough to invest
In junk bonds and lose your shirt. At +6,
7 yourinvestments pay off 75% of the time.
At «9. you are 3 major hesvy on the
Marke(, routineiy dabble in international
stocks, and can write learned articies on
the subject of investment.

System Knowiedge: Basic knowledge of
the geography of the Net, it’s lore and
history, as well as knowledge of the im-
portant computer systems, their strengths
and their weaknesses. At +2, you can
: generally navigate around the Net and
t know where all the local places are. At +6,
i . you know the locations of most places in
v the Net, and have a working

known systems. At +9, you know the
entire Net like' the back of your hand,
know the general layouts of the important
systems coid, and are aware of the layouts
for the rest of them,

Teaching: The skill of imparting knowt-
w edge 1o someone else (if you don't think
this is a skilf, you ought to try it sometime),
e Players may not teach any skill untess they
7. have s higher skill level than the student.
: The referee is the final arbiter of how long
- Rtakestotéach a skil. At a Teaching Skill
A of +3 or better, you can professionally
. teach students up to Migh School, At +6,

you know enough to be a college profes-

sor (it you wanted ). At +9 or greater, you

1 Stock Market: The ubwmty_ to play the

understanding of its largest and most welt -

are recognized by others in the field as
good enough to guest lecture at MIT or
Cal Tech; your texts on the subject are
quoted as the major references, and you
might have a TV show on the equivalent of
the PBS channel.

Wilderness Survivat: The required skift for
knowing how 16: survive in the wilds.
Knowledge incluces how to set traps,
forageforwood, track game, Buiid shelters,
make fires. The average Boy Scout has a
Survivol of 3. A Special Forces Creen
Beret has a Survival of +6 or above. Crizzly
Adams, Mountain Man of the Wilderness,
would have a -9 or 10 Sunvivol Skilt,

Zoology: Knowiedge of liféforms, biologi-
cal processes and their relation to the
environment. At «2, you know most com-
mon animals. At +5, you know not only
weltknown animals, but also about many
exotics. and endangered species. At +8,
you are knowledgable on almost all ani-
mals, know their habits well, andhave a +1
advantage to any Wilderness Survivol Skills
(you know where to find the game).

Reflex Skills

Archery: The skill required to use bows,
crossbows and other arrow-based ranged
weapons. See Handgun for details.

Athletics: This skill is required for accurate
throwing, climbing, and batancing.
combines the basic elements of any high
schoot fever 3ports. program. At +3 and
above, you are the equivalent. of a real
high school “jock”. At +5 and above, you
can perform in college level competitions.
At +8 and above, you are of Olympic or
Prolessional caliber.

Brawling: The skill of fighting man to man
with fist, feet and other parts of the body.
Browling is not a trained skill— it is learned
on the Street by getting into  fot of fights.
Unlike Mortiof Arts, there are no specialized
attacks and no damage bonuses based on
level of mastery.

Dance: The specific shill needed to become
3 professional dancer. A trained dancer .«
or greater can successfully dance for pay-
ment in small clubs or dance troupes.
Dancers +6 or greater will be considered to
be of professional caliber, and regufarly
give performances and have fans. Dancers
+9 or greater are of “star” caiiber, have a
large number of fans, and may be recog-
nized on the street.

Dodge & Escape: This skil is required to
godge attacks and escape graoples and
hoids. it an 3ttack is made without your
knowledge, you may not apply this skifi to
your Delense rolf, S

Driving: This. skill allows: you to bilot alt -

ground vehicles like cars, trucks, tanks and
hovercraft. This skill is not useabte for pilot.
ving dircraft. A skill of +3 is equal to that of a
very good non-professional driver. A skill of
+6 allows you to drive with the. skill of 3
moderately skilled race driver.. An driver
with a skill of +8 or greater will be nationally
known as a racer, regularly win champion-
ship races, and possibly have access to the
most  advanced ground vehicles available
(as long as he makes an endorsement).

Fencing: The mastery of swords, rapiers
andmonoblades. A Fencing Skill of +3 allows
you to be competent with a blade. A Skill of
+5 makes you fairly skilled. A Fencing Skill of
+6. might win you the Nationai Fencing
Competitions. A Skill of +8 will-get-you a
reputation for being a true swordsman of
duellist caliber. People like D’Artagnan or
Miyamoto Musashi have Skills of ~10, They
are legendary masters of the blade; the
mention of whom will cause all but the
stupidest young bravo to run for cover.

Handgun: You must have this skilf to effec:
tively use handguns of any type, including
cyberwear types. At +2, you can use »
handgun effectively on 3 target range,
though combat will still rattle you. At +5,
you are as skilled as most military officers or
policemen. At +7, you can do the sort of
fancyshooting you see on TV, and have
begun to get a reputation of being “good
with a gun”. At +8, you are a recognized
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gunslinger with a “rep”. The very sound
of your name makes some people back
down in fear. At +10, you are a legendary
gunslinger, feared by all except the stupid
young punks who keep trying to "take”
you in innumerable gunfight chaflenges.

Heavy Weapons: The required skill for
using grenade launchers, autocannon,
mortars, heavy machine guns, missiles
and rocket launchers. A Level +5 skill would
be equivalent to a general military “Heavy
Weapons” training course, giving the user
& the ability touse any or all of these weapon

types.

Martial Arts: This skill covers any type of
trained fighting style using hands, feet, or
specialized "martial 3rts” weapons. You
must elect J style of martial art and take 3
separate skill for.each style (for example,
you: would have to take Kurote and Judo
separately, spending points for each one:
Difficulty modifiers are listed in () next to
each kil listed below.

The primary advantage to martial arts -

styles is that each one has what ate-called
key attacks; attacks that refiect particular
strengths of the style. Wheni a key attackis
used, there is 2 to-hit bonus based on the
attack type and mortial arts style. A full
table of key attacks is listed in Friday Night
Firelight, pg.100.

The second advantage to martial arts styles

is that there is a damage bonus on attacks
. equal to the level of the Moartiol Arts skill; for
. example, a master with a +10 Kung Fu Skill
H would add 10 points to his damage. This
canbe aformidable advantage, particularly
in head strikes (which double damage).

Martial Arts forms include:
Alkido (3): This form relies on using the
PP 'y gth and
againsthim, Itis a perfectformfor stopping
anopp peacelully while making your-
3elf very hard to hit. Key attacks are: blocks
& parries, dodges, throws, holds, escapes,
H chokes, sweeps, trips & sweeps, grapples.

AnimalKung Fu (3): These areforms based
on animal movements, such as crane,

R mantis, tiger, leopard and dragon forms.
These atta' are fast and dangerous, with
& style that is exciting and Rashy. Key
atlacks include: strkes, punches, kicks,
blocks & parries, sweeps & trips.

Boxing (1): The manly art of fisticulls, this
forn delivers lightning punches and a tight

VIEW

biocking del
blocks & parties.

Cip&er{i(ﬁ)ﬁ Createdby Carribean staves,

with fast Kicks and fow fine sweeps. 1t is 2
telatively upknown form and can be com-
bined with dance moves to disguise i's
true power. “Key attacks are: punches,
kicks, blocks & parries, dodges, and sweeps
& tnps. :

Choi LI Fut (3): Descended directly from

the ancient Shaolin temples, this form

i rhul dh blows and
g4

4 Logitah it
ping kicks inta a dy

style. Key attacks are: stnkes, punches,

kicks, blocks & parries, dodges, throws,
and sweeps & trips.

Judo(1): This system was designed as a
sport form, but is very effective in combat
as well, It uses throws and sweeps to knock
down the opp Key attacks includ
dodges, throws, holds, escapes, sweeps &
trips and grappling.

Karate (2): The Jopanese version of kung
fu, this style uses straight line movements
and powerful blows. Variations. include
shotokan and kenpo, each with their own
special moves. Key attacks are: punches,
kicks, and blocks & parries.

Tae Kwon Do (3): A very fast and precise
form, with graceful mevements and tome
aenal Kicks. - Key attacks include. strikes,
punches, kicks, block & parries, doages.

Thai Kick Boxing (4): One of the deadhiest
forms in existence, this style is known for
blinding kicks defivered with. incredibie

power Keymoves include: strkes, punches,
“lucks, plocks &:parmes, and graoples.
Weestiing (1): This form comomnes tecn.
mques ol Olympic.and Professonal wres.
ting. The style uses a wide sanety of
throws and holds 1o incapacitate re
opponent. Key atlacks incluce: throws,
hoids. escapes, chokes, sweeps. thps, and
grappees. -

Melee: The ability to: use knives, axes,
clubs dnd other hand to hand weaponsin
combat. Note: when using non-rangea
cyberweapons such as rippers, scratchers,
slicen’ dices; cyberbeasts, and battiegloves,
you must use this skill. ;

Motorcycle: The required skill to operate
motorcycles, cyberbikes and other vwo
and three-wheeled vehicles.

Operate Heavy Machinery: The required
skill to operate tractors, tanks, very large
trucks and construction equipment.

Piloting: In general, this is the skill of
controiting aircraft. _ Aircraft are broken
into  categories: Cyro and Rotorcraft,
Fixed Wing Aircraft, Dirigibles: and
Vectored Thrust Aerodynes (AV-5). A
Piloting Skill of +1 allows you to take off -
andland salely in good weather conditions. -
A Piloting Skill of +3 or more riakes you 5
trained pilot, able to  engage. in . most
combat situations or bad weather. Pilots
with & Skill of +6 or greater are veteran
-pilots, abie to handle themselvesin almost

~ any situation, ingluding serobatic man- .
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uevers. Pilots with a Skill of +9 or greater are so
good, they have a rep as pilots, and are widely
known among the piloting fraternity for having
the “right stuff”.

Pliot Cyro (3): The avility to piot all types of
rotorwing aircraft. including gyros, copters and
Ospreys.

"
“A lot of solos '
think you don't '
. need any Tech'
.' skills. They think !
4°t  that when they "

I 'need to get a fast |
1 1 fix-up, they'll just
1 puttheleanon
., the nearest Techie |
and thot'll do it. : 1

Pllot Fixed Wing(2): The ability 1o pilot fixed
wing jets and kght aircraft. Ospreys may be
fiown with this skill, but_only in the straight
shead {non-hover) mode. )

Pllot Dirigible (2): The ability to pilot all lighter
then air vehicles, including cargo  dirigibles,
Bﬁnypt #nd powered balloons.

PHot Vectored Thrust Vehicle (3): The skill of
pitoting. ol types of vectores thrust vehicles,
including hoverears. hover rafts )
Wnd AV.4, 6 anc 7 verucles.,
i You muist have this skilt :
1ol use rilles/shotguns
_eHectively (see Hondguns'for: - I
limitations and mooifiers). -’

: . Yeoh, sure. The ' .|
), 9ur who doesnt!
1 know how his
V. hardware works ;
1. isgonna find,
i himself groveling |
V. ot his Techies |
feet when the
chips are down. '
Because you can't’
! Intimidate nothin'

Stealth (2): The skill of hiding .
in shadows, moving silent
evading guards, etc. A Steolth
“Skilt ot + 1 is about the level of -
‘} avery sneaky 10year old steat- -

ing cookies. At +3, you are
able to get past most quards,
of your parents if you've been
grounded.. At +6, you are
good enough to slip smoothly
feom shadow to shadow and

] when your spinal i not make any noise. At +8,
' column locks | you arethe equalof most Ninjs -

oC. ”l warriors. At +10, you move as silently. as a
' up...” shadow, making the Ninja soundlike elephants.

b S
.' ~—Morgon Blackharid l. Submachinegun: You must have this skill to

; The Enforcer’s | use any type of submachine gun effectively
——L'“-—‘an dbook | (see Hondguns for limitations and modifiers).

Technical Skills
Aero Tech (2): The required skill for repairing
fixed wing aircraft, including Ospreys, jets, and
light sircraft. With a Skiltof +3, you can perform
most routine maintenance tasks, With a Skilt of
+6, you can do engine teardowns and major
K structural repairs, With a Skill of +9 or better,
- "+ | you are capable of designing and building your
‘I own aircraft.

AV Tech (3): The required skilf for repairing ail
ducted fan aerodyne vehicles, At +3, you can
| perform routine maintenance. At +6, you can

tear down engines and modify an AV. At +10,

you can -design your own AVs on common
airframes,

Basic Tech (2): The required skifls for building
of repairing simple mechanical and electricat
devices, such as car engines, television sets, etc.
With a 8osic Tech Skill of +3 or better, you can fix
minor car problems, repair basic wiring, ete. A
Basic Tech Skill of +6 or better can repair stereos
and TVs, rebuild an engine, etc. A Basic Tech
Skill of +9 or better can build a simple computer
from scratch, ‘put together a race car engine,
and maintain any kind of industrial machinery.
However, they do not know enough specialized
knowledge to apply it to complex things such as

aircraft (just like Mr. Goodwrench doesn’t kriow *

~ how to build ind service an F.16).

Cryotank Operation: The
required skill for operating,

suspension and body chilling
T devices: A minimum skill of +4
“is required to chil  down a
heatthy person. “A minumum
skill of +6 for chilling a
wounded petson.

Cyberdeck Design (2): The
required skill for designing
Cyberdecks. At level +4, you
<an modify an existing cyber-
deck for greater speed or
memory. Atlevel+6, you can
design a deck equal to most
existing designs. At +8, you
can design’ decks that are
_substantially improved over
existing designs.

CyberTech (2): The required skill for repairing
and maintaining cyberwear, At.leve! +2, you
can keep your cyberwear tuned up and can
replace its power batteries. At level +6, you can
strip down most cyberwear and even make
simple. modifications. - At:level +8, you can
design your own cyberwear to order.

Demolitions(2): This skill allows the character
to be knowledgeable in the use of explosives, as
well as knowing the best explosives to use for
which jobs, how to set timers and detonators,
and how much explosive to use to accomplish
a desired result.

Disguise: The skill of disguising your character
to_resemble someone else, whether real of
fictitious.  This skill incorporates elements of
both makeup and acting, although it is not the
same a3 the ability to actually be an actor.

“. repainng and maintaining life

= er—ay

Electronics: The required skill B¢ maintaining,
repairing and modifying electronic instruments
such as computers, personal electronics hard.
wate, electronic security systems, cameras and

© monitors..

Electronic Security (2): The skill of installing or
countering electronic eyes, electronic locks,
bugs and tracers, security cameras, pressure
plates, etc. Atlevel +3, you can jimmy or install
most apartment locks and security cams. At+6,
you can override most corporate office locks
and traps. At +9, you can enter most high
security areas with impunity.

First Ald: This' skill. allows the user to bind
wounds, stop bleeding, and revive a stunned
patient (see Trouma Team, pg. 116 for details).

Forgery: The skilt of copying and creating false
documents and identifications. - This skill may
also be applied to the detection of same; if you
can fake it, you can usually tefl a fake ds weil,

Gyro Tech (3): The skilt of tepaiting and main-
taining: rotorwing aircraft such as helicopters
and gyrocopters, LT

Paint or Draw: The skill of producing profes-
sional drawings. A Skill of +3 ailows you to
produce salable “modern” art. A Skill of +6 wilt
produce.artwork that is recognizable and ex-
tremely pleasant to the eye—as well as salable.
An-artist with & Skill of +8 or greater will be
nationally known, have exhibits in galleries, and
have other lesser artists studying his style in art
schook.

Photography & Fiim: The skill of producing
professional-caliber photographs or motion
- pictures. ASkill of +2 allows you to make decent

home movies. A Skill of +4 or better creates

work capable of winning amateur contests. A
Skill of +6 or better will produce work of the
level of the average Playboy cover or rock video,
A photographer or cinematographer with a
Skill of +8 or better will be nationally known and
probably famous. [

Pharmaceuticals (2): The skill of designing and
manufacturing drugs and medicines. A mini-
mum Chemistry skill of +4 is required. At +4,
you can make asprin. At +6, you can’ make
hallucinogenics or antibiotics. At level +9 you
can build designer drugs tailored to individual
body chemistries.

Pick Lock: The skill required to. pick locks and
break into seated containers and rooms. At +3,
you canjimmy mostsimplelocks. At +6youcan

crack most safes. At +9 or better, you have arep
as a master cracksman, and are known to all the
major players in the Cyberpunk world.

Pick Pocket: The required skill for picking pock-
ets without being noticed, as well as “shoplift-
ing” small items. For ideas on levels of ability,
see Pick Lock, above.
Play Instrument: The skill of knowing how to
play a musical instrument. You must take this
skill separately for each type of instrument
played. A Skill of +4 or higher will qualify your
characterto play professional “gigs”. A Skill of
+8 and above will gain the musician some
professional acclaim, possibly with recording
contracts and command performances. At «10,
you are widely acclaimed, have lots of Cram-
mys, and regularly jam with Kerty Eurodyne.

‘Weaponsmith (2): The required skil for repasr-

..ing and maintaining weapons of all types. At

level +2,y0u can do repaies and field stroping.

At level +6, you can repair.ail types of wespons .
and ‘make simple modifications: At level +8,

‘you can design your own: weapons Lo orer.

k Leémlng New Ski'ﬁ‘sk'and

Improving Old Ones

H
Players can improve their skilis or begin i
new ones by accumulating Improvement *
Points.(iP). . As you gain- more 1P, you'll ;
record thesé points in the area nextto the - .

skills listing on your Hardcopy Form. When
you have collected enough Improvement
Points in a skill, the skill’s level increases by
one.

The first level of a skill wilt always cost 10 1P.
To determine how many points are re-
quired to raise a skill- higher than this,
multiply the currentlevel of skill by 10. This
is how many points are required to raise a
simple (IP multiplier=1) * skill to the next
level.

Exaomple: My Browling skill is +4. To move
from +4 to +5 will require 40 IP. To move
from +5 to +6 will require 50 IP.

1P Multipliers

‘Not all skills are equally easy to learn. These
skills have an additional IP multiplier which
muitiplies the number of points required to
learn the next level of skill. This extra cost
will be noted in the skill descriptions. .-

between jobs—
1 made a fair
livin' fixin'
aerodynes and
choppers. Glad
. to see my
military
training paid:

off somewhere
besides behind

a gunsight.”
—RIpperjack

i
|
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Exomple: ChoiliFut has o multiplierof 3, To
raise my Choi Li Fut skill from +4 to +5 would
require 120 IP, not 40.

Getting More 1P

There are three ways to accumulate Im-
provement Points: Study & Practice, Being
Taught, and Direct Experience. In ail three

"Where did |
.. learn? On the

e Street of :; an, "] | cases, the amount of improvement is de-
e ond the - termined by the Referee of your game.
i, Schoolyard of e N
,: : Bod Breaks.” . Study & Practice: Inits simplest form, you
et : ;. get a-how-to book and begin practicing.
i +" —Unknown Rocker, . Study is pretty tough—you have no idea of
- : 2018 ;' wt‘sere to begin, and no one to correct your
. : mistakes. The biggest limit to this type of
learning is that you can only improve your

skilt from a level of +0 to a level of - 2. In
general, it takes about 1 day of book learn.
ingtogain11P.,

Being Taught: Finding a teacher is far
superior to self-teaching or book learning.
The teacher must have a higher level of skill
than the student, and must have the time
to teachyou(howlong this takes, of course,
is determined by the Referee). But even
the most knowledgeabte of teachers may
not be able to transfer that knowledge.
That's where the skill of Teoching comes
into play. The teacher must average his skill
in the subject to be taught with his teach-

ing skill. He may then teach the studentup

to that level of skill. How long this takes is,

of course, up to the Referee, who awards IP

over the passage of time (usually 1-5 1P per

lesson).

Experience: Still the best teacher. When.
ever you do something well, the Referee
tewards you with ' Improvement Points
right on the spot. The problem is that
these points will be applied to the skill you
were using when you got the reward.
Therefore, if you want to get betterin a
particular skill, it’s important to use that
skill every chance you get. Referees should
use an even hand when rewarding
Improvement Points, not only rewarding
players for doing things well, but also for
demonstrating bot™ role-playing ability
and teamwork: In géneral, we suggest not
awarding more than six points per skill per
game session.

IP AWARD GUIDELINE TABLE

Award  Based on:

1 Used Skills in this area often ,
even if not effectively.

2 Used Skills effectively.

3 Frequent and efective use of
Skilt.

4 Did something out of the ordi-
nary with this Skill.

5 Very clever or effective use of this
Skilt.

6 Extremely clever or effective use
of Skill.

7 Skill was. critical to-player in this
adventure session, ¥

8 Skill use was critical to entire
group this adventure session.”

9 Did something really incredibie
with this Skill.

Inventing New Skills

You-can also invent new skills to covernew

needs, should you want to do 50. To do so,
you must first convince the Referee of your
game to let you have that skill, You and the
Referee should work togethier to deter-
mine: :

1) gxa7ct!y what does this skili allow you to
o? :

2) How (according to your character con-
ception) did you acquire this skill?

3) What are the specific limits of this skill
(what can’t | do with it?).

4) What stat is this skill connected to and
why?

Referees should be careful to make sure
trat player skills are neither too specific
("Shoot .45 Caliber Handgun With Laser

. Sight™), or too general (“Shoot Anything

Well").  You should insist on a middie
ground which covers a general ability to
use the skill, yet does not give the player an
unreasonable advantage in all possible
situations (“Shoot Handguns”). The Referee
isk .;\llways the final arbiter.of decisions on
skills.

Another Kind of Experience:
Reputation

Reputation is 'a measure Gf things your
character may do so well (or badly) that he
has actually become well known for them,
A reputation for something is always es-

VIEW FROM THE EDGE

tablished by a character's actions, and is
then awarded by the Referee. Whenever a
character encounters new people in new
situations , his reputation’ may actually
influence how they react to him. Some-
times this can be very good. Other times,
it can be very bad:

Exomple: Joke the Hammer is known lar ond
wide as a streetfighter; he is feared through-
out Night City for his trademark killer punch.
Over time, the Referee has awarded joke a
Reputation of § points.-Anyone who meets
Jake for the first time must roll higher thon 6
on 1010 in order to have not heard of joke's

_name. On this porticuler pight, Jake swag-

gers into the Totentonz ond orders g drink.
Down. the bar, Ripperjock hears the bor-
tender address Joke by nome. Ripperjack puts
two and two together (a 3 on 1D10). This
*Jake" must be the sonovagun who catght
The Jock's kid brother in an olley and beat
himto death with his metalshod fists. Ripper-
jack's eyes flore, and his teeth grind down. He
pulls out his Minami 10.and blows a hole
through Jake's back.

REPUTATION TABLE

Level Who Knows About You

1 Anyone who was there at the
time knows.

2 Stories have gotten around to
immediate friends.

3 All your co-workers and casual’
acquaintances know.

4 Stories are all over the local area.

5 Your name is recognized by
others beyond your local area.

[ You are known on sight by others
beyond your local area.

7 A news story or two has been

: written about your exploits.

8 Your exploits regularly make the
headlines and screamsheets.

9 Your exploits always make the

screamsheets and TV.
10 You're known worldwide. ‘

Reputation can also be a disadvantage,
Whenever you do something extremely

- uncool (show cowardice, desert or betray

someone, €:c.), the Referee can still award
you Reputation Points for thase actions.
The more points you score, the more likely
people are to have heard about your infa-

mous deeds (once again, roll 1D10).
However, this time they won't be im-
pressed. If your rep is for cowardice, it can
even work 3gainst you.

Reputation in Cyberpunk has one other big
effect— facedowns. Remember; a lot of
combat in this-genre comes down to 2
duet of wills; who's tougher, meaner, and
looks more ready to prove it. This olten
leads to what are cailed facedowns; when
two heavies on the Street square off just
before a fight, or to see who'll back down
from a confrontation.

When making a facedown, both partici-
pants will roit:

" 1D10+COOL+ REPUTATION

Note: If one of the opponents has a repu-
tation. for cowardice, his value will be
treated as a negative number.

n a'"facedqwn, the loser has the option of
backing down or making any subsequent
attacks against this particular opponent

1 you're willing to.
o pay the pricein'y
\"- blood. His blood, .-\ .
1 your blood— it i
¥, doesn‘tmatterto'y|
' you. You're
1 ‘committed.” "}
‘! )

TASKS & SKILLS -

AN

. "Alot of battles'
v get won before,
' 'the first shot Is* -
. fired. When your,
o' eyes meet his, and 1}
v he knows that'

at a -3 (due to fear) until he has success~
fully defeated that opponent once. On a
tied roll, both parties are unsure and no
penalties will apply.

Example: The lronmoster is a feared boos-
terganger known throughout Night City. In
the middle of the Slammier, he runs acrosson
attroctive young womon and her mole.com-
panion. The Ironmaster says "Take o clue
and vonish, Kid-trosh; the input's with-me
" now.” The Kid stands up ond soys, “Vanish
yourself, burnbroin.* A faceoff begins.

The lronmaster is known ol over the City,
giving him a Rep of 6. What he doesn't know
is thot the Kid is o Sth Dan black belt in Kenpo
Karate. Although he's new in the Zone and
hasn't much of o Rep (3), he is"totally self-
posessed and aware of his skills: (COOL=10).
The lronmaster may be tough, but he's mostly
o bully. His COOL is only 4, bolstered by @
Reputation mode on a few lucky fights. His
totol roll is 4+4+(roll of 6)=14. The Kid's total
s 3+10+(rollof 3)=16. The lronmaster feels o .

[}
1
¢
s
1
¥
3

strangéunease as hestores ot the calm; ready- 1
to-rock Kid. His eyes shift away and he bocks
down with o grunt.
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NETRUNNING .|

hardware. in my cose,
it’s an Arasaka. Always.
use ‘em. Dependable. | |
like to stack a little
Keviar on nty back to
cover my bets, witha
good helmet on top. .
Then | get down to the
basics. Extra amimo-—
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TheOutfit = R

The Cyberpunk future is mobile. Like the - Mostof thisis crammed into'a shoulderbag
cowboys of the Old West, most people - or duffle sack. Most Cyberpunk characters
carry their lives on their backs—eminiatur-  aren’t much for settling down. Rockerboys

ized sleeping, eating and entertainment always have the next gig. Solos have to
components crammed into’ carryalls and  keep moving—the nextjob requires it,and

the back seats of cars. The stuff you carry  you keep moving anyway before your }

around is known in streetslang as your enemies figure out where you're sleeping
outfit. A typical outfit might include: these days. Cops, Netrunners, Medias and
Techies are always on the move——on stake-

« Inflatable bed (folds to a 6°x6° package

for easy storage).

» Compressable down sieep-bag (wads to
the size of a paperback book).
Micro-stereo compo (a microsized boom
box with stereo speakers or headphones,

various people
_you've brought
downonyourself
withyour netrun-
ning. Nomads—

possibly CD, chip/tape playér, TV and
certainly radio).

Handful of tapes or datachips.

Laptop or pocket computer (for notes, - start with, and-
writing, business, links to computer net- what good is it if
works). you can't cram it
+ - Cybermodem, cables (for Netrunners). " on the back of ]
Pocket Cellular phone (the plione is your bike any- .

bought, the service is rented by the way? Even a Corporate may find himself
month). ) fiving out of a “coffin” in the Tokyo airport
Handgun, knife or both. Passibly an as- if times get rough

sault rifle or SMG, and a couple backups : .
as well. Always extra ammo.. T
Body armor {usually an armor jacket or
bullet-proof T-shirt).

o Personalthings, like clothes, toothbrushes,
etc.

well, they don't
have homes to °

.

.

The point is, a computer society makes it
easy for peopie to live like campers ail the
time. Why should you have to go home to
listen to your favorite music when you can

MONEY'IN 2020 -
For years, everyone in the -
fate 20th century thoughtthe
currency of the future would
be the japanese yen. But
only one country uses the
yenonareqular basis, wheras
a lot of countries use the
dollar interchangeadly with
their own. -

The modern Eurodoliar 1s .
based in part on the” U.S. *
Dollar’s unversal appeal. At
‘the start of the 1992 Treaty
that “establishedthe Euro-
pean Economic Community,
the EEC created the EURO-
OOLLAR (eb), based on an

. averageolU.S. French, Cer-. .-

man, 8ntish and japanese -
currencies. At first this
sounded great; the Eurodol-
far. was pegged 1o a strong

I main relatively stable.

.j They wuz wrong.

Eurodoilars are pretty much

-+ the standard of currency in

the 2020 world; accepted in

: the U.S., Japan, the far East
) A - and what's left of the Middle
outs, hard stories, of running from the

East.

The catch is that, thanks to
the Collapse and the Deficit,
the current U.S. doilar is usu-
ally worth less than its rela-
tives. So on a one-to-one

* cusrency exchange rate, this
means you get about one
Eurodollar for every two
American dollars.
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carry your CD player with you? Missing
phone calls and hate answering machines?
You carry your phone with you and plug
into the celular  network; making your

[ B . .
7 business cails on the run from your favorite
- restaurant or witle anving your ¢ar. Why

bother with cooxing when you can grab
something quick troma hundted fast food
stores? Why keep clothés
when you can use them
till they wear out, then
buy new ones? You'll
rent a sleeping cube for
the right, put up your
personal stuff, and biow

your bag, some tunes in your pocket, some
cash for food. And a qun to make sure no
one takes anything away from you.

Starting Funds
S0 how much do you start with? Well, that
depends on your job.

A job? Yeah, even in the
Dark Future, ya gotta pay
the bills, chombatta. And
you wont a job, because it's
a real short slip between
being able to eat-Realpack
andiresh veggies, and being
reducedto eating kibble and

S ey v

out in the morning.
Remember: ;

Example: | have spent 6 points to gel an 5
Average. Bocy Type. | can corry up to 60 ; i
kilograms; roughly 132 1bs. Ican dendlilt 240

living in a filthy flop-cube. he can get them; sieazoid dives, bar-mitz-

vahs, weddings, bar fights; you name it. }\/J\/\/:\.

THE FUTURE IS

How good a job you cur- -

and you don't care. You've got a bed in - he'll be reduced to playing gigs wherever monthsyou've currently been employed, | “useful to the Referee. who' must make a

: Nomads is that

s DISPOSABLE rentiy have isbased onthe Take a quick jump to the Occupation Table kg—about 528 ibs. l :
’ ) i : level of your Special Abil- . on page.58. Find your Role (or the role 1l "The onlv '8l
The keytoany Cyberpunk ity. For example, a Rocker - closest to it), cross- reference it to your Ra(herthan hstexactwexghuofevﬁfym'“g { . : Y g
game is thinking Cy- with a_Chorismatic Leader- current Special Ability level, and that'll give . you could possibly want to carry, we have : | , dlfferen;e
berpunik. Think rootless and mobnle You :hnponrsn t gonna draw crowds like Kerry ‘ youamomhlysalary.Multiplythlsamoum arranged a simpler system of classification. l s, between most .,
don't know where you're sleeping tonight, * Eurodyne (a hot megarocker). This means by a 1D6/3 to determine the number of - The following weight groups are more i . people and us :
3

and that gives you the total amount of generaldetermination of howmuchaplayer ; I¢,
cash your character starts with, can carry. . N_omad_s havi :
OCCUPATION TABLE i ' better cars... :
Exactly how you earn your euro is-up to ' 0.5 kilos or less ., LY
you; the categories are deliberately vague 1 box-of ammo ¢ cellular phone ¢ personal . —~—Nomad
i to give you plenty of roleplaying room.. stereoe pocket computer * Cybermodem s ', Santlogo of ,
RoLE 1-5 i_6 7 8 L9 10 Maybe as "Level 7° Solo, youdon'twantto interface cables s pocket TV ¢ Digital cam-’ ': . i
Ovpeosiator | Reguit Cup . Pay sbe by Youvegot s [ o tina savier Act work for a Corporation; no problem. it's” era » Small recorder » flashlight ¢ binocu- ' . %
Rocker 1oy mon, | 1adomein | 20smen | shoomewn | SO 12000 meath only a general description of where you fit  lars « Swiss Army knife » article of clothing | |o¢ o |
Solo Street Romn | Private Entorcer Comorate profersonst | vaor tesgue Sobo e on the Solo hierarchy. Foraliwe know, you e fighting ‘knlfe . switchblade ¢ mirror- . %
° 2000momn | D00menn [ o A work on an extraction team for Amnesty shades ¢ Light pistol ‘¢ nylon carrybag ¢ '
Co PvsteCumd | City Cop Corporate Cuwal |  Corp. Securitys Entorcement Secwty vesdl ’ Intemo(lona(. Ke_vlar heimet.
P 1000 month 1 1,300 month JDetecoe Frrcho saus Town tesder Poice Chiel
i : - T 2o : One last thing. Rollone more D6. fyouroll 1 Kilo or Jess ;
Corporate | ,Memnt | T | M | s | e | St higher than a four, you just got unem- Medium to Heavy handgun ¢ sleeping bag
- : ; - ployed. « radio/chip player ¢ video camera » toolkit
Medla . umm i wm“m’ i ‘:‘f.;“m':: ":‘“::"’ i - m"‘,‘ N“w"',“ + medical kit » laptop computer ¢ armor
- - L e0ronn | Jemerth ) 10000 menh Congratulations. Betcha can taste that, vesuT-shirt.
Fixer : it iieor QRN i B provpanionglB Rt RN e foio kibble aiready. : 3 Kilos
Techle [t e | STzt . tognew bgorr e Encumbrance Submachine gun » Very Heavy Pistol ¢
i Y1 - e l Yommen e e In most cases, encumb electric guitar ¢ drum synthesizer o inflat-
Netrunner ' Yoo o | Shiecier NetCowoy  { Oectsinger | - $yi0p . rance isn't a big problem for a Cyberpunk able bed ¢ Light to Medium assault rifle ¢
e TR, 1omenn | oo | t0amen character—he's going to keep the majority of  Shotgun ¢ Armor jackete Kevlar flack pants
1000 o - T e ; hiscar. ACyberpunk . or vest. v
Medtechie . . e eaiivee? Specisnt hisgearin his apartmentor
: T oo j oo rovomann 15000 mane 13,006 month charactercancarry ssoundas muchinkilograms.
- Nomad | Clanmemaer wanas { . Mool soa b Cumteir | sumipren as the number of points invested in his Body 4 Kilos
P Yo [t o | 2000meen Moo 300month | 3,000 month Type stat, multplied by 10, He can deadlift 40 - Electric keyboard o amplifier + Heavy as-
times his Body Type stat. sault rifle.
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I WEAPONS

.-| The first thing your cyberpunk is gonna
"/ | want is some weapons (weapons can get
' ~i| you out of 2 bad situation a lot faster than
¢ : --| a great stereo). Cyberpunk weapons break
X "Isnguys',ﬁ 9 ). Cyberpu po
)

2

2
b

VY,

B into seven types: -
. walking
21" around all the * ‘Pistols (P) are any -type of single shot (or

) semiautomatic) weapon which may be accu-

. rately fired with one hand.
assault rifles ,

! slung over their 1
i B armored '
™ shoulders. | .
‘M Dumb. That's ! ) .
t ”ke putting on' Shotguns (SHC) are any weapon which fires
+ peilets or other small particles instead of & solid
' shig.
LB
myg' - ”ey’ I'm.\ -Rifies (RIF) include assault rifles, carbines, and
a ’o'o_‘hoo‘ ' fully aiitomatic rifles. These weapons aiwaysfire ' ./
e.” . -1 rifle type ammunition. N

. L4 Meavy Weapons (HVY) include missiles, gre-
B —Morynn . mdes heavycannon etc. -
8lockhand t.

. time with big !
b
$

Submuhiﬂeéum (SMC) are any type of

weapon which may lire either automatically or

sermi automatu:ally usmg only. pistol ammuni-
tion,

a neon
holosign.that |

Me!ee Weapons (MELEE) mclude swotds dag-
gers, knives, martiat arts weapons, polearms,
ete.

Exotic Weapons (EX); these are bows, lasers,
flechette pistols, airguns and microwave weap-
"= =1 ons— the real *sci-fi” weapons of the Cyberpunk
" | universe.

Weapon Codes

Each ‘weapon is represented by certain
characteristics, such as its type, damage,
range, accuracy, concealability, availability
and cost. These factors are recorded as a
weapon code —a proMe of the weapon in
order of:

Name ¢ Type * Accuracy ¢
Concealabliity
Availability « Damage/Ammunition ¢
Number of Shots ¢ Rate of Fire o
Reliability

For.on example, @ weopon with the code:

Minomi 10 SMC e 0« £ o 2D6+3/
10mm « 40 « 20 * VR would be an Accurate
(1) Minami 10 Submachinegun (SMC) which
‘can be hidden under a -jocket (J), with
excellent ovailobility (€), fires 10mm ommu-
"+ | nition, has @ 40 shot clip, can fire up to 20

rounds per combot rouna on full outo, ond is
very reliable. Descriptions of Weapon Codes
follow:

Accuracy: This is how good the weapon
really is. Weapons are rated from -3to +3
on accuracy, with 0 being an average level
of accuracy.

Concealability: How easily they can be
hidden until needed (an important factor
in combat weapons). A smart combatgun-
ner doesn’t want to walk into a bar with a
shotgun protruding from underneath his
coat—it’s going to cause trouble. He also
needs to be able to carry “holdouts” in the
event of capture or disarmament.
Pocket, Pants Leg or Sieeve
lackcl Coat or Shoulder Rig ...
tong Coat ..
Can tbe Hodden ...... ‘............(N)

Avaﬂabmty' Thisis how d'fﬁcult the weapon

is to find on the open market

Exceltent 3 (E)
Can be found almost anywhere; o
C ©

Can be found in most sports & gun stores
or on the Street.

Poor Py
Specialty weapons, black market, stolen
military.

Rare . R)

Stolen, one of a kind, special military
issue, may be highly illegal.

Damage/Ammunition: Each weapon is
rated as to the type of ammunition it
carries, and the damage of that ammuni-
tion (in numbers of dice thrown),

Number of Shots: This is how many shots

are held in the standard clip, magaznnmr )

quiver for the weapon type. .
Rate of Fire: This is how many shots the
weapon can fire in a single combat round
(3.2 seconds).

Reliability: This is how reliable the weapon
is in combat—its chance of jamming while
on autofire, etc.
Very Reliable..........oonnierecrsessrnens (WR)
Standard
Unreliable ......... reressrneresssenssnisstes (UR)

P

Type WA
LIGHT AUTOPISTOLS
BudgetArms C-13 | |
Dai Lung Cybermag 15 | Y
Federated Arms X-22 . P 0

“Militech Arms Avenger

Dai.Lung Streetmaster - P
Federated Arms X-9mm p
HEAVY‘AUTOPISTOLS

BudgetArms Auto 3 P
Sternmeyer Type 35 4

VERY MEAVY AUTOPISTOLS
Armalite 44 - P
Colt AM‘I’ Model 2000 P:
I.ICHT SUBMACHINfCUNS
Uzi Miniauto 9 SMG
H&K MP-2013 SMG
Fed. Arms Tech Assault }l SMG
‘MEDIUM SUBMACHINEGUNS - -
Arasaka Minami 10 SMG
H&K MPK-9 SMG
I;EAVY SUBMACHINEGUNS
Sternmeyer SMG 21 SMG
H&K MPK-11 SMG
Ingram MAC 14 SMG
p—

jj;ASSAULT RIFLES
‘Militech Ronin Light Assault™’:
"AKR:20 - Medium Assault

FN-RAL Heavy Assault Rifle

Kalishnikov A-80 Hvy. Rifle _ RIF

SHOTCUNS
Arasaka Rapid Assault 12
Sternmeyer Stakeout 10

SHT
SHT

HEAVY WEAPONS <
Barrett-Arasaka Light 20mm 7 H
‘Scorpion 16 Missile Launcher .
‘Militech: Arms RPG-A
Grenade
C-8> . Plastic Explosive . 1"
Mine. (all types)

oo "

-2

- KA F-253 Flamethtowef

Con. Avell. ' Domage/Amme

P E 1D6(Smm)
P C 1D6+1(6mm)
P E

1D06+1(6mm)

; 266¢'1(9m5«)
1.206+3(10mm)

206+l (9mm)
y £ 306(11mm)
I € 306(11mm)
} 4D6+‘| {12mm)

| o 4D§+1(!2mm)

206+1(9mm)

)€
) €7 206+3(10mm)
| € 1D6+1(6mm)

S

ld' £ 206+3(10mm)

] € 2D6+1(9mm)
L E 306(01mm)
t C ~ 4D6+1{(1.2mm)
L B 4D6+1(12mm)
~'SD6(5.56)

C - 5D6(5.56)
6064+2(7.62)
6D6+2(7.62)

N €  4D6(00)
N R 4D6(00)

7010
"1.6D10

8010 per kg.
4D10
2D10+

" AD10APGOI)

Vaties- by type
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8 2
10 . 2
10 2
10 .2
12 2
12 2
8 2
8 2
8 1
g 1
30 35
35 32
0 25
40 20
35 25
015
30 20
20 10
3530
30, 30
30 30
35 25
20 10
0 2
10
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VIEW FROM THE EDGE

Nome

EXOTICS

Techtronica 15 Microwaver.
Militech Elect. LaserCannon
Avante P-1133 Needlegun
Enertex AKM Power Squirt
Nelspot *Wombat®

Miltech Electronics Taser
EagleTech "Tomcat® C- Bow
EagleTech "Stryker” X-bow

« = MELEE WEAPONS

Kendachi Monoknife®
Kendachi MonoKatana®
SPM-1 Battleglove™

T3¢0 pg 78 lor marowsve damage

FITTED FOR THE FUTURE

Melee .2 N p.

£
g

Avell. Domege/Amme ) s3hets . ROF Rel. Range Cost
0 ] P 106t 10 2 VR 20m 400.%°
"] N R 1.5D06 10 2 UR  200m 8,000.%
0 P P Drugs 15 2 ST 40m - 200.%
-2 ] . € Drugs 50 1 VR 10m 15.%
-1 )- .C Drugs 20 2 UR 40m 200.%
-1 ) C  Stun 10 1 ST 10m 60.%°
0 N C 406 ™ 12 1 VR 150m 150.%
B N C  3D6+3 12 1

206 -
Melee +1 N R 406 .
' 3D6/2D6 .

VR 50m 220.%

2, - Note: Most melee weapons are available on the open market and have a ROF of 1, aWA of 0, a;d nbﬁlbads.
Melee +1 =~ P P )

- VR iml L2009
- W Imy 600.%
. VR m 900.%

Light Autopistols
BudgetArms C-13

P 1P EIDESMmM) 8
out and “lady’s gun”.

Dail Lung Cybermag 15
P

Federated Arms X-22
1 4 [ I ]

signer colors.
Medium Autopistols

Militech Arms Avenger
’ 0 )

Dai Lung Streetmaster
’ o

Street.

o Federated Arms X-9mm
PO

2 st
A light duty autopistol used as a hold-

P C106+1(6mm) 10 2 UR
Cheap Hong Kong knockoff, often used
by boosters and other street trash,

€ 106+1(6mm) 10 2 ST
The ubiquitous “Polymer-one-shot"
cheap plastic pistol. Available in de-

E 206+)(9mm) 10 2 VR
Awell-made autopistol withgood range
and accuracy. A professional’s gun.

€ 206+3(10mm)12 2 UR
Another Dai Lung cheapie, built fof the

0 J € 2061 (9mm) 12 2 ST
A sturdy Solo’s gun, used as a standard
military sidearm in the U.S. and £.C.C.

Note: All 2020

"

y) ¢ 101, 2.

Heavy Autopistols
BudgetArms Auto 3

P el P IEDD6(1ImmM) 8 2 UR
I's cheap. It's powerful. It blows up
sometimes. What eise do you want?

Sternmeyer Type 35

4 0} .C306(1Imm) 8 2 VR
Rugged, reliable, with excellent stop-
ping power. Another fine E.C.C. prod-
uct from the United Germanies.

Very Heavy Autopistols
Armalite 44 -

4 0 § E 4D6+3(12mm)8 1 ST
Designed as an alternate to the 1998
U.S. Army sidearm trials. A solid con-
tender. '

Colt AMT Model 2000

P 0} C AD6+1(12mm) 8 1 VR
Now the standard officer's sidearm for
the U.S. Army, the M-2000 served well
in the Central American Wars.

Light Submachineguns
Uzl Minjauto 9
SMC o1 | E 206+1(9mm) 30 IS VR

Uzi's entry into the 2ist century, all

plastic, with a rotary electric clip and
adjustable trigger. The choice formany
security Solos.

aré¢
wm Dsscnlmons ¢arb?n fiber dcxlgp;. L

(13 ypc~ Weapon Accuracy ‘¢ Cop&uabmry" Availability ¢ Damage/Ammo. ¢ #Shots « ROF ¢ Relability

fon, ¢ p

H&K MP-2013

SMG  +1. ) C 206+3(10mm)35 . 32 ST
Heckler & Koch's updating of the MP-
5K classic, with compound plastics and
built in silencing.

Federated Arms Tech Assault 1}
SMG +1 ] C 1D6+1({6mm) SO 25 ST
‘An updated version of the venerable
Tech Assault |, features larger clip, bet-
ter autofire, no melting. Honest.

Medium Submachineguns
Arasaka Minami 10 .
SMGO |} E 2D6+3(10mm) 40 "20 VR
The standard Arasaka Security weapon,,
foundworidwide. Agood, alfroundweapon.

H&K MPK-9

SMC +1 | € 206+1(9mm) 35 25 ST
A light composite submachinegun with
integral sights. Used by many Euro Solos.

Heavy Submachineguns
Sternmeyer SMG 21

SMG -1 L E 306(1Imm) 30 ISVR
Sternmeyer’s best entry in the anti-
terrorist category, with wide use on C-
SWAT teams and PsychoSquads.

H&K MPK-11
SMG 0 L C 4D6+1(12mm)30 20 ST

e e ——— s 16
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Possibly the most used Solo's gun in
existence, the MPK-11 can be modified
into four different designs, including a

_bullpup configuration, standard SMG,

an assault carbine, and a grenade
Jauncher mount.

ingram MAC 14

SMG -2 L E 4D6+1(12mm)20 10 ST
Updated MAC-10, with composite
body and cylindrical feeding magazine.

Assault Rifles

Militech Ronin Light Assault

RIF  +1 N C5D6(5.56) 35 30VR
A light, all purpose update, similar to
the M-168B.

AKR-20 Medium Assault

RIF 0 N C 506(5.56) 30 30 ST

Aplastic and carbon fiber update ofthe ’

AKM, distributed throughout the re-
mains of the Soviet Bloc.

EN-RAL Heavy Assault Rifle

RIE -1 N C 6D6+2(7.62) 30 30 VR
The standard NATO assault weapon
for battlefield work. Bulipup design,
collapsing stock.

Kalishnikov A-80 Hvy. Assault Riffe

RIF -1 N E 6D6+2(7.62) 35 25 ST
Another Soviet retread, with improved
sighting and lightened with composites.

Shotguns

Arasaka Rapid Assault Shot 12

SHT -1 N C 4D6(00) 20 10 ST
A high powered auto-shotgun with
lethal firepower. Used by Arasaka
worldwide. Another good reason to
avoid the Boys in Black.

Sternmeyer Stakeout 10 ,
SHT -2 N R4D6(00): - 10 2 ST
Light duty stakeout shotgun, used by
city police departments.

Heavy Weapons
Barrett-Arasaka Light 20mm

HVY 0 N R 4D10(20/9mm) 10 1 VR
The cyberpsycho™ hunter's favorite.
Almost 2 meters long, this "cannon®
fires a depleted uranium shell at super-

" Grenade

CHVY 0 P P 8D10perkg.. 1

sonic speeds. Heavy AP sub-caliber
penetrator damages armor 2pts/hit.

Scorpion 16 Missile Launcher

HVY .1 N R 7D10 1 1 WR
The third generation of the Stinger missile
launcher, this shoulder amfires one missile.

Militech Rocket-Grenade Launcher
HVY .2 N R 6D10 Tt W
Shoulder-mounted, rocket-poweredgre-
nade launcher. Heavilyusedin the Central
American conflicts under the name RPC-A.

HVY 0 P P Varies v
Typesinchude Fragmentation (706), Incen-
diary (4D6 for 3 tums), Stus (-5 to Stun),
Dazzle (Blind for 4 tums), Sonic (deafened
4 tums), Gas (see FNFF Gas Table).

Grenade Launchers :
HVY 0 L/N R- Varies v ST
Launcher may be attached (under
barrel) to any assault rifle, or hand-
held. Range 225m, Cost 150eb. Not
compatible with Militech RPG-A.

C-6 "Flatfire* Plastic Explosive !
' VR

Grey block of plastique, can be deto-
nated by timer, tripwire or signal.

Mine (all types)

HVY 0 | P 4DY0 1 1w
Can be detonated by timer, tripwire,
signal or motion detector.

Kenshirl Adachi F-253 Flamethrower
HVY .2 N R 2D10 20 1 sY
Liquified napalm sprayer. Back mounted
andbulky. Does extradamage following
initial hit.(see FNFF, pg.110).

" 'Exotics

Techtronica 15 Microwaver
(4 o ) P1ID6 10 2. VR
Flashlight sized microwave projector.
See FNFF, pg. 108 for details.

Militech Electronics LaserCannon
RIF 0O N R1SDE 100 2 UR
Milspec faser cannon, rarely seen. See
FNFF, pg. 108 for details,

FITTED FOR THE FUTURE

Avante P-1135 Needlegun

? o P P Drugs 15 28T
Lightweight, plastic, compressed air
powered. Can be doped with drugs,
poison. See FNFF, pg. 107 for details.

Enertex AKM Power Squirt

14 2§ € Drugs 50 T W
A squirtgun, Yes, a powered squirtgun.
See FNFF, pg. 108 before you laugh.

Nelspot "Wombat® Airpistol.

3 1) € Drugs 20 2 UR
Paintball gun from hell, Can fire acid,
paint. drugs, poison. See FNFF,pg.107,

Miltech Electronics Taser

4 4 € Swn 10 VST
Zap: About the size of a small hand
flashlight. See FNFF, pg.107 for details.

EagleTech Tomcat” Compound Bow
X 0 N C406- 121 VR
Gyrobalanced, stabilized compound
bow. Silent & deadly.

-

EagleTech "Stryker” Crossbow
EX -} N C306+3 12 ' W
Plastic and bimetal crossbow. Silent,
deadly, and youusually get yourammo
back. o

Melee Weapons

Kendachi Monoknifed

MELEE =T P P 206 NA T VR
Mono-sectional crystal blade. Incredi-
bly sharp. in the Japanese "tanto” style.
Also available in a naginata form for
100 extra.

Kendachi MonoKatana®

MELEE 1 N R 4D6 NA 1:WR
Sword fength version of monoblade.
Resembles a hightech katana with 2
milky, . nearly transparent blade.

SPM-1 Battleglove

MELEE -2 N P 3D6/206 ~ NA 1 VR
This is a large gauntlet covering the
hand ‘and forearm. It does 306 in
crush damage, 206 punch damage,
and has three spaces. which can’ be
used to store any standard éyoerarm
option. ‘ :
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i ] MELEEWEAPONS
‘ Nome Trpe wa Con. Avall. Domoge Ishots  ROF Rl Ronge Cost
Club Melee 0 L C 106 NA NA NA im Free
Knife Melee o} P C 106 NA NA NA Tm 1.20%
Sword Melee 0 N C 206+2 NA NA NA tm  20-200°*
Axe Melee 1 N C 2D6-3 NA NA NA im 20>
Nunchaku/Tonfa Melee (o} L C 3Dé NA NA  NA im 15
Naginata Melee 0 N P 306 - NA NA NA 2m 100
Shiriken . Melee [} P C 1Dé/3 NA NA  NA /Throw 2-3%
) < Switchblade Melee 0 4 C  106/2° NA NA NA im 150
b E. | Brass knuckles Melee 0 P C 1D6+2 NA NA NA im 10
; T Sledgehammer Melee 4. N C 4Ds NA ~NA NA m 20
Chainsaw Melee -3 N C 4D§ NA NA NA 2m 80°
Kendachl
MonoKatana® || | RELOADS & OPTIONS con
MELEE 108 Light Pistol, Lt, SMIG (BOX O T00Y ....vc. oo eerrerisiensn s 15%
! Medium Autoprstol SMG {(box of 50) .0 ... ... R RE L
! Heavy Pistol, Hvy. SMG {box of 50) ............ . 18>
: Very Heavy Pistol (box ot 50}.....
Assauit Rifle {(box 100)
Shotgun (box of 12)
20mm Cannon round (1) = 25
Arrows (12) 242
Crossbow Boits (12) 30
Airgun pellets (100)° [-2ed
Needlegun rounds (50) . 25
Flamethrower Reload 50
Micro Missile Reload (4e3) 100
f Options
v Silencer .oovveieeininnn
: Holster (aill lypes)
Shoulder sling ..
$Armor prercinge Ju cort  Bravs Cased loads for ond gum-h:on *Drugs, Acid =3x cost

Sternmeyer CG-13%
‘RIFe 16NeP+5.56 (506)090+48+VR (700eb)
throm BOLD OF FORTUNG, pg. 2041

VIEW FROM THE EDGE
_FIITED FOR THE FUTURE

Fabrica De Armes M-2012%1

RiFe2¢NePe7, 62(6D6+2)°30'4'VR (1400eb)t
trom BOLO OF PORTUNE. #g. 3841

FN-RAL Heavy Assault Rifle
RIFe-1eNeC+7.62(6D6+2)+3030VR

Arasaka Assault Shot 12
SHT+-1¢NeCe00(4D6)*20210+ST

Militech Romin Light Assault

RIFs4+1oNeC5.56(5D6)+35+30VR
SR




Dwgnod aa 'holdoul tor taw mlmmm agents, the

Thisis the next mostimportant puchase for
the well-dressed punk. Most armors in the

like machinegun nests, helicopter doors, etc.

tal camero, Low Lite and Targeting scope as
options. His total cost is 200* (base cost) +

i M THE EDGE
»,. FITTED FOR THE FUTURE FITTED FOR THE FUTURE
\ Bushmast
! °|"‘ G““; Never Die SMC O € K D8 (5.56) 10 20 T BODY ARMOR
b te as t 3 i A bullpup configured SMG dexgned to be fired one handed.
; s late as the 1990's there were sl used  fvip tigmms S sragosion i ons i, Type of Armor  Covers spe EVE Cost .
: f el ° e've' ela. ¢ Seretlaa COIEY  cloter 10 an assaut sifie than & submachinegun. Cloth, leathery  Arms, Torso, possibly legs 0 +0  Varies N
or sale (particularly in pawnshopsandon Heavy leather  Arms, Torso, possibly legs 4  +0 50~ . ¢
] | the black market). The same can be as- s 0 N & 60602(7.56) 2 2 oW Kevlar T-Shirt, Vesty  Torso 10 +0 90~ : v b
\ ' LT . sumed for 20th century weapons in 21st  3tandard NATO rifte. A very deadly assault weapon; durable .00 '
: Let's face it; ry weapo snd handies wel, Steel helmet  Head 14 +0 20 . . '
i ’ century— large numbers of *obsolete” . 00 s, So what if |¢|
i ' for all the new ' Light Armor jackety  Torso, Arms 14 +0 150« ' .
i : h . weapons that can be found at reasonable :""476“% ARMS (7565 w 20 W Med Armor jackety  Torso, Arms 18 +1 200  armor makes i
P ' ardware '} | prices in any pawn shop. Prices are Usually  scundund somes mitary s, expored workdde, prc Flack vest  Torso 20 1 200% o' you slower? i,
3 1 that's out \ half that of a comparable new weapon of iy to Soviet chentctater. Relable, rgged, but rather Flack pants  Legs 20 +) 200 ' You still con't |
. . i € e 471 13 known
b , there, most of | the type, although final price is Up to the  Lronoiits type i thewodd, Nylon helmet  Head 20 +0 100 . outrun a °
P ¢ !
!:_ - |.v it still does the Referee. M-16A & M-16A2 Heavy Armor jackety  Torso, Arms 20 +2  250% i |8 bultet. But you '
’ 1 ‘same job— SUW Combat Magnum ME 2 N C4D8(S.36) 30 25 UR Door Gunner's vest  Torso 25  +3 250 iq . you |
i ] Pt ) C 206e3 (35N 6 2 Standard US mibitary rifle since the $1960%s, the M<) 6 has high MetalGear™  Whole Bod 25 +2 600-% H ' can ItOP it
[ t throw a chunk . Designed for US Border Patrol use, the Combat Magnum 1y #CUr3Cy and 2 staggening ROF. A built in “tumble” effect e " < the abili he y dam. ! ' itle o
£ N choice among pohce otficer. 16 -smailirorae- ang  COMPENtates for the kght'S.56 round. Earer M-16 model Stopping Power (SP) eelers to the ability of the armor 1 stop dar "f (LD dead in it's |
I ‘of lead th. h popular mong s and unreakal . AP rounds: treat ait Atmor a4 1/2xSP Yatdged weapons treal $ : d
. ' of lead through reliable sction make « & best seller. :"':,:;“; "';;‘z m““;l{‘ s“":d"‘m‘:u"‘".m m: 1 (EV) Encumbrance values should be together and sublracted trom character’s total REF-stat i) tracks.” '
5 . aman's body ' . ".m. ommanche mehonﬂiypd&écwmddmn. : . !
E, \ at . P ETTE™ woetady PR 00 S .
L , R neqr . M‘_‘ e 44 ey in Gerense and poice ::;er:ug” ¢ weis Helmet SP=14 (steel) or 20 Smartgoggles (200-°°) o —~Nomad ',
£ W N supersonic Work. iU's 10ng Darrel makes & havd 10 conces. A up contepred, dlnfu:q‘:»gh rech phasss and tommi &“Y'°d"t rection for the head, standard Want all the advantages of getting cyber- { | Santlago '
. | 1 speeds. Plastic | Colt .43 “Peacemaker® ".‘""-":'ﬁ"“":y”‘?‘ e luture, ‘x:m“rﬂh ,:,a;,yo;: ,’;ﬂ,’;,;“ame M: ,:ade of “:e, optics, but without the humanity loss? | s, s
o Giving it great accuracy, while it's rugged plastic construction . 0 . i i ips
s |0 frames and | mW—,,,',W:M,\:&:f (‘:,:),Am,w:m'(m::" ges it &.w,m.mgm. others of kevlar and high impact plastics. Smartgoggles can be outfitted with chips Y :
2| v caseless amm 1 | U udcamm troughout the 1800°s. A ungie scton weapon, N Most (909%)have face shields with 1/2the $P-  to simulate the effects of up to 4 cyberoptic 1 °{ | :
3 ! ! LA it mut be ocked belore ing. aithough aler models had 2 i ;"""M’g $06+1(30.06) s 1w tevel as the rest of the heimet. options (each option costs the same as a:
[} i Hatiened hammet allovang the gun 10 be fired by “tanming . . :
|, are just an% ' e y ) A banc coped hunting afle, used 16 hunt deer. Flack Vest/Pants $Pa20 cyberopgpc option, less 10%). Smartgoggles !
o, on the cake...” ! ot 36 Do caws Standard protection for combat soldiers, the  SOMe With a smartgun plug and cables, :
-1 ! PLV }.C ID6e2(38) - 6 1 v g::. L :'M:g::“g“ e tor LM :'“ flack vest is designed to stop smali arms fire, - alfowing the Targeting scope option to be -
. o 1| » A I
—Morgan m o :‘mn‘l’::ﬂﬁ:‘mﬁx ey ok, (WD WORrEINOD. Seope n bui i, making it very grenade shrapnel, but only slow up assault used (+) to ranged attacks).
! 8lackhand ' Specal”. With ther nigh renabukty, there are many of these accurate lor type. rifle rounds. '
| y uns sull in Crcuiation, For example, Rozorjack decides to buy a set of
The Enforcer's | ¢ Ar pie, RoZorj
mor Doorgunner’s Vest. $P=25 "y
' Handbook ' c 0.P. 357 Derringer Heavy duty protection for stationary positions, smartgoggles. He selects Thermograph, Digi
' 0P € 206.3(.357) € 2 wn
'
]
!

L LN v e v

' COPuses fung p g 1t senall
mmmuuwmﬂdm 2000's are made of epoxide laminates, mehlc:;f"‘ i:’-l’:b o 990%=1190%
v plastic mesh weaves and thin metal or minated- expoxide plate armor. Bulky . .
SMG2 | € ID6.i9mm) 30 207 VR  ceramic insert plates. They are light, but in modular sections, with helmet, 3y g ar Frames (Price Varles)

Developed by the tszaetis as a refiable export weapon, the UZE
is uted worldwide Dy secunty forces, the US Secret Serwce,
police and (unfortunatety) terronsts and drug deslers.

often bulky; each one has an Encumber-
ance Value (EV) which is subtracted from

& leg coverings, torso and back clamsheil.

A linear frame is a powered exoskeleton,
giving the user tremendous strength. There

-
& vies your character’s REF, and ‘a Stopping s peCI al are three levels of inear frames: Sigmoa, Beto
3 SMG2 ) P 1D6(.25) 20 25 va Power (SP), which refers to the ability of and Omego. .
A standard military sidearm for the Sowiet Bioc, the Skorpron A H g
ﬁ 3 s the worid's smalest mulitary SMC. It's small ammuniion IN€ 2rMOT 10 stop damage. The Stopping E q ui p men t Type Strength Cont
W size gives it excellent controllabaity. It 18 easly slenced and  Power is subtracted from the amount of Z (Sigma) 12 5000
- <an be camed in » shoulder holster. Ok don' 1 i 9
i - damage done by the hit. Armor includes: | day, o {;‘; 3", l‘war;‘na[ geta :‘:‘Na * R {(Beta) 14 7000%
d Ingram MAC 10 ed up and hard into the face, nel 17 No 0 (Omega) 16 9000%
H :b::y-:'wlwcfw:g‘-:x‘sz'w.m‘:?m'ufl.ex:‘ Heavy leather (Jacket or Pants) SPad problem. We got a couple of slic.k little
2 eauly wienced. However, 'y vy large amma uze makes o M"m’“"v}“’w"g knives, etc. Agood .38 gadgels to put you even up with the  Noemally, exoskeletons are worn as part of :
N “’K‘I‘( h(m s ..
2y id 10 controlwnen on Ik suto. ug wll probably rip you to bit, : cybers. a cybernetics package (see Putting the Cyber .
: HUK MPS & MPSK i into The Punk .92 for more details).
I Kevlar T-Shirt/Yest SP=10 ., P9 €
:! :::u‘um:ln ol: the 33.‘.’.'.‘,;":,“.} mterch’:agn:z s.,’f-.., Can be worn urinoticably under most street BattleGloves (900:°) However, you can put on a linear frame
+ Both inare parts and dewgn uiantes. The MPSK s 4 very clothes. Will stop most rounds up to 2 .45 ACP. Heavy gauntlets that cover the entire  without havingit interfaced directly to your
1. - rhveh B 4 bl slencer. Kevlar Ar ket $Pa14 (L1). 18 (M hand -and forearm, articulated with  nervous system. Instead, you can simply
-: mw"""‘ ¢ We20en w 2 v 2;‘;:,:”) mor Jacket SPx14(Lt), 18 (Med) or artificial muscle and hydraulics. A Battle  chip into the suit &3 if it were any cyberbike
H Standard US mibtary SMC dunng WWII, the Thompion .~ Personal protection fof the fashion conscious, glove delivers 3D6 crushing, 2D6 punch-  or vehicle, taking a -2 REF penalty to do so.
i [ug9ed. reabie b3 taty Lo e e 1928 vervan. of  these lightweight Kevlar jackets have nylon ing damage, and has three spaces for
T i w" chisble (UR), but coud carmy & coverings. that resemble normal. jackets. any standard cyberarm weapon or op-  Not bad, eh? just make sure they don't take
i tion, except Hydraulic Rams. ‘em off ya, chombatta. - -




Following Is a llst of useful items for
the cyberpunk on the move.

. FASHION?T
Pants 20%
Top 15%
Jacket 35
Footwear 25%
JOWRIRY oveenencreirrnsinsinenes vree 10-100%
Mirrorshades ......oveirvivisnenisnens 1t 5-50%
Contact Lenses ......oovvcrecrieneinnnes 100
: Classes 50%
®. tMultiply base cost by style:
ot Generic ChiC ...vevnncniioniens 1x cost
:‘ Leisurewear............. reseseibees 2x cost
- Busi 3x cost
: High Fashion ..........ecevvererns 4x-cost
Urban Flash..

TOOLS

Techscanner...
Cutting torch ..
Tech Toolkit .
B & E Tools ..
‘Electronics Toolkit .
Protective Coggles ...
Flashtube
Glowstik

Flash Tape ..........

Rope
Breathing Mask ..

PERSONAL ELECTRONICS
Holo Cenerator ..
Video Board ..........
Data Chip
Logcompass ...
Digital Recorder .
. Digital Camera ......
o VideoCam .....ceveiveeieceennens
i Video/Audio Tape Player ...
K VideoTape
Pocket TV
Digital Chip Player....
Digital Music Chip....
Electric GUItAr ...oeeevrecveaneennns

Electronic Kevboard . ...200-900 ™
Drum Synthesizer .. ...200-800 %
Amplifier ...500-1000>

DATA SYSTEMS
- Laptop Computer..... ... 900 %
Pocket Computer ..... rsees. 100
Cybermodem...............ce... Varies by design

Low Impedance cables
Trode Set...
Keyboard ...
Terminal........civvenneninninneniiinn,

COMMUNICATIONS
Mastoid Commo ...
Pocket Commo ......
Celiular Phone .....
Mini Celi Phone...

SURVEILLANCE
Binoglasses....

8inoculars ..
Light Booster Goggles ..
IR Goggles....rvererennran
IR Flash

ENTERTAINMENT
Movie
VCR/Chip Rental .......
Braindance .............
Live Concert/Sports Event .......
fast Food Meal ...
Well Drinkt ........

Restaurant Mealt .......oeoeuieeiicinenns 20%
$Muitiply by level of restaurant or
bar:

oo 1% COSE.

Excellent ............... Servrerennnes 32 COSE
SECURITY
Keylock ...
Cardlock. .100% per level
Vocolock ... .200% per level

200%

Line Tap
CodeDecryptor ...
VocDecryptor ...
Security Scanner..
Poison Sniffer ......
jamming Transmitter.
Scanner Plate ............
Movement Sensor ..

Passcard...
Tracking Device
Tracer Button ......
Remote Sensors
PlasKufls ...........
Stripwire Binders .

MEDICAL
Dermal Stapter ..
Spray Skin ..
Slap Patch .
Cryotank .......
Medkit
Surgical Kit ..........
First Aid Kit ...

.50 per can
vanes by drug type
JR 100,000%
50%

Aithypo ....... .
Clinic Visit .200.%
Day in Hospital ..... .300%

Day in Intensive Care ..

Clone Limb Replacement ....‘...:1,500“'

FURNISHINGS

Nylon Carrybag....
Sleeping Bag ..
Inflatable Bed .

Futon

Real Wood Furniture ....... 200 % per piece
Synthetic Furniture .. YOO % per piece
Apartment Cube ...... crensacassenenns 5,000
Lamp 20%
Cleaning Bot .. . 1,000%
Vocal Switcher System.. -
VEHICLES

Scooter

Motorcycle
CityCar........... SO
Small Subcompact
Mediom Sedan......
Spoftscar ........
Luxury Sedan.. ereseernrannen 40,0009
Note: 2x cost for cybercontrols

cersenseneeree 20,0009

LIFESTYLE
Celi Phone Service ............ 100%month »
Standard Phone Service ....... 30 ®monthe
Pay Phone Call...... reereiens 50¢ per minute
Data Term Use 1% per minute
CredChip Account .20 per month
Health Plan ........... veres 1,000% per month
Trauma Team Acct. ............ 500 month
5% per minute
Mag Lev Chit .. 25¢ per station
Taxi 3% per mite

AV-Taxi

Cable TV......ccceuinne

GROCERIES

Kibble ........covsuene 50 per week
Generic Prepak .150°% per week
Cood Prepak ...... 200 per week
Fresh FOod ....ccveinviinenenn 300 % per week
HOUSING? T
Coffinui i 20> per night
Hote! Room .. 100 per night
Apt./Condo ... 200 ™ per ro0miper month
House ............... 1507 per roomsper month

TMultiply base cost by location:
COMbat ZONE ...vovvvunennsii. 1% COSL
Moderate Zone.........cceunnins 2% COSE
Corporate Zone .....coseeeer 4% COSE
Executive Zone ..... seeee 6 COSE
Utilities ....ccccrvenee ..100° month

40°°per month

VIEW FROM THE EDGE

GEAR DESCRIPTIONS

Fashion

The clothing styles of 2020 break into five basic fashion

statements:
Generic Chic: This is the standatd Streetwear, made up of
colodul modular components in many colors. Seits, coats,
sashes, bools predominate.
Leisurewear: Thisis the equivalent of 211t century athletic
weat. Padded fleece, corporate md .mk« logos.

Thits the eqe ol the db

wit; understated colors, pinstripes, rel leather shoes etc.
Wool and other natural labrics are considered the proper
outfitting lor the up and comung Corp.
High fashlon: Sophuticated and expensive dresung foe
the upper ¢lass. Designer 1abels kke Miyake, Si-hueYan, and
Anne Cabvin,
Urban Flath: Video jackets, colorshdt fabncs, cammo,
leathers, metl spikes, Logowear, jeans, leather skints, boots.
The wildest and most utterly chifted in cyberashwon.

Tools
Techscanner: a small handheld microcomp with varnous /O

connecters and probes. Techumnu: tun augnomc
ams, ientity and

proge
and duiplay internat schematics on & small m'ecﬂ

Cutting Torch: common o-y/uelm type out of 2 bottle.
Hand heid, sbout 3 100t long. More powerful models e
avadable. up L0 thermite lances ot Sx15x cost.

Tech Tool Kit: mixed Wt of tools lor repaic of mechanical
dems, usvally in 2 4°x16°22" case.

Electronics Kit: see above.
Protective Coggles: protective eyewear for welding, metal
machinng work, chermical mixing, etc.

Flashiight: you ail know what this is. Beam range 1007-120°
C‘nbwvulievpodctl.gm(lllrmqe)lofmmcma
price.

Clowstik: chembght in 2 ¢° plastic tube. Shake or break o
actuvate SoRt Bght1asts up 1o 6 hours. Comes in green. blue,
red.

Flashpaint: fluorescent paint gwves o soft fight equat to
Clowstik, 1238 up 10 4 hours,

Flashtape: same as Flasnnaint. Lasts 6 hours, comes wa variely
widths,

Rope: braded synthetcs n 3 vanety of thickneises and
werghts, Can hoid up t0 1,000 .

Sreathing Mask: 2 common panter's style matk: nose and

mouth coversge, with two replacable filters (1 eb per 10 pack)
on the siges. Cood lor keeping out the wmog.

Personal Electronlcs

that keeps Lrack of your changes i direction from 3 hxed
beacing or pownt.

Digital Recorder: audio recordng device uung datachip
technology, mast are the size of two paperback books stacked
Hat, Some are smaller that » pack of cardt.

Digital Camera: ull images wre “digiized” onto 3 chep
cartrdge. About the size of # pack of cujarettes.

VideoCam: can be mounted on 2 hesdret, 2 1houider clamp,

o¢ hand-held depending on use (This alfects prce, pze of

recorded image, duration of recording time.etc. The prce

geven i loe the moit inexpenive thoulder-carned mouel.}

Sound and image are usually recorded on a tape-pak that it

the uze of a card dech of smalier, but you can direct-leed to
2 trammnssion device with 2 et of cables.

Video/audic Tape Player: thn device plays the wdeocam
tape-paks, Mlang wath many older-ityle S0 tapes.

Video Tape: tee VideoCam. Note: the video tape of 2020
2 ngh denuty duplal media c3pable of hartiing both audio
and wual images. .

Pocket TV: ures 4 Hat-1can ireen v 3 pachage s;- $°0374° or
malier, Picks up the magonty of VHE, UNF sations.

Digital Chip Player: this plays Judio- and video-recorded.
chips. You Mmust phug o & video board 1o play the vdeo

" track of a digiat chep,

Digitat Music Chip:1 1o & pop sihum favorites (o dny otner
music) apped into semuconductors and plastc, Thete ciup:
are slta avadabie i 3 read-wnte foimnat s well.

Ehectric Cuitar: no longer the classic *axe’, s now kighter,
more flexible in s applications, and sometimet not even &
recognizable shape. It may have even repisced the stnngs.
and frets with a senes of key banis!

P b¢ Keyboard: btk ged! ne present, encept
w ure and power.

Drum Sy ‘U

3 senes of peicuisdn Pads snd 3 sound Doz, I wail it v 2
couple of Sutcawes INGCINDE Tanged any way the Urummes
pleares.

Amplifier: tee electrom ki . {For more on the
imtruments of the 20103-201. chech out the supplement
Rockerboy.)

Data Systems

Laptop Computer: the bk h e
drive, wdea board (dﬂuhnble) ond stots tor dataf
pragramenung chups. These urts 0o not have the Juvanced
CPUs and memory spaces avadable n & reguler computer
sysiem; they cannot be used for Netrunnung.

Pocket Compdor the classic 6°2)°x1/2° programemnable

Holo G p 4226 i ) proj

ith & d and chwp slots, up 0. 100 pages of

 holographic picture from a rep chip. G i
compatibie with chips from most digial cameras. Can’be
Knked with a dignal Recorder/Player.

Video 80srd: il g Hat:LCO gy. No thucker
than an :nch, mott video boarar are busit wnto TV, but it
types Rave imput phugs 107 use 33 & re3doul mondor for
other presirome products Large ones (20°31007 ve
uted 33 acvertrung signs “Adeoboards are bougnt

y the siare toot

Datachip. the starage medwrm of the future e
holding ¢-qital wvtormation  Ususlly plastc-coses
chups come wn the thaoe nl buttom. Hat squares, and
trangular divers. Afl ihapes ¢an be read by ail types of
recording media by ute.of adapier piugs.

N f " "
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FOR THE FUTURE

"Sure, you got
yer cyberwear.
You got yer
guns and yer
armor. But you
gotta sleep
somewhere.
You gotta eot

besides kibble
and bits. An' It
don’t hurt if
“you catch an
‘occasional
braindance or
a little video
action.”

~—The Bag Lady

somethin’
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"Whoa. A
brand new '
Hitachl.
Zendaflex! |,
always wanted
one of those; '
frack, ever|
since  was a ¢
punk. It's real’
nice of this
dead guy here }
to give me his!
Really'
appreciate it, ,'i
chombattal”

Ll

'

1
—-R(pper[ack N
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Cybermodem: see Netrunning section.

person's interface sockets.

Lo Cables; speciat rinterh
<ables for wniproved data tramler; they conter 3 » 3 bonus on
any intertacing ks, such a3 controlhng cybervehicles of
Netrunning.

Trode Set: s low eicency headset for ‘piggybaciong’in the
Net. -2 o Intertace shal,

Keyboard: can.be 0 your eyb or
Other ehectromnc eaupment.
Tei N 5 d.wdeo

bo4ra, and 110 connecton. Aterminatcan be used 1o Netrun

(making the runrer immune to most Black software), but 1s

very, very siow (-5 1o Intertace Skills). Terminel operators are
»

by known a3 “net-tort -

Communications <

Maitoid Comme: sl commos are radio transcewvers, This

one is glued 10 the jaw and temple; you send via
o recerewsith cHess vib

10 mules.
Pocket Commo: 3 typical smalt walkie-Laikie, Range 10 miles,
Cellular Phone: 00 on the move.

withins reach of 3 rac.0telephone transceiver network, There
#'8100¢d per morn prone service charge.

MiniCell Phone: = 13 in 2 cigarette pach.

Surveitlance
Binoculars'nult sa.e.

ﬂnoglnn‘n: these. ugh-tech viuon ads combene binocular
effects with & laser “angehinder, and sometimes IR lenses.
More eapensive vernons will Rave a digital camera busit in.

LB Coggles: hght ntenuhcatron goggles boost ambrent
light for night visson va “Starhite technology Coggles canbe
overwheimed by suaden hght leve! increase. With

{DIFFICULT b}, they can aho detect active IR beams.

IR Coggles: these pice up hazy, background infrared sources.
N ve i e Morminats
y

IR Flashfight: see sbove. UV Hath i umdar 2150 use sble with
the proper cyberopc.

e ——

Critutar Cybermodem: seeNetrunvung, pg. 113,

interface Cables: typwat plug.
ended splicing cables gong from
» cyber-operated machine 10 2

Uine Tap:adevice that can pick UP voiCe or data trantmissions
from a telecommunications fine, then record of transmit
then. The more 1ophisticated models need not be directly
connected to the line they're momitonng { they wil work up
10 21001 Of 30 away), and can be remote controted. Line ps
cannot be vsed on systems installed or updated alter 2008
due 10 the compiete switchover to fiber optics.

Security .
Keylock/Cardlock/Vocolock: i ingly ph

methods of portal security, The heylock is 4 mechanical
fock and must be attacked that way. Card. and voco-
locks are ek ic, {cardk use 2 2
coded card, tocks employ voi g
technology). Each type of lock hat four increasing evels
of complexty, and a single tecurity system may
incorporate ol 3 types of locks.

gnetcaty

Type Ditficulty Leve!
Low Secunty... Average (18)
. Medium Secunty Ditticuh (20)
High Secunty., Very Ditficuit {25)
M, Security Neary de (30}

Cardlock Decryptor: the probe of they device 1s inserted into
& card lock instead of the normal carg, A Decryptos operates
by adding «5 to your basic TECH. flectron Secuntys 1010
shilt check against the lock. .

VocDecryptor:a J l; k:m ing h
See above.

Security Scanner: this device searches out electromagnetic
fields generated by vanous alarm systems (75% chance of
locaton). A TECH or INT rolf may be needed to identify the
style of alarm encountered,

Pdm:ﬂﬂmmbemw:huhuocﬁqﬁdlu-weeiﬁc
poison(s). Othérwite, it will mply aiert you to toreign
subitances. 85% accuracy.

Jamming Transmitter: usually comes in 2 or 3 large cases,
but can il a0 entre van, fams elecromaget Lansmisions
in a 1000 foot ares (that ncludes cellular phones aha tome
Cyberware).

Scanner Plate: a reading device for paimprint locks. Can be
attached to any. type of Card or Voclock 10 add an eatra. tayer
of security.

Movement Sensor: atypcal slarm system. Cowvers seisrmic,
10nar, andfinediR o visible ight networks. Detects movement
in adefined area, with 2 95%. teliability. The sensory processro
is about the uze of 2 pack of cigarettes.

Passcard: the most common unlocking device for 3 cardiock.

Tracking Device: hand held or suitcased equipment for
detectngrlofiowing tracer buttons. Range is 1 mie.

Tracer Buttons: can be any size from » matchbook to & pin.
Uses ragi y of tant/pulsed radio ion to
PNPOInt who of what it"s attached to. Some can be turned
onjott remotely. Usually bougnt i sets of 6.

Handculs: st what it says. Probaply s little stronger (»
NEARLY IMPOSSIBLE task 10 break) due 1o new alloys. Ohten
(30%) opened with a form of caraloch,

Striptape Binders: great for not controf. One-use-only
Plastic locking stros for temporary handcuffs and leg tes
(VERY DIFFICULT (0 ‘break). With ceramic fibers to resst
cutting, and guaranteed fireprool. Come in boxes of 12,

Medical

Oermal Stapler: this sutomatically pulls the sides of » wound
together and 1utures it with stapies ol & comprested organic
materal that dissoives after an elapsed time.

Speay Skin: a putty-ike spray gel for treatment of severe

abrasions. Antiseptic and iterde, t's alio air permeable and

flakes off in sbout two weeks, ¢
"

Cryotank: an advanced refrigerztion tank; the cryotank wilt
<00l 2 body down to preservation levels while iife-suppont
machines maintain the blood/oxygen flow. Designed to
keep 2 dying body in relative stasis.

Medkit: standard doctor's or military corpsman’s bag. It
. . dressi i dici

containg , drugs, 3
nd i ',lp"\*--. dep ocularlight,

luﬁ\ouope)"

Surglcal Set: 3 tull set of surgeon's tools (scalpet, retractor,
probe, clamp, tweezer, ete.), and chemi Quip for

Yy these are upd versions of standard
motorcycles. Most are recurnbent dengns, with plastic fanngs
that close over the driver, About hall are electrichly powered,
with top speecs of 6Smph and about § houn travel per
fasticharge. CHOOH? powered versons have a top end ol
140mph and a four gallon tank,

CityCar: one man (two in 3 pinch), three wheelers common
in the Corporate Zones. Top speed about 40mph, with 4
hours ravel per tastcharge. CityCan can also be rented (2%
€b per mile) from convenient kiosks located sround most
aresy; you' use your debit card to rent from the

mainaining a sterile operating field.

First Ald Kit: the common household: medic's bos. R has
bandages, antiseplics, and & simple painkiller.

Slap Patch: » tmall plastic pad contsining 2 measured
amount of medicine.- The pad is applied Lo the 1kin and the
medicine is absorbed in steady doses. See the Trouma Feam
section for drugs and prices.

Alrhypo; the “Banes McCoy™ uses a quick buest of compressed
wmlmeaﬁwddmgﬂwwghme;kin. See the Trouma
Teom section for drugs and prices.

Med Read for body o .
blood presiure, respiration, and blood sugar levels. A small
chipped database adds & +2 10 your Diognose Skill

Orug Analyser:ranging in iizetiom a bookto a briefcase, this

vendor, dive where you want, and drop the car off ot the
nearest vendor,

$mall Subcompact: utually methanol or CHOOH! powered,
these vetucles have 2 Lop speed of around 90mph, atengailon
tank and seat four n retative comtont. .

Medium Sedan: methanol or CHOOH! powered, these
vehiles have 2 1op peed of around 90mph, 2 fteen gallon:
tank and seat four.

Spoftscar: slmost atways CHOOM! powered {electrics just
don'thave the speed). Top speed about 210, with s ten gallon
tank. Seats 2,

Luaury Sed. hanol or CHOOM! , these vehuctes.
have atop speed of sround S0mpn, 2 twenty galion tank and
et sin, . L

Fasteh. ’ 5 i Batt A,

gagetoperates in 2 manner imular to the chemical snitfer, 1t
p*, LS e b o

9 ) Y for electne

o idently the molecular makeup dnd possible efects of o
unknown substance that is simular to 3 drug already
programmed. into its kibrary, °

Furnishings )
Nylon Carrybag: the athletic bag/kitbag of the 2000°s, with
4 variety of logos 1o choose from. Sizes vary.

Sleeping Bag: they're lighler weight, and can now take
temperatures down 10 -100F, Compresses to a 12°x6™n4"
wad.

Inflatable Bed: sed-inflating, high
package. About 6x2°x4" lolded.

by mattress

Resl Wood Furniture/ Synthetic Furniture: what more can
we syl .

Futon: portable folding bed and pad; of lapanese origin,

Apartment Cube: 10°x10"28" living module in which al
major furmshings and apphiances are hidden in flush wall
recesses and are extended only for use. Contains bed, clovet,
smail stove. retig L TV and digi i center,
two chairs, fold down desh, removable table, Rolls into place
#nd canbe emily ransported. Cubes are usually 10 small that
il you had al your turnishings extended at once, there'd be
no room for you to stand!

Lamp: it gives hght. Comes in an infinity of shapes and
¢colors,

Cleaning Bot: smailp 9t d robotic cleaning device.
Usually about the uze of a portable cannister vacuum. Not
160 nart, "
Vocat g System: ‘controls for lights
and sppliances. :

Vehicles

Following are typical vahicles of the early 211t Century.

For specific modaly, 1ac A4 Things Dok & Cyberpunk, pgs.
180 through 182, -

$¢ooter: iy i an updated, etectrically powered version of
the old Riva and Veipa motorscooters of the 199073, Top
1peed about 50 mph, iKooters can get about 6 howrs of travel
per lasicharge (3bowt § minutes st any service staton).

rapvd { G
iable ot most service stations for 20 ¢b per
charge.

CHOOHN®: synthetic meta-sicohot tuel. AbOWt 106/3« | euro
per galion (the cost fluctuates widly due to supply, demand
and-eco-terrorist activities),

Lifestyle

Data Term™: this 15 2 curbside computer termenal,: with
access 10 news, weather, City maps, events tcheduies and.
other usetul stull. A DataTerm can si40 be vied a3 & Dlug-in
point to the Net. Terms are mouited in concrete pilars and
are nearty indestructable. Theoretaily,

CredChip Account: a “debit card® that you use to carry your
<ash around in instead of a wailet.

Alrs just what R says. in the U.S., 8ritsin, and some parts of
Eastern Europe, the daily pollution gets 10 bad that you need
16 g0 10 2 misceltany of “sir bars’, vendors, or streetcomer
machines 10 buy 2 decent beeath.

Groceries

Kibble: a mass-produced nuthent that sstivies mast
tequirements for sustenance, bul tends 10 look, smell, and
taste ke the dry pet lood it takes 1ts name from,

Generic Prepach: 2 step up from the common TV dwm

on what's inude. Many come with thew awn chemtabs for
heating or cooking. The Cuisine 1A't nspred, but it beats ibible.

Good Prepack: good restaurant mealyin 2 package. The best
Quakity pre-made meals you're gong to lind. For anythng
better, eat out, of prep it yourset! (and who really knows haw
to do that snymore?),

Fresh: you know what that u. ‘Velh, ot least you've met
someone who's eaten . . .

Housing

Coffin: one step up from & dreiung bag on the sireet. A
stacked KCOMOJaton which resembles (s namesaks, these
" [ " worldwide.

me;to-n-oo«ned with 8 Ume b, the coia grees you
It €noUGN 10OM 10 LN FOUAYD OF 12U 0 bed; restroom
#comodations 10 be found eliewhere.  More. eapen:
madels wi¥ have & phone of mune. TV innde. .

VIEW FROM THE EDGE
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"The new
BMW.-Infiniti
aerodyne.
Fifteen
thousand
pounds of
raw thrust.
Avallable on
demand
cyber-
avionics. And
‘the most
sophisticated
audio system
ever Installed
inan AV.7.
BMW:-Infiniti, -
You can't call
yourself a
Cyberpunk
until you've
bought one."
~Rodlo Ad,

2019




VIEW FROM THE EDGE

CYBERWARE

© GEAR

CYBERWEAR

[§ PUTTING THE

CYBER
INTO THE
PUNK

Forget everything you ever thought
about cyborgs. Everything.,

Thisis the 2000's. Today's Cyborgis stylish. His cybernetics
are designed for a streamlined, highmover lifestyte.
Whether equipped with implanted data. chips in his
nervous system to enhance his tennis game, or bio.
engineered miniweapons for his personat protection, the
cyberg of the 2000's is the cutting edge of high tech
living.

But he isn’t necessarily a walking tank either. Cybertech
can be smoother than that—less obvious. You have to
integrate your newtech gadgets into a slick, seamiess
whole. You're either predator or prey, and the faster you
learn to blur the line between the two categories, the
longer you'll survive.

And that’s the point. Survival.

Cyberfashion

1t's hip and aware to have high tech grafted onto your body
somewhere. if you can afford it, you probably have at least
a couple of “"enhancements”; a few software chips installed
in your nervous system to interface with your computer,
remember your appointments (the ever poputar Daytimert™
chip for example), and improve your raquetball reflexes. If
you're. cybered up you probably have intertace plugs to
operate computers and vehicles mentally. Maybe your eyes
are cyberoptics with a recording function and the latest iris
int (polychrome is in this year), or your hearing is boosted
to better hear the gossip in the Executive Lounge.

Hyour jobinvolves some type of security or combat function
(and most occupations of the 2000s have atleast some type

$4
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of combat aspect), you probably have two
or three types of combat software, as well
as plugs and interfaces for a smartgun. As
a Solo, you may have had one or more
limbs replaced with cyberware prosthetics,
allowing you to hide a variety of tools and
weapons in your body, as well as giving
you an edge in speed and strength.

As a cyberpunk, you‘re going to want to
get your hands on the best of this exciting
and expensive new tech. And expensive is
the word. The average enhanced charac-
ter with, say, one cyberoptic (Targeting
scope & IR enhanicement) , a reflex boost,
one superchromed arm with a .25 cal
submachine gun, interface
plugs and chipware for
Mortial Arts, Rotorwing Pilot

people, and is the basis of such skills as
leadership, lying, convincing and romantic
relationships.

Likewise, every major cybernetic enhance-
menthas acorresponding Humanity Cost,
which is added together to get an overall
Humanity Cost of all enhancements.
Humanity Costs are rated from VERY LOW
to VERY HICH, and correspond to the
general effect this enhancement will have
on the human psyche. In addition, each
option added to an enhancement has an
additional point value as well.

For every ten points of Humanity Cost,
the character loses
one point of Empa.
thy (unequal vaiues

CYBERWARE

), know? You just'

]

and Handgun is an invest- constantly ﬂghtto' . -are rounded down).
ment of tens of thousands hnp from gojng over !
of euro. the dgg and commit- For excmple, soy t add
: ting irrational, violent four new cybernetic de-
Of course, the ambitious L) 4 < vices for 3 total Human-

Punkalready knows at least
twenty-five ways (most of
them illegatl) to raise that
sort of paltry sum.

But before you start load-
ing up, there's a catch.

Cyberpsychosis
Something happens when you start add-

ing metal and plastic to people. They start
to change. And it isn’t pretty.

In the 2000's, we call this cyberpsychosis;
a mental disease in which the addition of
Cybernetics causes an ‘already unstable
personality tofragment. Atfirst, the victim
begins to relate more to machines than to
humans. Soon, hesstarts to ignore people=
parents, friends, lovers. Eating, sleeping all
become less important. Finally, human
interactions begin to irritate, culminating
in a terrifying rage that consumes the
victim entirely.

So, how do I get cyberpsychosis?
Every character in Cyberpunk has an

Empathy stat (EMP). This stat is a measure
of how well the character relates to other

acts of murder and
mayhem. Most of the
_tlmc,helous.

3 points of Empathy.

This can start to cost
you. With an Empathy
of 3 the character is
something of a “cold
fish”; emotiontess and cold. With an Empa-
thy of 2, the character is chilly, forbidding,
and distinctly unpleasant to others. With
an Empathy of 1, the character is usually
viclent, sociopathic and vicious. He must
constantly fight to keep from going over

. the edge and committing irrational, vio-

lent acts of murder and mayhem,

At an Empathy rating of O or less, the
characterisfully in the grip of cyberpsycho-
sis. He is driven by a maddening hatred of
other humans or living things. At this point,
there is no turning back—the character is
taken over by the Referee, who playsit as a
non-player character with all the worst
attributes of a murderous, mechanized
psychopath, called a cyberpsycho.

Not all cyberpsychos are the rampaging
type. Many exhibit more subtie symptoms;
compulsive iying, kleptomania, sadism,
brutality, split personality and extremely
violent mood swings. .

ity Cost of 36. I will lose ;

] '

! "They're |
. so..dike...weak
and flimsy, you

. reach out and |
' touch ‘em, and
' they...dle..." |

—Unknown N
Cyberpsycho ":

; oy
: "The guy ?
. welghed in at i '
about 550, once
you counted ir’
' the metal. When 1
te we took him .
1 down in the
. maglev station, }
) he'd already '
' killed fifteen !
I people, He sald |
1 he couldn't ,
y stand all those |
flimsy sacks of
blood and'}
water, hemming !
! him in...."

!
| © ~Sgt. Max

. Hammertan, NCPD
1
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CYBERWARE

L little girf like -y

\ frack like you |

e

R

“What's a nice '

you doing .
working C. ,’.
SWAT?":

"Hunting down |

wireheads in ‘e
Vice, sweetie..."
.

'

—Typical :
conversation !
Night City Precincet . ¢

The Psycho Squad

Cyberpsychosis is a big problem in the
2000's. While state-sponsored therapy is
an option, the hardest part is getting the
patientinto the psyc hologist’s office. What
do you do when a metaj armored, cyber-
boosted maniac  starts randomly killing
people? If you're the Covernment, you
organize a special squad of professional
police with one job—to hunt down and
capture or kill murderous cyberpsychos.

Cybersquads are common to most urban
police departments, going under names
like C-SWAT (Cybernetic Special Weapons
& Tactical Squad), PSYCHE-DIV, CYB-
Enforcement and MAX.TAC (Maximum
Force Tactical Division). They are armed
with the best in armor, commo equipment
and vehicles. Most carry weapons that
start at the light cannon range and up.
They are, by nature, not very nice people,

Registered Cybers

Although the Uniform Criminal Justice Code
of the l_Jnited States says you must actually
commit a crime before you can be ar.
rested, this doesnt stop most police de-
partments from practicing selective crime
prevention (especially. those departments

run by Corporations). The Psycho Squad

keeps tabs on who buys what and where
through informants, monitors and hidden.
tech detectors scattered alf over the city.
They usually have a good idea what gangs
are loading up on megaware and who's
mostlikely to cross the line into psychohood

in the near future. When » potential perp

looks fike he’s getting too close, the Squad

picks him up off the Streetand offers him

a choice. He can go on like he is and risk

having an “accident” happen some dark

night (“..we're just worried that some

public.spirited citizen might, you know,

take it upon himself to, well...you

know...adiust your attitude..."”), or you can

get registered.

Registration is sort of like parole; you agree
toseea cyberpsychologist for monitoring
and analysis (regaining 2 points of HC per
week until your original EMP is restored),
:and the squadimplants a smali transmitter
into your cyberwear, allowing them to
know your general whereabouts, just in
case. The police don’t hassle you and the
Squaddoesn’t automatically gun you down
with 20mm cannon rounds if you boost a
pack of Smash from the corner vend-mat.

It's rumored that some departments also

VIEW FROM THE EDG]

implant a small explosive charge and a
radio detonator, but we all know that's
against the Criminal Code, don‘t we?

Besides, you don’t have to register. But we
thought you'd like to know. After all, there
are those public-spirited citizens out there. ..

Humanity Costs
So how does all this apply to me?

Simple. Each time you add on a cybernetic
enhancement, there’sa corresponding loss
of humanity. But it's not simple, linear, or
nice. Different people react differently to
the cyborging process. Therefore, your
Humanity Cost is based on the throw of a
random dice vajue for each.enhancément.
This is important, because it means that
sheer bad luck could put you over the line
before you know it.

Very Low ..ciciccenenecnennns 106/2
Low 106
Medium.....cciieeiececnerineirnnen 206
High 306
Very High.....eoinnniseccennenen 4Dé

Remember: you must keep track of the
cumulative number of points lost. Those fittle
5's and 1's are going to start adding up fast...

Therapy
There's one way to hang out over the Edge

and still keep it wired, and that's therapy.

The C-SWAT drags you in, screaming and
tearing at the walls, and straps you down to
a heavy metal psychatrist’s couch. Probes
deactivate your cybersystems one by one,
while the shrink jacks your rabid psyche into
the braindance. Then begins the long,
arduous process of disassembling your brain
and reconstructing it in a more socially

. acceptable form. One that doesn’t get its

kicks out of eating dead bodies, for example,

Cyberpsychologists (Psychoshrinks) use
combinations of braindance simulation,
drugs, hypnotics, psychosurgery and aver-
sion therapy to reconstruct damaged per-
sonalities. Once all cybernetics are removed
or deactivated, the character-will recover
two points of EMP for every week of ther-
apy attended.

For exomple: Savege is dragged into Dr.
Risk’s office with a HC total of -3. It will take
ot leost five weeks of therapy before Savage
will be back to his original Empathy of 6.

Now you know: Walk carefully. Cuard your
mind.

Cybertedhnology

Cybertechnology can be purchased al-
most anywhere. Some of the medical pro-
ceduresare simple, walk-in types of surgery,
with minor installations taking -place in
shopping mall clinics (Bodyshoppe, Fash-
ion/Fusion, and Parts N Programms are

.three popular chain_ stores) or drop in

medical centers (Docs R-Us ™). These in-
stallations are much like getting your ears
pierced, circa 1980. You can even have
upgrades and improvements plugged
into the old hardware for the cost of
the new parts, allowing you to start
small (called stripped or economy) and
add as you go.

Whatcan‘'t be bought openly are the types
of cyberware known as Blackmarket Cy-
bertech. These items can onily be pur-
chased through criminal contacts on the
Street, andinstalled by high priced, under-
ground medtechs known as Ripperdocs.
Blackmarket cybertech is often dangerous,
badly installed, and always expensive. But
hey, we're all big kids here, and besides,
you know what to do to a Ripperdoc who
messes around with you, right?

Surgery Codes

Each type of cyberwear has a Surgery :

Code. This code represents the minimum
level of medical care required to install the
cyberwear, the length of surgical time
required, the cost of the ‘surgery, the
damage taken in surgery and the Difficulty
of the installation procedure.

Negligible
Required: Mall clinic or other drop-in
bodyshop. k

Surgical Time: 1hr, -

Surgical Damage: 1 point )
Surgical Costs: Included with instailation.
DIFf= Easy (10)

- CYBERWARE

"This Isn't going |
to hurt a bit." )

N '
"Well, maybe a
little.” |0

"Quit screamin’, |
willya? How'm 1 .*
supposed to get |
this thing stuck
on if you keep '
twitching like ,
that?” 'y -
—Scenes from :
Savage Doc's , b




MY) wouid mean a Cyberoptic with mage Enhancement, Targeting $cope, Micro-optics, and Micro-Video recording)

Note: the two letter code following the enhancement is used to identify the enhancement on a character sheet. For example, Cyberoptic (IE, TA,ME,

10Code

Description

Cyberware ‘Surg. | ID Code Description Cost H.Lloss
FASHIONWARE .- = | APPEARANCE AND COSMETIC CYBERWARE
ibmonitor’r LT | (ei0y |oe2vo resise Torture & Drugs .
. gk;w:a;;:h | o | owIe) | subdermal timepiece
fight Tattoo 7 | - an Decorative tatoo- - :
‘ {SHF) | Color chmglng contact lmus
" esKy | Color/pattern dungang ki tints
. (SYN) | Color/pattern changing amﬂcul skin
(TEH) | Color/light emitting artificial hair
NEURALWARE (Processor) | (M) —— | BASIC PROCESSOR. MUST HAVE FOR ALL SYSTEMS 1000 % o
‘hrenzilwv Boosterware Ny (RFB) | Adds +1 toInitiative roils for every level bought. soo S Nanosurg cons
Spegdwm {Sandevistan) (N) {SW) Adds +3 10 Immuve rolls for S turns. 1600
’&éik_loost Lo (N) . (8) | Increased sens)ﬂvily *2 on any touch Awareness check. }00
g Ouxhovy Boos( ()] (OLF) Increase Awareness via smell by +2. Allows scent mckmg 100
" : IR .(VN) (TE) | Tunes out hot, cold, pain. 200
Cybermoden Link - ~N (PE) | Aflows direct connection to a cybermod 100
i:{.mu»k o T | viNK) | For direct vehicle operation only. 100
Smmgun Link (N) | (WLNK) | For direct smartweapon operation only. 100
Mad\iml'l’ ed- Link ) .(N)‘ (.MLNK) Allows control of iautohctmics, large & small machines. 100"
(N {DLNK) | Allows downlbading from DataTerms to internal memory. 100
{PLG) | Allows direct connection to smart weapons, vehidles. - > | 1200
(APTR) | Chips reflex based sknlls. Te(h Skills requiring mampulauon N;n;l'es
e ] , (MRAM) | Chips INT and other cognitive skills, databases. I varie
'C*hi?ﬂh'reks‘ogl‘ne(. . (N) wee | Allows up to 10 chips to be loaded.
IMPLANTS - w— | CYBERWEAR ,PLACED IN THE BODY - —
N‘a'sal Filters ' v t‘- (M) (NF) Stops toxic gases, fumes. 70% effective. L 60 ! >
Gits . | M| (GL | Water breathing system, good for 4 hours. 400 | Ti06
dependent Air Supp!y 0 " (4) | Goodfor2Sminutes. - *.300-
Mr Studd™ Sexual implant | (M) | (M5) | Al night, every night. And shell never know. 300 | 206
Contraceptive tmplant” 2 | (N () | Goodfor 5 years. 98% effective. 100 ] 0513
SubDermal Pocket (M) (PKT) { 2°x4" space with Re_alskinn"‘ zipper. 200 206 .
Qgremlboosm R YY) (ADS) | Boosts REF by +1for 1D6+2 turns, 3x per day. - 400 20
ﬁ:;bdem.nl Asmor (CR) (SDA) | Armors torso to $P 18. ),266
Motlon Deteclor : : M) (MD) | Detects motion in a 20sq/m area. 70% effectiveness. 200
Digital Recorder (M) (DCR) | 2 hrs storage trom any digital source. 200-

o

{AVR)

|rdodWespanthana

y . . Body Weapon (h:_“

2 hrs storage from vldeo audiolinks. -

‘1 OOm rang.e radar. Musthave :yberopuc 70% effective,.

Vocal :ynlheslzer for specul effects. +2to Performance.

BIOLOCICAL BASED ENHANCEMENTS

Raises B(;dy Typeby 02

mou bpd_y to SP_l 2. g
|rﬁpro\;e I"iéliing t;y . l points per day
i lmp;'o\;ehf"_oison, Drug Savesby +4

Doubles healing rate

IMPLANTED BODY WEAPONS

8ody Weapon (mouth). 106/3 damage.

Body Weapon (hlnds) leddamage (AP=knife),
Body Wnpon (hands) 306 damage (APskmle)
). 106+2 damage.

Body Wupon (hm.ds) 206 damage

Cyberwe on, se f onuolhng 1D6 damage.

BASK YE MODULE (add up to 4 options pcr cyc)

} m.lngun atucks

LED Screen In vmon ﬁeld for mesuges~

Telescop- a latyt

RV Sl

eroscope

Seein dim light, aimosttotal darkness.

" Secheat, patterns, pemure readlngs

Seeintotal darknes:, usmg heat emissions.
“Se

Vndeo fecord up (o ZOmm (lokez 2option spaces).

v

rlmess usln Wﬂash

DlglulCamen,". uplozo' ges{as 2 options)

Poison wespon (takes 3 option spue;). Holds 1 dart.
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Cyberware

De xcﬂplfon

CYBERAUDIO

Phone Sph(e v
Scrambler
BugDelector

Vooce Sueu Analyser o

Sound Edmng X
. Enhmcea Hunng Range

‘nghl Dnm Radio Lmk

g \Mde Band Radio Scanner I

Mkro-recorder Link
Bigital Recording Link
. Level Damper

CYBERARM

aeeps nl ndar beam is encounlered hxes source (40%)

BASIC HEARING MODULE. No option limit.

o1 'Awa'renes} when usmg auditory cues.

Radno :ommumcmon up to ! mnle

Full Celluhr commurm:axson (!arge city only),

. Cannot overhear communications w/o descrambler,

Detect taps, bug; Up 10 3m. 60% effective.

Lie detector. +2 to Human Perception, Interrogation skills.

Cs2t0 Awareness to overhear one specific conversation, -

Abamy to hear supersomc, wbsomc ranges.

" Can follow mcer up to tkm dnstam

Allows unuppablc radio comm. wnlhm line of sight..
Will pick up alf transmissions on all bmds A scanner.
Transmits to recorder in body of via plugs.
Transmits sounds to a digital recorder.

Automatic noise compensation.

STANDARD ARM REPLACEMENT (4 options allowed)

CYBERLEC

Hydnulu: AR

Reinforced )omts

Amﬁcm Shoulder Mount i ey
Mnérowavel EMP Sh.eldmg

N

Plastic’c
s

P

ReaiSkinn™

ofle v

TRt

| - Mount extra arms (2) below first set. 1 only.

STANDARD LEG REPLACEMENT (3 options allowcd)

) Allowsl tumchmgmgofqbemeu. . B

[ increase timb SDP to 30, 3: normal damages
' lm:retse limb SDP to 25, "2x normal damage. +50% on leaps.

Incrnse limb SOP by +5.

Limb is unaffected by Microwave side effects.
In colors, tnnspatenL etc. o

Llrnb Ioolu rul (DIFFICULT mk) Lowm HC by 106/2.

Armors Cybemmb to SPZO
AWACH TO CYBERLIMBS

) Rsembles normal hmd

Standard hand wnh rippers built in.

Hydnulk Ram ﬁst does 1010 damage

Wire canu!ar saw. 206+2 damage, soft armor reduced..
Fingers contain screwdmer, wrench, small drill, etc.

Extends rocket-propelied grapple, 100" line.

‘Hand extends on collapsable sleeve up to Im.

ID Code

Description

| " Cybermodem

i Storage Space
fméuﬁ\ S
: MinMd

) Lo Screen Readoul
’ E{thanner '

(YBERWEAPONS

Flame Thrower
Weapon Mount & Unk”
2 shot Capamor um

" LINEAR FRAMES

- DatatRecoder ;|-

(SPXF)

s

™ | aco
N) |- TKsn)

Double swimming speed, +3 to swim skill,

2 e 4t

" Dasigned for better g7l ,: 9 strength +2t0 Cl‘nmb
Heel spake tor clomblng o¢ lethal kicks. 206 AP dtmage

BUILT m‘ro CYBERLIMBS

‘ ‘2 hour rmcro ussem stonge needs ext. pickup
Built in “cyberdeck®. 5000.% for Ce“ulgr vetiion o

2°x6" storage space. Can be locked.
Pop up Dlglw Camen (zo shots).
Pop up Mini video (30 o;\lnu&es)
Wenpon ﬂze based oh Bor
Can be finked to any output dev-ce

SImHu to scanner on pg 591

SO O

Suength «12°
Strength -H
Streng!h ;16

!KOARMOI FOR (OVERING IODV
Skullcap, covers head in SP 25
Protec(lve hcemask SP 25

Torso pfolecﬁon SP}S N

Digital Chip recotder.'Mun download or erase chip,

Weapon Fu‘es 4 mm»-mm-tes, 406 damage each.

- weapon ‘Size based on Body Type. s
Weapon. Damage 206 Vst turn, 106/2 2 turns ohev

Mwnung plate plus ncunl tink for 1 weapon.

Shoulder mounted. As 2 Iasu, only smalier. 306 darmge

IMPLANTED EXOSKEI.!T ON FOR STRENCTH

Allows up to$ op(ks to be moumed on hct
Head mounted exlensors for aud-o, opch etc.
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"Love your eyes!.
Where'd you buy .*|
them?".
. .0
"Parts N'.
Programms™ e
on the lower!
level. They're's
Kiroshls, of:
course.” o
~Conversation In
the Hew Marbor |,
Moliplex, :. 2

Minor.
Required: Medical center of ripperdoc clinic.
Surgical Time: 2hrs,

| Surgical Damage: 10641

Surgical Costs: 500eb
DiFF=Simple {15).

MaAjor.
Required: Full hospital with surgery center,

| Surgical Time: 4 hrs.

Surgical Damage: 206+1
Surgical Costs: 1,500eb
DIFF= Trained (20)

CRitical.

Required: Full hospital with surgery center.
Surgical Time: 6 hrs.

Surgical Damage: 3D6+1

Surgical Costs: 2,500eb

DIFF= Difficult (25)

Formore on healing times and surgery and

other information, see the Trouma Team
section, pg. 118. )

Fashionware

While a cyborg is usually defined as anyone

4 who has mechanical technology grafted

into his body, the line is actually pretty
nebulous (is your girlfriend a cyborg be-.
cause she wears contact lenses? Is your
grandmother a cyborg because she has a
hearing aid and an artificial hip joint?). In
this hazy zone of cybertech is fashion-
ware—little hi-tech gadgets common to
the Cyberpunk future.

Biomonitor: This is a favorite of Solos, gadget
treaks, and harried Corporates worried. about
their blood pressure. Mounted just below the
skin of the forearm, the Biomonitor gives a

;| constant readout of pulse, respiration; brain.

waves, blood sugar, temperature, and choles.

*} terol levels. The display is a pattern of word-

shaped LEDs, each running a color sequence
from red (critical) to green {excellent). As con-
ditions change, the colors change. The user
merely shoots back his culf, looks for the fittle
glowing word display he wants, and checks the
color, ingame terms, thisadds +2to any Resist

| Torture/Drugs check.

Skinwatch: The predecessor of the Biomonitor,
the Skinwatch is implanted just below the epi.

.| dermis, and uses tiny LEDs to project glowing

numerals through the skin. Skinwatches can be

mounted anywhere, although the hand, wrist
and fingers are the most common. Advanced
versions can be reset by pressing the display
gently_until the right number combinations
come up; really advanced versions have alarms
that beep quietly, Use your imagination. .

Light Tattoos: These are light emitting chemi-
cal patchesinserted under the first couple layers
of skin. They store light and emit it in colors or
patterns, '

Shift-tacts: These are colored contact lenses,
designed to mimic certain aspects of more
expensive cyberoptics. Mirrored contacts in alt
tints, temperature or emotion sensitive contacts
that change color on demand, logo or pat-
terned contacts, These are available in most
fashionable bodyware shops. Check it out.

Chem3skins: These are special dyes and chemi-
cals which are impregnated of rubbed into the
skin, Some change the skin colorto a new shade
a3 desired. Others are temperature sensitive,
and shift colorsin vibrant patternswhen warmed
or cooled, Very expensive chemsking are sensi-
tive to hormonal changes; you could buy 2
chemskin that would make yellow and black
tiger stripes appear on your skin when you
became angry or excited. ‘

Synthskins: A more sophisticated version of
light tatoo technology, a synthskin is a layer of
color-shifting plastic bonded to the character’s
outer skin. A synthskin can be adjusted to dis-
play colors, patterns, light flares or other special
effects, using tuning chips (cost 100eb) which
are plugged into & socket in the skin (usually
under the hairline).

Techhair: The shafts of this artificial hair are
impregnated with. various types of reactive
chemicals. Some types are temperature sensi-
tive and change color or stand up depending on
the weather, Others contain the same pigments

. used in light tattoos, storing and emitting col-

ored light in patterns. Still others can change
color as desited by using special chemical sham-
poos. Techhair can be implanted in mohawks,
hair weaves, full hairpieces, manes, ruffs, whisk-
ers and other less obvious (but interesting)
places.

Neuralware

One of the most important aspects of
cybertechisinvisible to the naked eye. This
type of enhancement, known as neural-
ware, is usually in the form of tiny co-

processing chips and nerve amplifiers that
increase existing abilities.

The basic neural processor is a “switch-
box” implanted into the lower spine, and
is used to route signals from external cy-
berwear to the central nervous system. Itis
the main system for any type of neural
interface, including reflex boosters, inter-

 face plugs, weapon, DataTerm and vehicle

links, mini-computers and sensory aug-
mentations. The Neural processor has a
small inspection space which allows sec-
ondary co-processors to be inserted into

VIEW FROM THE EDGI

in Solo of Fortune. You may only select one type |

of boosterware (and you may not combine [’

multiples of a single type of boost).

Kerenzikov boosterware is always activated; [
the character is always reacting with a higher |
than normal reaction speed. Since Kerenzikov |.
often boosts responses to greater than 10, ithas |-
a high humanity cost, as the user mustlearn to |
readjust his or her actions to a world that |

appears to be moving in slow motion. Because
of this, Kerenzikov boost can be instalied at two
levels of augmentation (+1 or +2 toInitiative, HL
is 106 or 206).

the basic processor module. This mal
upgrading a process of opening the in-
spection space in a sterile environment

.. and inserting the new co-processors.

implanting a neural processor is far easier
than one would expect, thanks to the
science of nanotech. The basic module is
surgically affixed to the spine, where it
releases a flood of nanosurgical units into
the spinal column. These microscopic
machines thread tiny linkages through the
central nervous system, hooking nerve

- endings to the neural processor. This proc-

ess takes some time (1D6+7 days) before
the nanosurgeons have worked their way
through the entire body and all the con-
nections are hooked up to the neural proc-
essor. .

Coprocessors

These are specialized “add-ons” which can
be plugged into the main neural processor
atany time; the whole process takes about
an hour and can be performed in any walk-
in clinic. Some, like reflex boosters, allow
you to improve your reactions and percep-
tive abilities to inhuman levels; others, like
link co-processors, allow:you to interface
with computers, databases, vehicles and
-other machines. Once you have the basic
neural processor, you can jack in as many
options as you like.

Reflex Boosters: These are specialized TRC co-
processors that amplify and speed up signal
processing. The biggest advantage to a REFLEX
boost is its ability to increase a character’s
initiative rofls in combat.There are two types of
Reflex co-processors (also known as booster-
ware). Note: this is the onily type of boost which
can be used with the Boostmaster enhancement

< o
4

e (also k as Sand 1) kicks
in onty when desired, eliminating much of the

need to adapt one’s entire life to an inhumanly |

fast reaction time. The character must first
subvocalize a mental’command word before
boost is activated, then wait one turn before the
boost kicks in. He will remain boosted for five full
turns (+3 to Initiative rolls) before the boost cuts

out. He must then subvocalize the command |

again, and wait 2 turns before regaining 2
boosted state.

Speedware’s big advantages are in lower hu- |

manity costs and improved performance; be-
cause the body isn’t “on” all the time, more can
be drawn from it during the boost mode.

Tactile Boost: Thisincreases any Awareness roil ||

involving touch by +2. The boost can be turned
on-or off at will, taking one tumn to do so.

Pain Editor: This coprocessor overides the pain

teceptors of the brain, making the subject im- |

pervious to torture, deprivation or physical
hardship. It doesn’t mean he isn’t getting hurt,
just that he won't notice it until he collapses
(make Endurance Skill checks, but at two levels
of difficulty lower than normal)

Ofifactory Boost: This increases any Awareness
rolt involving smell by +2. In addition, the
subject adds +2 to his Shadow/Track skills (he
can track by smell), and has a 50% chance of
locating a scent to begin tracking with unless
the target has taken particular pains to disguise
its scent), The boost can be turned on or off at
will, taking one turn to do so.

Links: Links are specialized co-processors that

allow you to translate signals from the device
youwantto runintoyour neural code. There are
five major types of link; you must have the
proper link in order to run that type of device.

Cybermodem Link: This is the basic proces- |&

.ri.
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sor that translates Net information into im-
ages. It replaces the more fimited interface
programs of the early ‘teens, and allows the
Netrunner to perceive a wider variety of
environments than its predecessors.

Vehicle Link: This allows the user to control
4 vehicle through direct mental control, Cy-
bervehicles include cars, AV-4s, ircraft, ro-
torcraft or motorcycles which have had their
normal control systems replaced by a com-
puter. The character plugs directly into the
computer using interface plugs and cables,
sending commands thru his own nervous
system. Power servos then steer wheels,
depress accelerators, and control braking.
Cybervehicles ‘are inhumanly responsive—
like driving an extension of yourself. As a

€130¢ to send and receive signals. The plug itself
€an be used to insert information and reflex
“skill chips®, of as a plug in for a set of Interface
cables (allowing you to directly control any
device you have the proper “link” with), In
game terms, interface plugs allow the player to
directly link to many types of machines, such as
cybermodems or cybervehicles. )

Interface plugs are quite common; many com.
panies will even pay for their instatlation. Quite
# few factory and construction workers now
“stud” directly into their machines. Interface
plugs are critical to people fike Netrunners
(who must have them to gain the speed and
ability to run the Net), and Solos {who use them
to operate smartguns),

result, 2 cyb d vehicie will

cally give you a +2 on any driving, piloting or
motorcycle driving skilt you are using at the
time. To modily a normal venicle to cyber.
vehicle stats costs an additionai 40% of the
base vehicle cast. E

Smartgun Link: Smartguns are modified ver-
sions of normal firearms, linkea to an internal
microcomputer, which in turn is jacked to a
human operator. A smartqun uses a small
sonic or, laser projector to lock onto the
target, scanning it thousands of times pet
second. ‘As the gun traverses the desired
target, the computer link picks up your mental
fire signal (or incoming data from the target.
ing reticule of your cyberoptic) and triggers
the gun. Smartguns are far more accurate
than most other guns; using them automati-
cally gives you a +2 to any firearms attack you
are making. The cost of adapting a normat
gun to smartgun configuration is twice the
normal cost of the gun.

Machine/Tech Link: This allows the user to
interface with (and control) any autofactory
of heavy machine operating from a MLINK-
based control system. You can also controf
small_ machines/appliances in non-factory
situations.

DataTerm Link: This co-processor allows the

user to directly access and store information

from a DataTerm, transferring it to a Times
Square Marquee, or 2 LCD screen for display
(in game terms, this allows the character to
access information as if a DataTerm were
available; even if it isn't)

=] Interface Plugs: These are the staple of Cy-

| berpunk culture. Usually installed in the bones
t| of the wrist, spine or skull, they tap into major
-] nerve trunks and interface with the neural proc-

Most people wear their plugs on wrists for ease
of use. Occasionally, a true cybertechie will
mount them at the temples (a plug head), just
behind the ears (called a frankenstein) or in the
back of the head (a puppethead). Some cover
them with inlaid silver of goid caps, others with
wristwarmers. Once 3gain, a matter of style.

Chipware

There are a wide variety of cybernetic
devices available to the man on the move
in the 2000's. But the basis for all these
newtechs is chipware (also known as wet-
ware by some), bio-plastic circuitry that
2allows the human body to mesh with the
power of silicon microprocessors,

There are two types of chipware; reflex
(APTR) chips and memoryware (MRAM)
chips. Each piece of chipware operates
exactly like the skifl of the same name. To
use chips requires two separate installa-
tions: a neural processor located at the
base of the spine, which translates the chip
data into useful information, and a set of
interface plugs or chipware sockets.

The chip itself is a smafl, transparent sliver
about an inch long, often color-coded for
identification. it is inserted into the inter.
face plug point down. It takes one turn to

change chips. You may “run” as many
separate chip programs at one time as your
current INT stat,

Exomple: My INT is 7, This meoans I con hove
up to seven different program chips operat-
ingatonetime. | could be chipped for Korote,
AV-4 Piloting, Pistol, Assault Weapons, AV-4
repair, Play Instrument and Specific Knowl-

edge: Rock Songs of the 1960s. However, |
could not use any other chips until I'd re-
moved one of these seven.

Having chipware is like having instant skills
whenever you want them. The problem is,

chipware is expensive, and limited to only
the lowest levels of a specific skill (from +1

to +3). To progress further, you would
have to have a specially designed chip built
at a higher level (not an easy proposition).
A natural skil, on the other hand, pro-
gresses by use and this increase in ability
costs nothing except time,

Another problem with chips is that unlike

natural skills, you can't

" fearn to become better.
If you're chipped for " a.

Korateof +2, you'll be at
that level of skill until
you die, no matter how
many fights you get
into.  You also can’t
combine natural. and
chipwared skills; for ex-
ample, combining a

chipped Karote of +2

and a natural Karate skill
of +5 for a total of +7.
The programmed re-
sponses of a chip will
always override natural
responses, setting the
user’s level of skill equal
to that of the chip.

Chips are best used when you need to

know alotof things all at once, butnot very

well. With chips, you can become a limited

martial artist, pilot, driver, marksman. You

can know a little bit more than you did
before about a variety of subjects,” but

nowhere near as much as you would if

you’d hit thebooks and, studied.

Reflex (APTR) Chips: These are chips for Re-

+3).

of programming restrict what you can learn
trom a chip to a relatively low level (about +1 to

In addition, a Reflex chip must adapt to your
specific neural and muscular patterns, adjust-
ing its instructions to fit your body and vice
versa (after ali, the karate master who was the
pattern for the chip might have been five foot
ten and you might be six foot three). It learns
your body movements by sampling your re-
sponses as you practice using the chip. This
process is known as chipping in and is required
before the chip can be fully functional.

Chipping in takes two full days of practice for

“Chips aren't bad. But |
they aren’t real
skills.You'll find that
out the first time you
go up against a
trained

professional.You'll go
through the routine
fine, but she'll be able
8o improvise when you
can't.”

every level of the chip. This means, for ex-

ample, if you've been
chipped for Martiol Arts +3,

. Rwill take six days of practice !
before the chip has “learned”. |

h about your body to

be fuily functional. If you onily

gettwo days of practice, the -
chip will function as a levei

+1— practice for. four days,
and it's raised to «2.

Memory (MRAM) Chips: |

These are chips for informa.
tion only, used for storage
of raw data on a speciic
subject. A memory chip
operates justlike askill of the
same type, is rated from «+1
to +3, and is applied to the
same stat as the original skill
(for example, AV-4 Tech

would be combined with your TECH stat, while
a tanguoge chip would relate to your INT stat).

in time.

flex-based skills only, such as weapon firing or
hand-to-hand combat knowledge. These Aug-
mented Programm TRCs feedloop —record a
specific neural signal from one source, record it
in memory, then use the recording to activate
a series of muscle reactions in another source.
Theoretically, these chips should allow even
the lowliest “grunt” to have the skills of a karate
master, the shooting ability of Wyatt Earp, and
the reflexes of an Olympic athlete. But the limits

MRAM chips do not require 2 previous knowl-
edge of the skill involved and have no chipping-

Chipware Socket: A smail socket used only for

VIEW FROM THE EDGE |
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CHIPS & PRICES '

Yype Price Por Lavel
ATTR (MRAM)
Personal

Wordrobe & 3tybe eeecnieeememmmms 100

sssessessaacees 10O

" 8ODY (APTR) N

IWIMMING iccscoressrsessssssnsssmees 100

INT (MRAM)

ACCOUnting .ovmstcmsisisesssncees 150
Anthropolegy csmiricsnceson 150
Slology
Setany vorroncmees $ 50
CHEMIILPY crrvsenrssrssnssrensosnsccsss $ 50
Cducation & Con.Know ........ 200

rosresasresome § SO

History ..
Know Language (cheeis) ... 200 -
MEthematied cuimsismensimeon 200

4 TTIT] QR evsersmesvorsmery . J
Programming i 300
$tach Market cvcciisoimimcmes 300
Wilderness Survivel cuimeene. 200
Z0010QY eessserssssrsseresessseorosasess 1§80
Daytimer CHIP wvicricimesmrciens 100

REF (APTR)
APChErY smsmesesiarsssssansssssess 3OO
DANCE covccrmrsrsrsmesrsrsnsassermisess 150
Driving ceommessssssesisasiessssaseneess § SO
FENCING cccsmscsrersssorssessassorsane 3OO
HaNdGUA crercsirmssiersnsosssssmine OO
Heavy Weapont winmivimiees 400
Martial Art (cheors type) ... 150
Meles ..o, caseressansessrsnsmncosses ¥ SO
MOLOrCYCI® cerrsemmeserrsecrsossriosess 153G
Operate Hvy. Machinery ....... 200
Pilot (Cyre) .cuemrcicesrmessnees 300
Pilot (Fiaed Wing) .... 300
Pilot (Dirlgible) recnimmoseronseens 3OO
Pitot (Vect.ThrustVehicle) ... 350
L 4 L —

Submachinegun .......

TECH (APTR)
Aero Tech cimcsssssererisassamens 230
AV Tech — . )
Basic Tech 200
Cryotank Operation e 150
Cyberdech Desigh ....cccriosreees 200

Gomrrech e

essssssecsaces 300 ¢

300

inserting chipware (see above). With a chipwear
socket, you can use your interface plugs to
control other things (such as weapons or ve-
hicles), while still having access to MRAM and
APTR information. Holds 10 chips.

Implants

implants are the useful little things you get
plugged in to make living easier; things
thatyou can‘treplace from a Body Bank, or
that you may want for a specific job. Note:
Motion detectors, radiation detectors, and
chemical analysers are 360° systems. Ra-
dars/Sonars are 180° systems.

DisQUILE evcsmrssmmsoresressassonorers 50
e ctronies urmemcrisssisrssnees $30
Hlact, S0Curity cviennciiicssrenens 200
Fine Ald 150
Fergery se—————
Cyre Teeh cuccssssccmessvsserss 300
PHharmMacovticals .rcoresre 200
[ Y OO ———T 71
PIck Pochet convcncrcrirsrscrsoion 150
Play Instrument w....ccmsmcmmes 130
Weaponsmith eweinmemans 300

5
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sulty can he autprut to an LU sereon, Biomoni-
tor or Times Square marquee.

-~ Volce Synthesizer: This system allows the user
to mimic any voice or tone previously recorded  Skin Weave: This enhancement uses nanoids to
by it’smemory chip. The chip can storeupto 10 weave the top three layers of skin with a dense
o) “voices”. This system also gives the usera +4 to  polymer thread. The result is a a bare skin SP of
D ioaNa? *

any Disquise sttempt (now you really sound like
the person you're imitating).

AudloVox: This systerm allows the uses to control
vocal tones, volume wud tone quality with the
precision of a musical syrthesizer. Special etfects
(reverb, tremolo, sunmain and chorel voices),
loudspeaker volumes and vocal
driay programming (for singing

damage. This snhancement Is virtually inde-
tectabie and takes about two weeks (8ody Type [
Increases by 1 each week). ¢

12, equivalent to light body armor. The process -
is relatively discreet (a DIFFICULT Awareness |
check to notice), and takes about two weeks (SP
increases by 6 each week). .

Enhanced Antibodies: These are tallored antt- |-
bodies capable of attacking the most powerful

" 50 I went into the Clinic for the treatment. They
Jommed an IV Into my arm, and mode me drink a lot
- - of horrible concoctions. A week went by. Iwas .
working on the dock when a pallet broke loose and
“trapped the foreman, I walked over, grabbed, and
lifted the pallet off him. A quarter ton. Frack.; This

.. nanotech stuff Is scaryl”

\\ : with yourself) are also possible.
N This effect adds «2 to any vocal
Performance Skl check.

Bioware
Bioware is anything which is
primarily low-impacttechnol-.

fes

,I\(\Jt‘(x,/// ) L

NasalFilters: Thrse bilters incrense Savesaganst  Awareness rolt Subetermal armor vy thie

0N Sleetnteangs of Bthes hroathgble oms torso only,
[Ty ’

Gilt Implant: This implant aliows the user to
breath relatively clean water (saves vs, poison
must be made if the water source is poliuted or
containg toxic chemicals) for up to 4 hours.

Independent Air Supply: A small artificial organ,
filed with a spongy, oxygen fixing foam. implanted
in the lower lungs, it allows an inactive character to
hold-his breath for up to 25 minutes, or an active
character up 10 10 minutes.

Mr.Studd™ Sexual implant: All night, every
night, and she’ll never know. Use yourimagina-
tion and add +1 to your Seduction checks.
Available also in the Midnight Lody version for
the distalf side.

Contraceptive Implant: implanted under the
left armpit, it prevents pregnancy for up to five
years. Available for both sexes.

Subdermal Pocket: 2'x 4° plastic pocket hid-
den under the skin, with a pressure sensitive
seal. Useful for couriers. Detection requires a
DIFFICULT Awareness check.

Adrenal Booster: An antificial gland which re-
leases adrenal hormones on command. Adds +1
toREF for up to 106 +2turns, three times perday.

Subdermal Armor: This is a mesh/ballistic plas-
tic armor inserted under the skin. To detect
subdermal armor requires a DIFFICULT

Motion Detector: Detects motion {direction
and strength) in a 20 sq.m area with a 70%
effectiveness. Can be mounted in the paim or
heel.

Digital Recorder: This unit can record input
from internal microphones, from a digital re.
cording link, a digital camera, o all three. The
unit is stored in its own subdermal pouch, and
can record up to 2 hours of information on each
chip. N

Audio/Video Tape Recorder: This unit uses
microcassettes to store input from its internal
microphone, video cam or digitai recording
link, It is stored in its own subdermal pouch for

easy access. Each cassette holds 2 hours of
information,

Radar Sensor: 100m range radar unit implanted
in shoulder, with emitter in skulf. Implant
Causes visible bulge in forehead,

Sonar Implant: S50m range sonar unit implanted,
in skull.

Radlation Detector: 10m range, 809% detec-
tion effectiveness. Can be implanted in any

body area, with a beep alarm mounted on the
mastoid bone. -

Chemical Analyser: This modification to the
nasal passages analyses smells and breaks them
down to their chemical components. The re-

ogy that is designed along
biological rather than me- -
chanical lines.

Most bioware enhancements involve the
use of nonotechnology; tiny machines the
size of microbes, which can perform surgi-
caltasksonthe cellular level. These “nanoids”
are injected into the area to be affected,
along with a supply of the raw materials
needed to perform their jobs (for example,
long string polymers which can bewoven by
the nanoids into a type of subdermal ammor
called skinweave), Powered by body heat
and nutrient chemnicals, these tiny machines
quietly go about theirbusiness, strengthening
muscles and altering body chemistry.

Grafted Muscle: This is vat-g muscle
grafted onto your own, with healing. With this
meodification, you may increase your Body Type’
stat up to 2 points, paying 1000 eb per point.

_ it can be combined with Muscle/Bone Lace.

Muscle & Bone Lace: Also known as virol
transformation, this enhancement involves two
types of nanoids. The first type threads syn-
thetic muscle through the natural muscle -
bers, anchoring and strengthening them. The

. second type wraps the bones in a light weave of

metal and plastic threads, making them stronger
andthicker. Theresultis an increase of +2 to the
character'sBody Type stat. Thisincrease is both
In strength and the ability to absorb physical

viruses. in game play, they double the rate of
healing.

Toxin Binders: These are nmoids‘deslgmd to [
bond with body toxins and poisons. This en-
hancement adds +4 to all polson saves.

Nanosurgeons: These are microscoplc ma-
chines adapted to surgical repair. Some seal off }
damaged blood vessels, while others repaie
damaged tissue, cartilage and bone with poly- :
mer microstiches, This enhancement doubles |.
normal healing time.

Cybérweapons

At the top of the Black Cyberware hit fist are
cyberweapons; hidden killing tools that can
be buried in your skin unti the moment you
want to take someone out. Cyberweapons
are normally notavailable on the openmarket
(the only exception are scratchers and
vampires), and locating them usually in-
volves going down into the local Combat
Zone, finding aFixer, and paying alot of euro
to ugly, nasty, violent people who would
normally consider you spare parts,

Boosters, of course, are drawn to cyber-
weapons like a ‘zoner to zoom dust.

Seratchers: implanted metal or carbo-glas fin-
gernails. The incredible sharpness of the mate-




v "Rippers.
' Vampires. Skin ',
grafts.
Sometimes I
think we've got!
'Y o population ‘4|
' explosion of' |
werewolves on'
our hands..."'

—1¢. "Strowberry” !
Morressey, NCPO !
. +

]

"Werewolves. :
Whoa, whatta
great idea. |
gotta work on ,
that...”,
~—Ripperjack !

Y] el makes thesn as deatdly asrazor blades (1067

2per hand damage), Scratchers cul on the bias,
requiring the user to slice crossways, not rip
downwards. Most people lacquer their scratch.
ers, making them indistinguishable from not-
mal nails (the enamel has no effect on the
sharpness). These are not considered lethal
(and therefore black market) cyberwear, and
can be purchased in any local clinic.

Vampires: Implanted langs, usually made bp of
carbo-glas or superchromed metal. You can
have a full set implanted (called the Sharkgnin
Special, it causes 106/2 in bite dsmage), of
canines only (106/3 damage). These are con-
sidered to be “decorative,” not black market
cyberwear, and can be purchased in any local
clinic. Vampires can be augmented with poison
injectors ( which are black cyberware ) for double
the normat price. .

Rippers: Longer, heavier versions of scratchers
(106+3 per hand damage). The top two joints
of each finger are replaced with a plastic and
metol sheath, in which three inch carbo-glas
claws are housed. The rippers can be extended
by clawing the hand in a catlike fashion, Most
peopie wear false fingernails over their rippers,
making them much harder to spot (a DIFF task).
Rippers are considered a form of black market
cybertech and as such is not accessible through
the average on-the-Mall clinic. Rippers cut in alt
directions, and are considered Edged weapons
for AP purposes.

Wolvers: The longest and deadliest of the

implant blades, wolvers are implanted along-

the back of the hand. When the hand isclenched
in a fist, the thin, triangular blades telescope
and lock into place, remaining extended a full
foot until the hand is relaxed. Damage is 306/

4 hand. Treat as Edged weapons lor AP purposes.

BlgKnucks: Reinforced knucklebones, giving the
fist the impact value of a pair of brass knuckles
(106 +2). This is considered a form of black
market cybertech, and as such is not accessible
through the average on-the-Mall clinic.

Slice N’ Dice: Mono-filament wire spool
mounted in end of one finger, with a weighted,
faise fingernail to- give it balance and swing.

- Monomolecular wire will cut through almost

any organic materisl and most plastics. Can be
used as a garrotte, cutter or slicewhip. This is
considered a form of black market cybertech,
and as such is not accessible through the aver-
age on-the-Mall clinic.

Cybersnake: This is a simpler version of the
cybersnake found in the Hordwired supplement.

This verslon has lar less foatures and b lienited to
making a.rake attack only. The rake has a range
of 1 meter and inflicts 106 in damage each time
ithits. The cybersnake may be mounted in any
body orifice 1° or larger, or may be implanted
in the shoulders using a special mount.

-
Cyberoptics
A combination of digital processor and
camera, cyberoptics are replacemants for
normal eyes. Cybervision is just like regular
vision, only better. Colors are brighter,
images sharper. And that’s just the start.

Want to see life as a 30's black and white
movie? No problem. Telescopic or micro-
scopic vision? Optional. Infrared and low
fight vision? Standard for Solos.

Cyberoptics can look exactly like normal
eyes, although awide variety of fashion iris
colors are .available (amber, white, bur.
gundy and violet are.very popular). Some

versions are transparent,: with glitter or -

lights swirling inside of them. Other are
superchromed for a-more “cyber” look.
Others can change eye color at will or to
match clothes and surroundings. Some.
even have tiny designer logos around the
iris. Cyberoptics with cameras or weapons
usually load from the front, with the iris
opening up when the front of the eye is
depressed.

Color Shift: These cyberoptics can shift color or
iris pattern on demand. A full color shift takes
about a minute, Mirrored, transparent, glitter-
filled or lighted versions are also available.

Infrared: Allows user to see in near total dark.

ness, using heat emissions forimage reception.

Times Square™ Marquee: Scrolling red-tetter
screen in upper edge of vision, linked to either
3 software chip readout or a radio link.
Targeting Scope: This projects a targeting
sightintothe field of vision at will. The targeting
scope will read range to specific objects, speed
of movement, bearing and _ size, as well as
providing several types. of scope reticle for
aligning weapons. When chipped into 3
smartgun, the scope.will match the targeting
sensors of the gun with what you are looking at,
then flash a “ready signal” when the target Is
acquired. In game terms, this option allows you
to add +1 only to smartgun attacks.

Antl-darzie peotection: Auto stepdows com.
pensates for harsh sunlight, flares, etc., neutral-
lzing effects from strobes, flashbombs and
bright headlights. Néver need sunglasses again.

Low-Lite™: Allows user to see clearly in dim
light conditions, down to very faint moonlight
or distant streetlamps,

image Enhancement: High-res graphics capa-
bility allows user to enhand e and refine Images.
viewed. When aciivated, increases Awareness
skill by +2, allowing user to pick up visual cues
In greater detail.

Thermograph Sensor: Allows user to see heat
patterns of objects, people.

Cooler things show up as dark to

light blue, hotter things as red or

orange, and the hottest of all as

yellow of white. Used to

distmgu-shduﬂemg heatsources

through light structural material,

or the presence of cybernetics .
(which are always cooler than

normal body temperatures). Can

also determine the. operating
time of certain machinery by -
measuring its cooling gradient.

Dartgun: One shot dartgun.
Range of 1 meter, +2 WA, Poison: dart will
penetrate up to SP6 automatically, SP8 $0%
chance, soft armors only. Takes 3 spaces.

Micro-Optics: This Is the equivalent of a labo-
ratory microscope, allowing the user to see
microscopic images, such as fingerprints,
scratches on locks, etc.

Teleoptics: This is the equivalent of a 20x
power telescope, allowing the user to see dis-
tant objects clearly,

Vitra Violet: This system allows the user to
perceive images irradiated by ultraviolet light,
ortodetectfiorescent powders or tracing agents,

of to use ultraviolet flashlights (indetectablé by

normal optics) for illumination.

MicroVideo: Thisis a cyberoptic mounted video
camera which records its view on an'i |

*The worst part of
cyberaudio is when
you hear what you
- really wish you

hadn's. 1 used to be
a whole lot less

’ qnlcal before 1 got
-my Kiroshils"

internal LCD screen. As new pictures are taker,
the previous ones are erased.

Cyberaudio

Cyberaudio systems patch into the audi- |
tory nerves and speech centers of the brain,
This eniancement affects both ears, and
also includes a subvocalizing mike on the
mastoid bone, There s no visible change to
the outer ear, although sorme cyberpunks
replace the outer ear with a set of mechanl.
cal speaker plckups for max effect.

Radio Unlt. A microminlature radio transceiver,

usually mounted at the base |

of the skull and using your
fillings as the antennae. Itis
activated by clicking the teeth
together sharply. To talk,
you merely subvocalize
‘ {mutter under your breath),
“Reception -is' carried out in
one of two ways: 1).a re.
ceiver directly vibrates the
mastoid bone, giving you a
- smalt tinny voice in the back
of your head, or 2) linkedto a
cyberoptics Marquee option,
incoming messages are
flashed into the upper edge of your field of vision
a3 red scrolling letters, in game terms, having a
radio implant gives you the ability to talk to any |
receiver on the same band frequency forupto 1

~Kestral

mile, lulsommyouocasbmﬁygetsomeom 5

eise’s radio messages.
Phone Splice: An Imptoved radio splice, this
plant is wireg to directly to your

personal cellular phone. In practice, it allows you |

to do everything the radio splice does, but you
must have your phone within.3 meters of you,

anditmust already be turned on and the number

RIS
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"l can see for |
miles and miles
and miles and V|
miles and '
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'
—The Who 1,V
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1
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me... "§i”

Touch me...KlIl ' [}
[] A

me..." V {7]

L

—Sarah 0' Connor 1 |1
Iribute to Tommy, §[°
Yy
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dialed. Audio splice is commonly used by busy |

Corporates who want to be able to answer calls, |

-evenin ameeting. Oneof thebiggest advantages
of audio splice is i’'s range—anywhere your
phone will go, you can go. Even the Moon.

ECM Scrambler: This Implant |

video tape (20min). This recorder can aiso be
downloaded through interface plugs to an
external source. Takes up two option spaces.

. Digital Camera: This cyberoptic mounted

. camera takes up two option spaces. Up to 20

images can be recorded on the built-in digital
¢chip and downloaded through interface cables
to an external recorder, Internal recorder, or an

your
ndtoorludbiplkewnhascnmbler 50 it
cannot: be listened into. In game terms, this

makes all radio or audiasplice communications |

private, unless the Interceptor has a descrambler |-

unit and & lot of time on his hands.

Bug Detector: This mini-receiver is designed to

pick up signals transmitted by all types of radio ‘

bugs. When the bug is active, its transmissions

S
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"It's one thing to'
smell the fear on'
." your opponent’s "
skin, But it's,
i another to get a
, four-color d}gltal
readout of his'
.' terror; a full l.
: spectrum
v recording of his -

, lies and ¢vaslom
os he desperately’
tries to save his'

life..."y

. ’ 1
o —Morgan Blackhand ,

1
“In the Future,!
t  there's no place,
to hide from
yourself...” '

—Lyle McClellan, }
I Network 5S4

make a small bhesping noite in the back of your
head, getting leswler asyoriget closer tothe by
lngame terem, thivipves yinsa a oul of 1O Chance
{roll 1010, choose yowr ux numbers) of detect-
ing any bugs within 10 feet of you. A normal
option tor Corporates, Fixers and Solos.

WearMan'™: A vanant ol the radio splice, the
WearMan mounts twin vibration speakers on your
mastokd bones, making your dall into a audio
systern of coneert halt ruaslity. A tiny chip mounst
wired o the eardobe allows youto phag i a vanety
of muwc chips, afl fashioned to look kke earnnqt. Or
YOu €an plug I citect 1o yoaw mitertace phays, Each
chipy cotann abwt 100 s, Sades tiowns aees fant-
forwanied by upiersnw) the earring gently, once
pet selection. When the chip is removed, the
WearMan tums off. A teenybop fave,

Amplified Hearing: This system improves hear-
ing and sound recognition ability, adding +1 to
any sound-related Awareness check.

Voice Stress Analyser: This system acts as a fie
detector, detecting: minute changes in vocal
patterns and tones and compating these to-a

‘pre-recorded set- of parameters. You must fiest

use the analyser on the subject while he/the is iy
an unstressed situation or is teiling the truth, All
subsequent tests will give you 2 +2 o Human
Perception or interrogation skifl <hecks on that
particutar subject.

Sound Editing: This system allows the user to
edit out distracting noises or “zero in” on a
particutar sound. Activation of this system adds
+2t0any sound-related Awareness check. Sound
editing can be usedin conjunction with Amplified
Hearing or Enhanced Hearing.

Enhanced Hearing Range: This subsystem al-
lows the user to hear tones in the subsonic and
SUPersonic ranges.

Radar Detector: This system produces a loud
beep whenever a radar beam is encountered. It
also has a 40% chance of trianguiating the
source; when the direction of the beam is
determined, the beep changes to a clear tone.

Homing Tracer: This option aliows the charac.
ter to follow 2 homing tone broadcast from an
external sender. Range is 1 km. The tone in.
creases in volume as the user gets closer to his
target. The homing tracer comes with two
senders, about the size and shape of a pin. Extra
senders cost 25eb. each.

Tight 8eam Radio Link: This option allows tight

w1 beam radio communication for up to | mile, as

Inng as both parties are within line of sight to sach
other aned 0ot blos e Ly any oljes E ke B
[RIVEN

Wide Band Radio Scanner: This option auto-
matically scans all major police, fire, ambulance,
and Trauma Team communication bands. The
user can set this scanner to cover one specific
band, downloading any incoming messages to
his own internal radio link or Timaes Squ.ue
marques,

Micro-recorder Link: Downloady anythineg hearel
by the user 10 either an internal or external (via
nterface phigvy soumd recorder,

Digital Recording Link: This option allows
anything heard by the user to be recorded on an
internal microchip (2ws). Recordings can be
downloaded to an internal recorder or via inter-
face plugs to an external recorder. .
tevel Damper: This system automatically
compensates for loud noises, such as stun-bomb
attacks of sonic weapons. Characters with this
option can ignore all effects of these weapons.

Cyberlimbs

When the mani on the Street thinks of cyborgs,
what he thinks of are artificial imbs; whirring,
glittering metal constructs of steel, wire and
microchip circuitry. Although real-arms, legs,
and organs can easily be grown in bio-tanks or
replaced from bodybanks ata muchlower cost,
artificial limbs are still a popular fad of the
Cyberpunk future. They are chromed,
airbrushed, jeweled, lighted, and even sculpted
in the pursuit of true cybertech chic.

Under all the designer fashion, the standard
cyberlimb is an aluminum and steel basket
framework, with artificial myomar plastic
muscles controlling motion. The joints are
stainless steel. The cyberlimb plugs into a
special nerve interface jack mounted in the
flesh above the limb, while the main unit is
coupled to a metal and plastic cuff around
the meat part of the limb. The cuff is usually
placed atthe upper bicep/thighor the elbow/
knee, however, arms may also be attached to
an artificial shoulder (see below), and
anchored to an external arm mount.

Cyberlimb Myths & Abliities
The popular myth about cyberlimbs is that
they enable their owners to perform all
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kinds of superheroic feats. To a point, it's
true; cyberfimby can be designed with
boosted strength and speed, using synthetic
muscle fibers and silicon chips. What you
won't find are people running at 200 miles
an hour, bending steel bars with their hands
or throwing Volkswagens around. Why can't
you go around lifting cars and punching
down walls like the cyborgs in the comics?
Simple physiology. The replacement limb
must be able to work-in concert with the
remaining “meat” parts of the bady. Even it
your armwas ten times stronger than before,
the back and shoulder muscles supporting
that cyberimb wouldn’t be—and they'd
shred long before the artificial muscles did.
8ut within limits, a cyber-equipped person
can do some pretty impressive party tricks:

Crushing: A cybernetic arm uses synthetic
muscie. fibres instead of flesh and blood.
They don’t get tired, and they don't feel
pain. They are alio much stronger than
normal muscle tissue. This gives acyberarm
tremendous gripping power. All cyberlimbs
can easily crush light metals, woods and
plastics. They can crush glass and plastic to
dust (aithough they can’t crush lumps of
coal into- diamondsl). In combat, any
crushing grip with a cyberarm will do 206
damage.

Pain: Cyberarms never grow tired, allowing
the wearer to hang from high places
indefinitely. You can tum off the touch
sensors with the flick of a mental switch,
eliminating pain and allowing you to per-
form feats such as reaching into raging
fires, dabbling in tanks of liquid nitrogen,
and picking up red-hot pokers. A gunshot
wound to a cybertimb has no pain effects;
you don’t have to make a saving roll against
shock and stun. p

Damage: Cyberlimbs can take (and dish
out) a tremendous amount of damage, so
much so that they are treated like machinery
for the purposes of game combat, Al
cyberlimbs can take up to 20 points of
structural damage belfore they are useless,
andup to 30total points of structural damage
before theyare destroyed. Acyberarmpunch

- does 106 damage to-its target; wall, car,

someone's head; no matter. A cyberleg kick
will do 2D6 damage.

CYBERWARE

Leaping: Cyberlegs employ powerful pls-
tons and microservos, backed by bundles of
synthetic muscles. With a pair of them, you
can leap tremendous distances. Characters-

with paired cyberlegs canleap 6 metersstraight
up, or make a running jump of up to 8 meters.
Optlons I LK
These are things which can be done to a y  "So lkicked off |
baskc cyberlimb to Improve Rts strength, fi ' 1 e
damage capacity, or lexibility. Inaduitionto || 1 th d':: fand
these improvements, artificial shoulders can ’ Jumpe e gap ‘. ..
be mounted at waist level to provicde extra || . between' | .
arms. A cyberiimb can hold up to 4 options rooftops. | |3
or built-ins. Ahand or foot is consideredto || | Whammo. My ||
be one option {Cyberiimbs automatically |1 1 right cyberleg,
come with bask foot modules.) 1 punched through M
Quick-change mounts: These afiow the userto || ! the cheap ‘crete, 2
change cyberlimbs withoutusing tools, Thetimb '] | @s I hit the other |*
l(:cprn ttmn::' Mdd‘c:\‘dbn‘ﬂh hg to t:z » ,’d¢.
sing a cat t i
feft. Quick-change mounts may also be used at . 'R“Kh:”, 0:‘ ‘Ln’d .
thewristor ankiejointsto allow a varietyolhands || , = grabbed a g'
of feet to be used, To calculate HL, average the [| ~ pipe to keep from! y
HC’s of all the options you're using with the | V' fallin', and my!
mount, then double k. ,.l ) tybefhanch. :
Mydraulic rams: Common to Soviet cyberwear, |1 | crushed it Into a;" |
rams ace bulkier and heavier than myomar fibers L | metal, |
(the limb will not pass inspection as real no [ | Pnue,m,u“' Y
matter how well covered by Realskinn™), but | wasn't m b
€an take more damage (30 SDP to disable, 40t0 [} AN
destroy). Limb strength Is also Increased (3x [10) night..." § ;
crush, puﬂch and Iddung damage). 7‘
, ‘ —Ripperjack! |
Thickened trands: These give limbs | : Y
greater strenglh (2x normal damages) and | {
durability (+5 SPP). Leaps are increased by 50%. |
Reinforced joints: These are made of titanium |
steel instead of staintess, and add +5 SOP to the
cyberlimb,
Artificial shoulders: These are swivel jointswhich |;
-canbe d to a back d frarne. This

allows up to two extra arms to be mounted at-
waist level. The unit has an SOP of 25.

Mi & EMP shielding: Protects your

cyberlimb from electromagnetic puise and
microwave attacks. Shielding may be placedonany |
type of imb no matter what covering is used; R is |7
placed internally, using up one spacein the imb. |

Coverings: While aft cyberlimbs come in a
stripped or uncovered state, they can be cov. {24
ered in 3 variety of ways. The cheapest method
is a plastic covering, available in-a variety of
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! "Two optional .
hands, including
a tool model.

¢ Cybermodem up -,
the bicep, with a'
popup 9 mm. .

¥, Jeeze. Guy's left o
arm looks like a,
frackin' Swiss

b Army knife...”
“Shaddup and .

o ’. help me loot the A
: . body, Ripper."’

.: ~Ripperjack’ !

.
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colors, with aithrushing, or transparent with
mbedded ghis s holography A plastic
covenng may aho be dvomed (a popular
option), uf covered with a metallic skintinted in
golds, blues, greens, reds of sitvers. The most
expensive option s Realskinn™, 3 flexibile plas.
tic that looks very much ke skin; with follictes,
haits, small scars and imperfections, it has a
F50 chancs of PINg a3 3 “meat” limb 1o alt
it the ¢ losest impection

I benr ot 3 covening, the cyberlindy can be
armoresd) wath Keviar and balinhie plastic. Thy
armar covenng protects the limb with an SP of
20 Hhowever, you may not cover of chrome an
armaored lunb.

Hands & Feet

The basic cyberlimb comes without hands
orteet attached: these are purchased sepa-
rately, allowing the user to tailor the limb
to his or her specific needs. These'partscan
be- changed by unfastening a series of
connection boits, and reconnecting the
new hand or foot (taking about four turns),

No, you can’t put hands on legs and vice
versa. Get a fite.

Standard Hand: This resembles a normal hand;
four fingers and a thumb. The hand is covered,
superchromed of armored as part of the arm.

Ripper Hand: This is a normal hand with ripper
blades mounted in the upper hand and wrist
area. .

Hammer Hand: This hand is made ofhardened
titanium and has a powerlul explosive shell.
driven ram that acts like a jackhammer. You
punch, the shell goes off, driving the fist for-
ward with incredible veiocity and power (1010
damage). A port in the top ejects the sheit and
opens to receive a new one (replacements cost
leb).

Buzz Hand: This-hand can be pulled back to
reveal smoll, spinning mono-wires around a
titanium hub. The high speed “weed wacker”
shears through most materials like butter.
Damage 11 2D6+2, soft armors reduced 2 pts./
hit.

Tool Hand: This hand’s four fingers conceal
small microtools: 1) screwdriver with change-
able heads, 2) adjustable wrench, 3) battery-
powered soldiering iron,” 4) adjustable socket
wrench. The lower edge of the palm i hard-
ened to make a dandy hammer.

Grapple Hand: Thishand's lingers axtend back.
wardatocreale afive fingerediicowling grapple.
A small spoot in the wrist contains 30 meters of

fine, super strong line capable of supporting
200 1bs,

Extension Hand: This hand can extend from a
telescoping wrist mount up to.1 meter. Can
support up to 200 Ibs,

Sptke Hand: Ths haned containg . hardened
Bty spuke which telesropes out of the wiist

andd theonghy the lower palin. Can be Polsoned

andisuefultor climbing. Damage is 1D6+3 AP,

Modular Hond: This unit contains 1) Drug
injector, 2) 1 meter garotte line extending out
of fingertip, 3) One-inch monomolecular blade
for cutting, 4) Picklock. In addition, there is a
2°x2° Palm Storage Space.

Talon Foot: Thisfoot can extend narrow blades
similar to scratchers for 106 damage. Treat as
Edged weapon for AP damage.

Tool Foot: The toes of this foot contain m
screwdriver with changeable heads, (2) adjust.
able wrench, (3) battery-powered soldiering
iron, (4) adjustable socket wrench, (5) wire saw
blade. '

Web Foot: Extends thin webs from either side of
foot, as well 3s webs between toes. Doubles
normal swimming speed, plus add +3 to swim-
ming skills.

Grip Foot: Toes of this foot can extend and curt
around a 2" bar, The soles are covered in a tacky
rubberized materialfor increased traction. Adds
+2 to climbing skills.

Spike Heel: A 6" spike projects from the heel of
this foot, allowing the user to make deadly rear
kicks (damage is 206AP). Can beé used for
anchoring or climbing.

Built Ins

These are options which are constructed
within the cyberlimb for specific tasks, Like
most cyberweapons, they are designed for
maximum concealability, and have a 60%
chance of passing a casual inspection if
covered with Realskinn™ or a suitably real-
istic covering.

Cybermodem: This option allows the user to
carry a small (and very expensive) cybermodem
with him at all times. The modem must be
jacked into a2 DataTerm, computer or other
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telecommunications line in order to be ued,
Power (for up to 3 hours) Iy provided by a
rechargeable battery (recharges in 1 hour), or
through an external power cord. Program chips
are changed through an access port in the limb,
The cybermodem is directly jacked into the
nervous system through its own Internal cables,
and does not require external interface plugs.

Cellular Cybermodem: This very, very expen-
sive verson ol a cybermodem allows the Netnan.
net Lo interface dicectly with the Net withoot a
direct telecommunications ok, A “CeliCyb” can
only be used in a-major city (population greater
than 100,000) where a cell net Is present. i used
while in 3 moving vehicle, there is a 25% chance
each turn that the connection will be broken and
need to be re-established in the next turn.

Digital Recorder: This unit can record input
frominternalmicrophones, digitatrecording links,
digital cameras, or all three.

Audio/Video Tape Recorder: This unit uses
microcassettes to store input from its internal
microphone, video cam or digitatrecording link.

Storage Space: This is a 2x2x6 inch storage
space with a locking cover..

MiniCam: This is a small digital camera which
pops up from a mount in the upper arm. Internal
chip stores 20 images and can be easily changed.

Mth:Apopupv‘deoamerawMszcmﬂes
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Combat Cybermodem

Reliability .is-60%. On a successful roll, the
difficulty of a repalr task is reduced by -3 (you

know what's wrong, and you just have to fix k).

Cyberweapons

One advantage of cyberlimbs is the ability
tomount weapons within their framework,
Most cyberweapons of this sort are de- e
signed for steaith and concealability, rather : y
* thanrawfirepower, and have a60% chance |}
of escaping detection when hidden under [
Realskinn™ or other suitable coverings. 13
Weapons include:

Popup Gun: Thisis a standard automatic hand-

that can store up to 4 hours of recorded images. g N d s
gun concealed ln & cyberarm. The action is {3
Hidden Holster: Leg only. A hidden storage space ~ Mounted inside 'a pop-up housing which Is POPUP GUN SIZES
for holding one autopistol and 1 clip of extraammo. - covered when not In use. For'this reason, you [l v .Weak to Weak:
The size of the leg (based on Body Type) limits the  Must always remember to uncover your arm fi: Light Pistol only
size of weapon which may be stored. when using a,popup. Clips are inserted In the E
side of the actlon; popup guns. are designed to }i Average to Strong:
V.Weak 1o Weak ........o.rennns Light Pistol use caseless ammunition only. The'size of the [<] Medium Pistol or Light SMC
AVErage 10 Strong .............Medium Pistol  cyberarm (based on Body Type) limits the size 3
Very SUONG ..cuseeresssusossssenss Heavy: Pistol of weapon which may be mounted (similar to [} ‘Very Strong:
Very Strong .. ..Folding Shotgun  hiddenh ) Note: you may electtomount 121 Heavy to Very Heavy Pistol,
(2sht,}/2 range) ~ any pistol of the correct size listed in the ¥l Med. SMG or built-in
_ Outfitting section. A light SMG equals a Med. Shotgun (2sht,,1/2 range)

LCD Screen Readout: This 2°x4* TV screen can

display color graphicimages. itis normalty covered
with a transparent screen guard. Images can be
taken from digital recorders, miniyids and
minicams, and cyberoptics. A cable can be
extended from an AUX poit and plugged into
any standard interface plug to transfer images
from else’s cyb lcs of recorders.

3 Cy e

" Techscanner: This devl‘ce can be hooked up to
the diagnostic systems of most vehicles, appii-
ances and personal electronics to determine

ey ) tolmch heeakd,

P problemsandt

pistol and a medium SMG equals-a Hvy. Pistol
for this purpose,

Flamethrower: This is a smalf, high-pressure.
flame jet with a range of 1 meter, and 4 shots,
Damage is 206 the 15t fnd., 106/2 for 2 mds. .
afterwards. Solt armor is reduced 2 levels per |
attack. :

Micromissite L her: This | her¢ L
four miniature missites (explosk ipped gyro

\!

P ¢ tipp
rounds with heatseeking guidance and steering
vents). Like the popup gun, the micromissile '}

PRI
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taund hee n stored in the limbs amd pops out when
needed, launching two missiles per uin. The
missiles ore sell-guided (+2WA) and can follow a
target through one direction change of 90° or
less, giving them the ability to track around a
comer (3in 10 chance of losing target). Reloads
cost S0eb each. Damage is 4D6 per missile,

‘| range 200m.

Grenade Launcher: This launcher is a moshtied
WPPOrt grenade tauncher, stored in a popop
mount. One grenade (you may use any standard
type) is storetd in the launcher; & retoad may be
dropped in altec the liest one i uved. Nuote: ¢
starudared Morage space can hold 2 grenade.

Weapon Mount and Link: This is an heavy duty
hardpoint mounted either on the underside of a
cyberarm, the outside thigh of 3 cyberimb, or
the top of 3 shoulder. You may attach externally
mounted versions of standard weapons to this
mount, jacking their control cables into the side
of the hardpoint. You may not wear armor of
clothing on the limb while. the mount is in use.
Available weapons include:

Crenade Launcher

Micro Missile Launcher

Externally Mounted Autopistot (based on
body type) R

2 Shot Capacitor Laser: This micro laser is
designed to produce a very powerful pulse of
limited duration (306 for each one second shot).
Range is attrocious (10meters), and recharging
requires plugging into a power socket for one
hour. However, it can be a particularly etfective
weapon for assassination of silent attacks. WA=+ 3

Linear Frames

Linear frames are the 2020 version of the
exoskeleton, An exoskeleton is basically a

metal framework with synthetic muscles
' for movement; you sit in the exoskeleton

and steer while it does the work. Early
exoskeletons were rarely used for anything
important; clumsy and hard to control,
hapless operators often tossed half-ton
cargo modules through walls and ripped
loading doors off hinges. It was not until
the advanced bio-feedback systems of the
2000's that the more practical linear frame
could be developed.

A linear frame resembles a suit of con-
toured metal body armor. The frame is

arafted onto your body, while iy systems
are directly neurolinked to your muscies
and bones. Linear frames are designed to
take over a percentoge of the load, while
leaving you enough “work* to allow you to
gauge how much you're lifting and main-
tain control of the weight.

For example, if you exert enough force to
hlt ten pounds, the linear frame provides
no more powet than would be tequired to
move its own buik. If you lilt' s hundred
pounds, the linedr frame splits the differ-
ence, lifting 20% of this mass so that you lift
80 Ibs. If you lift 500 pounds, the linear
frame takes 80% (400 Ibs), leaving you to
iift. 100ibs. At the top end of the scale
(almost 1800 Ibs for Linear Q), the frame
lifts 90% of the weight, while you only lift
about 180ibs.

But hey, you didn’t come here for a physics
lesson, right? You wanna know how much
you can pick up and throw around.

Linear frames come in three strengths.
When using the linear frame, you will use
its strength value instead of your normal
Body Type value for any fifting, bending,
carrying or breaking task. Remember; for
all their advanced construction, implanted
linear frames are still quite heavy (50-100
kg) and bulky. You can’t swimin them, and
they have a -1 penalty to your REF. But if
you want to toss a car out of the way,
they’re just the ticket. All linear frames fift
50x their Strength value. (Example: ¥ can
dead lift 600 kg.)

Strength  Damage Modiflers

frame

Linear I 12 +4
Linear {§ 14 +6
Linear Q 16 +8

NeOmegs Aaeta SeSigms

Body Plating

Body plating covers any situation where
armored plastics and metals are layered over
and directly anchored to the skin, The armor
Is microscopically porous, allowing the skin
underneath to breathe, and made by
sandwiching an ablative plastic shell with
energy absorbing microcellularhoneycomb,

Body plating duesn't make you any muhger
or faster, but it's perfect for the cyborg
who wants all over protection all the
time— and doesn‘t care who knows it. it is
the ultimate expression of the "metal is
better than meat” philosophy; the body-
plated look more like robots than they-do
humans, and are impervious to most of the
physical damage that besets us mere
mortals. Body plating aho inchudes spe-
clalized mounts lor sensor as well 4y body
armor.

Body plating is sold in parts, each coveringa
specific area. It may be placed directly onthe
skin, orlayered over alinear frame exoskeleton
for the ultimate in cyborg chic.

Cowtl: This is a body plate that covers the skull,
It Is anchored by minibolts to the scalp, and
resembles the old skullcaps from bad science
fiction or fantasy epics. SP=25.

Faceplate: The standard faceplate covers the
entire face, with ports for breathing, eating and
seeing. The armored plastic material is woven
with fine myomar muscte fibers and is relatively
flexible. Facial nervelinks altow limited {and
somewhat stiff) changes of expression. This
modification doesn’t hove to be ugly; many
people find the silvéry contours and smooth

features quite attractive; somewhat like the

“sexy robot” airbrushings of the late 20th cen.
tury. However, many cyborgs like to have their
faceplates sculptedinto bizzare and often fright-
ening images; monsters out of , OF
terrifying robotic shapes. It's up to you. $P=2$

Torso Plate: This section covers the entire
upper and lower torso, back and front, with
expansion joints at the sides, groin and waist to
allow free movement. (SP=25) Reduce your
REF by -3.

Front Optic Mount: This mount allows up to -

five cyberoptics to be Installed in 2 shieided
cluster in the upper face. The eyes are removed
and the orbital sockets used to mount the
receiver hardware for the optic mount. Optic
mounts come in several styles: there are thin
visor slits (ala Robocop), rotating camera clus-
ters (like an old fashioned movie camera), or
one main optic with smaller ones arranged in a
chrcle around it. Needless to say, this really
‘screws up your attractiveness stat, automatl-
cally reducing it to -1,

Sensory Extensions: These are flattened an-
tennae and optic mounts, about a foot to two

VIEW FR

feet long. A single cyberoptic and & micro-
phone are mounted in the tip, allowing you to
observe things around corners without sticking

your whole body into the iine of fire. Sensory |-
“booms” are usually mounted on the head or |

on the upper spine. -

Running Out of
Cash? |

just about this time, you're starting to look
-over the list of cyberenhancements, and
you're thinking, "I don’t have the kind of
Eurobucks 1| need to swing this newtech.”
Atthis point, you have to ask yourself “"How

desperate am 17 Am | really hard up enough |’

to risk death and dismemberment just to
get a lousy cyberarm?”

Sure you are, °

The truly desperate turn to desperate |

measures. In this case, you can hire yourself
out to someone who can afford to buy your

Join the (Covert) Military

Become a fighter in the Cyberwars, serving |
your country’s armed forces with distinction |-

andhonor aspartofits secret Elite Mechanized

Combat Forces (Cybergrunts, to you). See [}
pain, torture and death close up, as you |

participate in any one of a hundred covert

“police actigns™ worldwide; protecting
“pational interests”. Of course the [

Cybergrunts don’t exist. Of course your
country doesn’t send teams of heavily armed
Covert agents into other countries to kill and
“foment revolt. Of course they’re not going
-to let you quit when you want to. '

Take Up a Life of Organlzed
Crime

The word on the Street is that the Mob is

alive and hiring. Swear alleglance to one of !
the big time organized crime Families and 5,

you'll never lack for cybertech, The only
catch is, you have to do “work * for them,
Bill collecting, Assassinations. Murders.

Mob wars. The Families of 2020 have a [
- fong and honorable tradition that goes |

back into the early twentieth century:
nobody ever quits the Mob. Ever,

=

cybernetics for you. Selecting any one of |/ 1
the following employers Is worth 10,000 |
Eurodollars in cybernetics, free of charge: |

CYBERWARE

! "By the second
\ tour, | didn't
| mind too much,

" We were makin'

¢ - good time

! " against the
| Sandies, and the
new cyberarm

” paid it's way in
1 the first two
 firefights. Then
i the recon AV
went down over

I some little
I pesthole in the
_Nicaraguan
Jungle, and
when | woke up
again, | was

|
., legless from the

hip. They gave
me a cholce—

! disability with a
| wheelchalr, or
two legs and
another tour,
You can see how
{ went..."

—Ripperjack
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"We own you, :
Banner. Body
' “and soul, We'
don’t care how
much metal you'
have, or how'

.: many friends you 'y
X can call on. !
, When we want '

, - you, you better:
¥, come running, R
,-ond you'd bener'

' pray that we
) _don’t have to .
V., come looking for R
1 you first. Because
1. you're Company
i‘property, and we ,
¥ can do anything R
we want with ,

T you...”

1]

]

] ) '
' —B8oardroom , '
' ‘conversation,
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Soll Out to a Corporation

joim a Corporation and see the world.
While you're atit, they li bankroliyou
for ten thousand doflars in newtech,
Butremember, withallbusiness deals,
there’s a price. In this case, you have
toworkfor the Corporation, Thejobs
you qet to do are all the fun, suicidal
ones on which they don’t want tn
waste ther good people:. exe utive
kidnappings, black. operations and
espionage minsions, It you're really
hicky, you'll even get to be a gruntin
a Corporate war—yols know, the
ones that .make. Vietnam and
Alfghanistan ook like picnics, where
you get to defend the Corporation’s
interests in some backwater helthole
with a population of natives you're

suppressing.
Big business is fun. .

The Catch

Like most "free” offers, these employment
opportunities are boobytrapped in creative
and dangerous ways. Each requires thatyou

work for an indeterminate amount of time )
(forever) for people you may not like.- Youll

have todowhat they telt you, no matter how
cruddy, dangerous or suicidal. ' Like most

powerful people in. the Cyberpunk future,

they don't like to be crossed, and have a

variety of awful ways to ensure your

“cooperation”:

~ Hostages: To ensure your good behavior, the
controliing agency is holding someone you
care about hostage. You mess up, they die—
Of worse

Blackmail: Somewhere.n your past, you did
sometiung you can’t atford to let out, it could
be as small as cheating on your taxes (with a
20-year joil term), of srmurderrap. it may even
be fictional—created by your nets employers
to make sure you toe the line. Are you willing
to take the chance?

Sabotage Chipware: To make sure youstayin
line, the controlling agency has buried lethat
glitches in your cybernetic software. Thingsto
make your heart stop on commiand. Programs
that give you blinding headaches if you refuse
to follow an order.

Monitored: Your employers have implanted

" tensors or other monitoring devices on you~

7 just to ensure your loyalty, You can’t say or.do
anything without them knowing. You can't go
anywhere without them finding you. The :
worst part.is, you don’t know where in your S
" body they've hidden these devices, - :

Command Kill: Areally vicious sabotage chip—
onthe command word, you will kill whomever
youaredirected to kitl—without control; regret
or mercy. Your mother, Your lover. Your cat.
Anyone. :

Company Safeguard: Another nasty. sabo- ,
tagechip. Youcan'twillingly harm any member E
of the controlling agency—to do so will cause
you excruciating pain. To continue will cause
even ‘more. pain, culminating in full heart
stoppage and a screaming death,

Remote Detonator: One of the favorite corpo-
ratetricks, lhkiuvmﬂm(kogeolhmex;ioﬁve
buried somewhere in your body, activated by s
remote radio signal. You don't know where they
putit.ﬁ\exammcan‘lﬁndk.andlyoudidgo
mndbokhg,you‘reﬂdytomitoﬁ(w%),
Wanna bet your life, cobber? .

Sounds fun? Remember, if you join one of
these groups, any one (or more) of these
litthe goodies applics directly to making you
a puppet of your employers. What you are
forced to do, and what they hold over you,
isup to the Referee. He doesn’t even have to
tell you. You don't have a choice. You just
sold your soul.

Welcome to 2020, smartboy,
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| "It's o clean cold \
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Making the kill, ,' :

Solo.”
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"Frag that. |
These guys kill
people for a

living. The only
place where a
gunfight Is

romanticis ina'

James Bond |

novel.” .

—Morgan Black-
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" Savage threw '
¢ himself .
. agalnst the
-wall as the '

=7 o

- wall and cut
loose—

FRIDAY

NIGHT
FIREFIGHT

Friday Night Firefight (FNFF) is a
weapons combat system for using
modern, futuristic and archaic firearms
in Cyberpunk adventures, It's designed
to cover all major elements of weapons
combatin an easy to use format, aitow-
ing realistic firetight action without
resorting to lots of tables and charts.
FNFF also covers melee weapons, hand
to hand combat and martial arts aswell,
alfin a simple system that allows you to
use strategy over firepower.

There's a lot of vague ideas and theories
about modern weapons encounters—
most of them from the Hollywood
Never-Empty-Six-Gun-Schoolof Armed
Combat. These misconceptions have

crept on little flat feet into the design of
many roleplaying games, leading to char-
acters who can be repeatedly shot with
large caliber handguns until they run out
of “hit points” and who can fire Ingram
MAC-10’s one-handed and hit with every
bullet.

In otherwords, good, clean fun.

FNFF is not good, clean fun, Most of the
data herein has been complied from bailis-
tics reports, police data, FBI statistics and
other not-clean fun sources. These sources
tend to point to a couple of basic truths
about firefight combat.

80% of most gunfights occur between

untrained amateurs at a range of 21 feet.
40% of these raging gun battles happen
within 8 feet or lesst Most (60%) occur in
dimly fit and difficult conditions— dark,
rainy alleys, with both participants panting
and out of breath, pausing momentarily to
snap off a badly aimed shot at a lleeing
shadow, then ducking ba k for.cover 1ty
are surprsingly tare. When they do oo
(assuming a facge caliber weapon's in.

this roll where applicable.

INITIATIVE= ROLL 1D10+REF.
HIGH ROLL FIRST.

Exomple: Players A, 8 and C ull have REF stats
ol 10. Aroliva S, Brollvun 8, and C roth g 2.
Turn order will be 8, thew A, then €

why are we telling you
alf this if we don't in-
tend for you to go in
there with guns blaz-
ing? ‘i a large caliber
handgunis truly some-
thing to be respected,
whowants tolose character after character
untit they get the point? :

Here's where we getinterfaced, gangboys.
We've made this edition of FNFF simpler,
faster and more direct, 50 you can concen-
trate on how to fight; how to win every
encounter (you'll only get to lose once).
We're going to give you all the tips we've
learned over hundreds of our own encoun-
ters, plushottips from cops, combat grunts,
SWATmasters and other veterans who've
put it on the line for real.

1t's true— a firefight is dangerous. But yo::
can handle it. That’s why you're Cyberpunk.

THE BASICS

Rounds & Turn Order

Combatin FNFF is divided up into rounds,
eachrepresenting @3 seconds. Everyround,
each player gets to do something. The
order of the round is based on an inititative
toll of 1D10 plus the players REF stat, with
highest rolls moving first to lowest rolis

player A, then B, then C,
Player A decides to wait
until ployer C hos moved
from cover, then take his
shot. 8y waiting, the new
turn order will be 8, C
then A.

Party Initiative
You may want to speed up your play by

the party leader and have him roll initiative

for the whole group. His roll is added to REF ::
scores of everyone in the group to deter- |-

mine when each member of the group will
act, .

The Fast Draw or Snapshot

By declaring a fast draw (aka snopshot) at
the start of the round, you automatically
add +3 to your initiative roll, taking a -3

penalty to hit (you're rushing into combat [

instead of preparing carefully). You also
may not take advantage of scope, sights or
other aiming advantages. The martial arts
or melee verson of this technique is called
the lai-jutsu ot ightning strike. i

EPET o

FAST DRAW= +3 TO

INITIATIVE, -3 TO HIT

FRIDAY NIGHT FIREFIGHT B

moving last. Reflex boosts are added to

REFLEX BOOST?

. Plenty. Them what goes first, «
killy-fiest (o0 at least have the *
optisr of actiing fledd)  Most :
fetightsstmtand emtuonly o -

S0 WHAT COOD IS 3
t

Cunple musments. Whadh s one
v flrst stugs : volved), the victim n Walt For Your i ot you ot ot
N ! usually hors de combat Turn out a gun you
'\ slammed in. | on the first shot from a . . | Youcanelectto actlater ’ .
" Bricks shat. . combination of ."I had about two in the round, Stepping | The other reason boosts are -
W tered around 'y wound- shockand ter- PP NN | (LT RO TY. A inatany pointtoact. if | worthwhile is that they make
: : ror. A solid hit with a youhaveelectedtowait | you harder to hit— you're
I him like ! Sternmeyer SMG 21 (pg. 62) .44 magnum will usu- 15 around and put untit another player's | movingsofast,itshardtodraw
: Cheap glass . SMGe-TeLeE*11mm+30+15+VR+50m T ally splatter a real per- two ‘,’"9" into the turn has come up, you | a bead onyou. X
’ ‘ ' ' " - BN ARC LI wil be able to act after ' ;
as he [} son .all over New Jer. e to act afte
' ' ~ the other slag got the | WHY soLOS ARE
sey. [ -] g g they have taken their
. propped the ' . ronge and put me JEETVCYYUISINUE PARTICULARLY BAD
. Scorpilon 16 Ontheotherhand, this [} Id...0ve had . NEWS ]
. 2 swn cold...l've ha . o ie Soto 5
“.against the 4 is Cyberpunk, tight? So . * Example: Turn order is | - The advantage i

Combot Sere. For each fevel of
Combat Sense, youll add sV to
your Initiative rolls. Between Solos,
this advantage is going to even
oul, but when Solos meet other
types of characters, look out.

Remember: Solos are the
equivalent of hired killers, and

- killing is what they do best.
designating one member of the group as |
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\ : ‘ 8§ COMMON COVER SPS
FRIDAY NIGHT FIREFIGHT - : ATTACK MODIFIERS _§ _GRENADE TABLE [ COMMON COVERSPS |
NCFS Sheatrowh Wall 3
P 1 vesenpoles Mipprectpn b 8 Lo d wih hi biong - aenbangshy Arnbnrhies ganya o but advan el WIAPON RA 10 Stune Wall: 30
e enemy, Hargun. He knows Hurgons has tage . You may ambush or backstab by subm;(hinegum : Tree, P:odvc\:cvo:; ;(s)
AWARENESS a higher REF thon he does, 30 he elects to announcing your intent to hide or lie in SROLGUAS crevrecrceeeerereeommmsmmmormmeinins Som Conerete Block Wal 10
OPTIONS make an oll out, blazing attock before the  ambuysh for a target. You can efect to set up o Rifles 400m 7 8 9 Wood s
; X . iant con get in o move. The snapshooting - an ambush any time: TIOWING covruecrarnsrsneessonssns 10m x BOD | . : W Door 15"
One way 16 make Awareness g . ol B Heavy Wood Door
rolls s real se is 16 have bonus will give him the +3 advontoge he . : (-10m/kg. > ) | Steel Doot 20 -
out players meke ten E needs, Ripperjock’s mono-kotana arcsoutin  a) The opponent is unaware of your loca- 70 HIT NUMBERS ’ B |menn] g Concrete Utility Pole 3§
:wufnoyn rolly before the . | O searing iai-jutsu before Hargan con foise  tion and your intention to attack. This can Polnt Blank (Toue hing 1o Trmy oeo. 10 v Data Tem™ 28
ame commences. Wrile them his own sword. Unfortunantly, the -3 point. . be accomplished by setting up a hiding Close (l.l4 Lo 1age) ... . : Cat “'".‘v’ P 10
1:0'\"\ wt order for each player penalty lor snapshots works.agaiml Ripper- — place ahead of time or taking advarlllage of Medisin(1/2 Liwng range) | 2 3 4 Aty :g
When ai Awarenes rolt 1 fack, ond his attack misses his opponent bya  a melee to get under cover and waiting for Lorey (1l FA@) v AV-4 :-uul: 0
tequired, o down the lnlin mile. a shot. A victim of an ambush must make Extromne (2x Long range) ..., E'"”';‘“b';‘ 28
ter. ch Mg 10 see f the . an Awareness roll greater than your Stealth : . 1 Hydrant © 35
':" - :' 1gh enough fo . - SkilkINT+1D10, or you have automatically MODIFIERS (x00 1o arvacxin's m1)4 : Cob 25
rolly ate % M\ . (- + - .
tucceed. The iame table can Ac?ion’ f th d, you ma succeeded. ;:;g:: dodging (mewe anty) -2 HOLL 1010 IF GRENADE THROW MISSES: ROLL n
o s oves and auet g el ome Betton wihaa. You M2y . ioni h Moving Target REF >10 .... hinbialiidonknibed B ARMOR SPS. . .
by rolking 1D10 st the perform one actlon without penalty. This b.) Thg opponent’s a(te:uon is c;n anot‘a e; Moving Target REF 212 .
beginmng of a new combat. includes: o wc:;:;:::r:lrirliz:“‘rh::an;e "7 7| Moving Target REF ~14 DRUGS & POISON Type of Armor . SP* EVE.
e teadng the fut sarting ACTIONS » . .,Jomgg:a by kcreming a distragtion for Fast draw/Snapshot .., Cioth, leathery - 0 +0
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of the listin order of M up to - ; N : target ; s eept None Med Armor facket 18 +1
. 6.2.8.9.10.23.45, _ mum Rote of Fire (ROF), or moke o AMBUSH-;&; A’Z Ic;TACK FOR Ls:it:;nzx :::: p:rr'ge ‘ :‘::g*;s ;05‘::5. 405 »kal:cﬂw » oa
‘ Heles attock : " | Firing white running .. | Nz Death  JSos Flack Pantsy 20 +1
" ) ) : : " i Nerve Cas 2
AlSicIolElf * Dodge (making yourself harder to hi. An ambush doesn’t mean you act first— it + g | Firing shotlder arm lrom hip w2 1| oot et drovinnons, 2 0 o ot Nylon Helmet 20 40
; Melee attacks only.) - | Turret mounted weapon ... b2 Heavy Afmor jacket 20 42
1 . . just means you have an attack advantage. ] Vehicle mounted, no turret .. 4 Cunnerivest 25 o3
i ¢ Porry (deflecting domage onto some- | initiative for the found is made as usual, - Large target ... 4 MICROWAVE EFFECTS u;emcear"" 25 2
2 . thing else.) . and the ambushing character. can spring i AP o o st A 13
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3 * Licope o hald or trap. to see what develops before making his 1 Cybaroptics shart for 106 torns 1) bpeumiarance Vatrs ks b2 s34ed togeir and
: 15 ) it the attack is made, his 2 Neursl pultel ¥ charscter has interface .
¢ Alm (goining +1.to hit for every con. | attack. Until . . e haractat b
4 Ive turn of alming up to 3 rounds) opponent may not attack him, because he - : ool boois Ty w'“"*‘""‘f
doesn’t know he’s in danger. An ambush 3 - " cmm"“m‘:wh ripisiaanind I CYBERWEAPON DAMAGE
* Relood or cha weopons. g ne attack: another . 4G mallnction: Lose of ; : ;
5 ner ) ma!y) °’:y b:stu:;eds‘::'uo ;eforaeckt;'oe bonus 4 SMANGOGGILS ...vectenseensenssssssssonsinseans 2 . o M“""‘" Tot 1010 turme. Aol 106 for Weapon Damage
¢ Mount or dismount from a vehicle, ambush m up A Three Round Burst . Smb, reroing il no hmb present Scratchers 1D6/2
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. * Perform o non-combat tosk. ombush in a dark olley of the City. He rolls his Lo 11 Big Knucks 105232
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Style ond Ditficulty Lot
Karate (2) '
judo (1)
Boxing (1)
Thal Boxing (4)
Chol LiFut (})
Alkldo (3)
Animal Kung Fu (3)
Tae Kwon Do (4)
Savate (2)

; Wrestling (1)
(apeoln (3)

MARTIAL ARTS FORMS & SPECIALIZATION BONUSES

Strike Kick

Block Dodge Throw
+2 +2 42 — —
- - —_ +1 +3
+3 — +3 +1 o,

+3 +3 +2 — ..
2 +2 2 +l vl
- .- +4 +3 +}
+2 +2 +2 — —_

+3 +3 +2 «1 —

— -4 +1 -1 —_
— — " — 03
-1 +2 +2 +2 -

Hold Eicope <Choke Sweep Crapple

+2 +2 - +2 +2
—_ B - - +1
- - - +2 —
+3 +3 +1 +3 +2
— — . +1 -
— — — +2 —

+4 +4 +2 +2 +4

— — 3 o

made his Aworeness roll and spotted him. His
second shot misses, and Horgon throws him-
self down behind a wrecked car and opens up
with his 20mm outocannon. Sovage fodes
down the ofleyway to set up onother trop.

Line of Sight and Facing
Whenever you are facing your target and
have a clear path between you, you can

of your shoulders. ustrations
of clear pathsandfacings are
on pg. 107.

Damage

Damage in combat is deter-
mined by roiling groups of
six-sided dice. If a rule says,
“rolt 206", for example, you
would roll two six sided dice,

the total to the target you
were attacking. If the rule
sawd “roll 206+ 17, youwould
roll as above, then add 1 to the total.

So much for creating damage. Let's take a
step-by-step look at how to opply it.

Hit Location

The first step in applying damage is to figure
out where to apply it. Most combat attacks
are just barely aimed; you're looking for an

opening, your opponent slips up, and you

attack. You can clearly see anything forward -

" "Rated $P20.
* You can walk
through fire.

" ! Just like the
B " holos,
total the results, and apply ." ‘ ‘hoo'"bau."

© =—=Unidentified Fixer

take it. This means thatuniess you attemptto
aim your shot at a specilic location (and take
the -4 penalty for this), you will have to
determine where you hit on a random basis.

The Location section of your Hardcopy Form
is designed for this; it lists all body areas with
a value from 1 to 10 written underneath,
When your character is hit, roll 1010 and
compare the chart number to the roll to
determine where he has been hit. -

Use some common
sense with this rule; for
example, if acharacteris
standing behind a low
wall, aroll of 7-8 (R.Leg)
is pretty silly. Ignore it
and re-roll.

Armor

Armor -is what stops
targets from taking the
damage youjustlocated.

: The Armor SP section is
directly under the Location section on the
Hardcopy. Write the Armor Stopping Power
(SP) vatue for each body area in the space
corresponding to that body area.

2018

Stopping power (SP) refers to the ability of
armor to stop damage. Each type of armor

has it's own Stopping Power, When the -

armor is struck by a round, the armor's SP
is subtracted from the total amount of

damage done by the hit. The remaining
damage is then applied to the target area.
If the damage done is less than the SP of
the armor, no damage is done...

Example: Ripperjock is wearinga Keviar jacket
with an SP of 18. A 5.56 round strikes him in

. the chest, causing 14 points of damage. The
" armor's higher SP thwarts the attack. The

next shot does 22 points of domage. The
ormor reduces this by 18 points. Only 4
points get through to cause Ripperjack harm.

Hard and Soft Armors

Body armors are divided up by whether or
not the majority of their protection is based
on rigid metals/ceramics/composites, of on

softer, more flexible ballistic fabrics. This'is' |

done for layering purposes and for some
weapon damage effects. The table below is
arranged with heaviest protection at the

top, lightest at bottom. )
HARD/SOFT ARMOR TABLE
HARD ARMORS SOFT ARMORS
Metal Gear Heavy Armor jacket
Pofice riot armor Med. Armor jacket
Door Gunner’s vest Police patrol ammor
Steel helmet M-78 RPA jacket
Flak vest/pants Ught Anmor jacket
Babistic Nylon helmet Keviar T-shirt/vest
M-78 RPA heavy vest M-78 RPA T-shirt
Corp Mil body anmor Heavy Leather
C-Ballistic Light Mesh™ SkinTight™ ammor

RPA=Militech Revised Personal Amor, AP-defeating, Corplook
2C-Ballatic Mesh, SkinTight Paddingsinterfoce voll, #3.2

Layering Armor: "Whata concept”, you
think, shrugging into a bulletproof T-shirt,
bulletproof vest and a Kevlar armor jacket.
Theoretically, one should be able to layer
protection upon itself until he becomes
invulnerable. ‘

Wrongo. First of all, let's look at reality. if
the average cop could stack layers of armor
on himself before tackling a domestic dis-
turbance call, you can bet he'd do it. But
he doesn't, because it just lsn't practical.
Here's why.

When you layer flack jackets, you aren't
invulnerable; you're just immobile. While
modern armor isn't as heavy as old fash-

ioned armor plate, it's very encumbering [#5%.%

}.
from the movement angle.Straps, buckles,

padding and stiff plastic add up to restrict |
armmovement, chafe thetorso, and weigh
down the legs. Pillsbury-doughboy pad-
ded arms don't lift guns very well, and well-
stulfed legs aren'tmuchfor bending, climb-
Ing and running,

Py ISR

For this reason, every armor type In FNFF
has an encumberance value (EV). When {:
wearing body armor, add up the total of
EV's (listed in the Armor Table), and sub-
tract this fromyour character's REFLEX stat. |
Even if you're cybered up, a ot of armor ls |
gonna cost you.

New Armor Rules:

These new rules(previously published in
CP 2020 errattasheets)have been added
to clarify the armor question and deal
with a reoccurring problem.

New Rule 1: Maximum Armor

Now, in addition to: Encumberance
Values, only amaximum of 3 layers of
Armor can be worn at any one time;
no more than one of these layers can
be Hard Armor (see Hard/Soft Armors
Table). The 2nd layer has an extra £V
penalty of -1; the 3rd layer, an
additional penalty of -2. Subdermal
Armor and Bodyplating cyberware
options are considered to be armor
layers; Skinweaveis considered alayer,
but receives no penalty.

New Rule 2: Proportional Armor
When layering armor, or wearing
armor behind an obstacle or cover,
subtract the smaller SP from the larger
one. find the difference on the table
below and read across to the other
column. This sthe bonus number you
add to the larger SP to determine
overall protection from the armor/
armor, or armor/cover combination.
If you have three or more layers of
protection, calculate in pairs from the
inside out. (example: For armors A, 8,
C, you compare A and B; determine
the bonus number, andthen compare
the new strength of the larger of the
pair to armor C.)

: Let's clear up a coupiethings about

L armor. Whiat we'te really mesiut.

" any domage got through. This
" might not be an actuat buliet or

. damage from a baseball bat.

© attack, this means that no harm.

vest physically stops 4,357 Mag- <
ionum round, at pointblank range,
B} you'l get some big bruises.

. The ides of armor piercing abso.
. works into this; the chances thata
. knile will slice through thelayersof -
. keviar are higher than for s biunt
. bullet, and this means that more of
" the knife will actually get theough *
- toyour ribs. Armor plercing attacks

= ping it from actually entering the
- body.

ARMOR right now. When we tatk 4
about Armor Slopéh_\g power, |
we're not talking about whether &
the bullet (knife, chub, wword, 1)
has actually gone through the

g 13 the shstract idea of whather - i

blade, but rather abrulsed ribtrom
abig shug of even minor concussive

var

In short, i the armor stopped the

actually goes through to the char.
acter, regardiessof the lactof where
the buliet ended up. Sure, evenila

5

are deadly because they canignore
modern  armor's  biggest
advantage: the ability to spread
kinetic impact over 8 wide ares,
stowing the buliet down and stop-

Even blows and erlergy beams can
be stopped by modern armor;
made of composite fabrics and ce-
ramic inserts, armor will tend to- -
ablate under energy attacks, and
absorb kinetic energy.
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Write (he 3P (described
the ARMOR SECTION,
) 913, lor the armor you're
We B} vt £ 0 Dy Mres.
ot paampie, an Arment |acbet
covery youwr Tarso sed bhoth,
areny o s 3P oF 16, 30 you
wineh] weste 18 i the hnery

Yot Lt R Aren arwtt Asemy,

When e bake damage,
nebsttact the VP of the mmvar
trom the amownt of damage
taken "the remander o any,
W what ety through o YOU.

£ 11 Thus sy wiverie you would weste

your Suve Jolues BOth are

- | equaltoihe numtrer of ponts

FOu Mave PLIC £ on vOu! SOy

. Type ttor eadmple, 3 Very

Strong Booy Typewould be 3
10. and Rave 2 10 Jow &
well):

Location Head| Torse | RArm| LArh | Rleg | Lileg
o2 s 3 7.8

When tking damage, rol
1010 to determne where
you have been ha,
companng the roll with the
numbers below.

2.4

-$.

SAVE} IBTM

LCHE

117

LL1D 11 CITI3
e i s e ]
ﬁﬁEAtf N“'Ai‘ ﬁ MORYAL &

Your BTM sands. lor Body |
Trpe Moades (vee Page 93).

Not all body types tané
damage. the 1ame. You vl

HRIOVE CATICAL MORTALS MOSTALL

Desth Saves: When making
& Deuth Save (srwinne your
wnund siate s at Mortal),
yow manl il yaur tuve
mamber s the monakty
20 tovel ot the waound. For
enample, Miietal $ mesns |
works rt avy: fove Aumbber

mhnwuww recton. Fwnmypomd
damage

each time you.take & wound. For example, Stun
5 would mean Jubtract $ from your requier Stun
Save value,

what you must swbtract from your Stn Sove .

e bem e ene

PROPORTIONAL ARMOR

reduces it by 5 (10/2=5). The remaining 25
- _ TABLE points are further reduced to12 (25/2=12.5,
Difference in SPs ~ Bonus Number | (oundeddownto 12), bosedonan AP round's
0-4 +5 lower domage capacity.
5-8 +4
9-14 +3 The same is true of knives, swords and
15-20 +2 other edged weapons. Note that armors
21-26 +1 marked with a check (¥) on the Armor
27+ +0 Table are at half SP effectiveness against

Armor Plercing Rounds

There's another reasonwhy armorisn't the
universal cure for flying lead, and it's called «
Armor Piercing(AP) rounds. These are bullets
. | designed to deliver their full impact to a
- 1 single point, instead of mushrooming out
’| like 2 normal bullet. They don't cause as
T much damage as a standard lead or hollow
point round (1/2 normal damage), but
they cut through armor. like a hot knife
through cheese. As a result, whenever AP
rounds are encountered, armor will have
‘1 one half it's total SP value.

For example, say 0 5.56 AP round causes 30

edged pons.

points of domage. It hits SP 10 ormor, which

The smart solution in a combat situation is

to rely on the lightest armor you think you

can get away with unless you're planning

to take on a stationary position or go up
- against very heavy firepower.

Staged Penatration: Armor doesn't just
keep absorbmg damage indefinitely, One
option is to use the concept of Staged
Penetration. Each time the armor is struck
by a pentrating attack (i.e., an attack that .
actually exceeds the armof‘s SP), it's SP-is
reduced by 1 point. Whenthe SP reaches 0,
the armor will no longer stop damage.

Use Cover

fire.

COMMON COVER SPS

40 -

Sheetrock Wall  §
Stone Wallt - 30
targe Tree, Phone pole 30
Brick wall. 25
Concrete Block Wall - 10
Wood door  §
Heavy Wood Door - 15
Steel Door 20
Concrete Ultility Pole 35S
Data Term™ . - 2§
Car body, door” 10
Armored Car body 40
AV-4 Body 4
Engine block - - 35.
Mailbox 25
Hydrant~ 35
Curtb 25
The Body Type Modifler

You don't have to lug around an armor
jacket with you—often the best armor is
what you can find around you. Cover
. allows you to move from place to place,
HR letting something else soak up'the gun-

The next step after Armor is to apply your
character's Body Type Modifier to the
damage. This is a special bonus which
reduces the effects of damage, reflecting
the stamina and general toughness of the
character. Each time your character takes
damage, subtract your Body Type Modi-
fier from the total amount of damage
before applying it to your character.

1.

s Y BODY TYPE MODIFIER TABLE

;}“:’ Very Weak 0

o Weak

@ Average 2

2 3
Very Strong . -4
SUPErhuman® ........ocvunisensncsslonsansnsiod

*Ponible enly with cybernetics

mage.

Forexample, say youtook tenpoints of domage.
Hyouwere a Very Weak Body Type, you would
toke the full ten. But with o Very Strong Body
Type, you'd only take (10-4=6) six points of
do

The A. Swenson Memorial He Shrugs Off
Damage Like An O/d Ovcrcoat Rule: Occa-

sionally, you'll encounter a situation where

the combination of armor and Body Type F2
Modifier will seem to reduce the damage 3
done to zero or less. A Body Type Modi- I
fler may never reduce damage to less |
than one— in these cases, the character i
will-automatically take 1 polint of dam- |

age.

Wounds

Okay, so the Armor didn't stop all of the
damage, and your Body Type Modifierwasn't
enough to shrug off the rest, It's tnme to
rtake a Wound.

The Wound section of the Hardcopy Form
is used to record damage. For each point
of damage taken, check off one box, moving
from left to right, topto bottom. The top
line of this section (marked LIGHT, SERI.
QUS, CRITICAL, MORTAL, ‘etc.) tells the
overali state of the character’s health.

WOUND EFFECTS
® . At 2 UGHT wound tevel, a character suffers
no penalties to his activities. He just hurts a lot
(It's only a flesh wound...).

* At a SERIOUS wound level, the character
will be at -2 to his REF stat for all actions. He's

T T T, CACE ST EFUMTION s
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DO UNTO OTHERS,
BUT COVER YOUR
BuTT
Remember that cover. doesn't
ahvays mean automatic safety.
your target b hkiing hehind a wood

4 dont sulynuhave stifie, go shesd

mnd shout tvough e dowr; the

penaitses (o blind finng won't stop . {

you M you're at point blank rengs.

¥ ha's behind a car door, 30 mwch

the better; it takes an engine block
1o 3t0p 4 serious bullet. W you think

.he's hiding behind the door of the

spartment you're about to enter,
make an Aworéness check to 1ed

. what side’ he's on, then' shoot
i through that sheetrock wall,

.. When you're on the Stréet, meke
;. coveris, butits genersl SP value. N
¢ the hit team comes down on you,

. make sureyou have a Data Termto
% dodge behind—they make those
" things tough enough to stand an

D

hurting, bleeding, and definitely h d

* At 3 CRITICAL wound level, the character's
REF, INT and CL stats are automatically re-
duced by half (round up). The character is
holding his guts in with one hand and doing
his damndest te stay in the battie.

¢ If MORTALLY wounded, the character's
REF, INT and CL stats are reduced to 1/3¢d
normal (divide by 3, rounding up). Most char-
acters are already out of the action by now, and
are quietly going about the business of expir-
ing. Messity.

Speclal Wound Cases
Limb Loss: If a character takes more than

eight points of damage to a fimb area in

any one attack, the area is severed or
crushed beyond recognition. The charac-
ter must make an immediate Death Save at
Mortal 0. A head wound of this type will
kill automatically,

Head Hits: A head hit always doubles =

damage.

R YN

T R e

bile crash, ¥ there's no

cover available, try lying in the

gutter; curbs work great if they're

. high encugh.

Also, check your lines of sight.

Remember, cover doesn’t count

jack i the guy shooting at you is
higher then you are. And don't
neglect the power of suppressive
fire 83 cover; yure, you probebly

- won't hit.at & long fange, but the
" chance that you might will make

Pay attention 1o this, punkers. The
graveyards are full of reat people
" who didn't.

L Abeos anaLie ey

O O AP

aabs .
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KNOCKBACK
Okay, let's talk about knock-
back. You know, where you
shoot the quy and he hurtles
bach tenfeet; arms windmilling,
to crash theough a convenient
plate qlass window?

Unturtunately, tins 1 another
Hullywoadism. Why don't we
have knockback?  Blame wac
- Newton's third Law (of tqual
and Opposite Reyctions). The
factis, f you can deliver enough
energy to knock a man off his
feet. Physics says that the guy
fieng the qun will also fly back
" ten feet ay well. And that just
doesn't happen,

A real gun can't deliver. that
much energy anyway; 3 bultet
hasn't got the moss. For ex.
ample, 3 Winchester 458 AMag-
num Super X only delivers 4712
foot-pounds of enerqgy direct
from tne muzzte (that drops off
to 1200 ft-Ibd past the first 500
. yards). You can deliver more
. energy by hitting your target
. with 2 pair of nunchucks.

: Qkay, so what do gun experts
. mean when they talk about

really mean is the amount of
- “tissue damage the weapon can
 cause on impact. The bigger
and heavier the buliet, the more
ripping and tearing damage it
" do, and the faster the target
will drop from shock and tissue
" damoge.

Which is what 3. Stun/Shock
Save is 3l 3bout.

1 “stopping power? What they:

Stun/Shock Saves

Every time a character takes damage, he
must make a sove against the effects of
pain, shock, fear and blood loss. This is
what you see in most Hollywood gunfights
when the bad guy gets hit—staggering,
fatling back and so on, all caused by pain
and shock (vee the sidebar lor a general
ttacde bt the fiction of keockbak).

The Stun Shock Save 15 o senous thing,
because it can put an epponent out of the
picture faster than the actual damage from
the wound. Police officers have actually
died from the shock of a minor bullet
wound in the foot (but we won't do that to
your character). Other people have taken
as many as thirty or forty gunshots and
managed to keep moving for up-to.ten
minutes before their minds got the mes-
sage their bodies were teiling them ("Hey
Bob, you're deodt™),

The Stun Sove is equal to your character's
Body Type value, minus a penalty based on

his current Wound Stote.

STUN/SHOCK SAVE

MODIFIERS
Wound State Penahty
Light 0
Serious .......cccemeein .1

Critical .
Mortal..
Mortal 1.,
Mortal 2.
Mortal 3 ..
Mortal 4 .,
Mortal § ..

Mortal 6 ....ccoveunnen

A failed roll means the character is out of
combat. You can add the special effects
yoursell:
HOLLYWOOD OVERACTING
EFFECTS TABLE

Roll Eftect
| IR veneres SCrEBMS, windmills arms, falls,
2 Crumples like a rag doll.
3. veersnerorees Spins around in place, falls,
4.

... Clutches wound, staggers and falls.
Stares stupidly at wound, then falls,
[ S Slumps to ground, moaning.

AStun/Shockroll can be recovered from by

rolling a successful check in a subsequent
turn.

Very important: Death Saves
Unless you have taken a Mortal Wound,
your character is in no danger of dying; he
only peeds to make his initial Stun save to
temain conscious,  But it the wound is 4
MORTAL one, he has a chance of dying.
. Determining
whether he

- /GO survives re-

characters are LLGR LK)

Death Save

already out of NN

uct!on, TR anew save re-

are quietly :wim& every

urn that the

go'ng about character re-

the business of XTI
explﬂng. treated.

Messily.

Like a Stun
Save, a Death
Save requires that you roll a value on 1D10
equal to or lower than your character’s
Body Type score, subtracting the ievel of
severity for the wound from your base
chance to save. Mortal Wounds are rated
from O to 8.

Exomple: Hargan is Very Strong and takes o
Mortal 4 wound. He must roll lower thon
(10-4)=6 to stay alive.

Each turn, you must make another Death
Save to see if you survive to the next turn.
On asuccessful roll, you make it; on a failed
roll, you will die at the end of the turn in
which the roll was made.

Sooner of later, you'll fail aroll-and die. The
only way out is stabilization.

Stabilization means the patient is no longer
losing blood and that his major damage has
been contained through use of drugs,
battlefield surgery and/orwound dressing. A
stabilized characterwillnolongerbe required
to make Death Saves each turn. Anyone
(except the patient himself) can attempt to
stabilize a mortally wounded character; it
just works better if the physician has had
some medical training. A lot better,

VIEW FROM THE EDGE

A successiul stabilization Is made by add-
Ing your TECH stat, any Medical Skill and
one D10 for aresult equal to or higher than
the total. number of damage points the
patient has taken. For example, Ripperjack
has taken 20 points of damage, placing him
in a Mortol 1 Wound State. To stabilize him
will require a roll of 20 or greater. Once
stabilized, the charactes is no longer In
danger of dying unless another wound is
taken. At this point, the whole messy
business begins again...

The chances of a successful stabilization
roll can be increased by the following
modifiers, added to your die roll.

Advantage Add to die roll
Full Hospital & Surgery..
Trauma Team Ambulanc,
Life Suspension Tank ...........

Assuming you make your stabilization rolls,
you're going to survive to fight again. if you
fail, no problem, that's why we have Body
banks. Either way, to learn more about
healing or spare parts brokering, check
out the Trauma Teomsection, pages 114 to
1285,

Making Attacks

"This sectlon covers the basics of

how to make attacks. There are
two parts to this section: RANGED
WEAPON COMBAT and MELEE
COMBAT.

Ranged Weapons

Ranged weapons are anything that is shot
or thrown over a distance at the target. To
make a ranged weapon attack (guns,
bows, thrown objects, etc.) you must roli a
combination of your:

REF STAT+WEAPON
SKILL+1D10

equal to or greater than a specific hit

_ number, The hit number is determined by

the range between you and your target.

. FRIDAY NIGHT FIREFIGHT

HIT NUMBERS
Point Blank .....ceiossssersessserees 10
Close ..z, . 15
MedIum ...cnininincannrsnsnessscssss 20
Long : 25

EXLreme cooccversncssascssesnassnassess 30

Range Definitions
¢ Point Blank: The weapon Is very close
to or in actual physical contact with the
target. it will almost always hit, doing maxi-
mum damage.

* Close: The weapan Is attacking at one
quarter of the listed range.

¢ Madlum: The weapon is attacking at
one half of the listed range lor its type.

¢ Long: The weapon is attacking at the
listed range for its type.

¢ Extreme: The wespon Is attacking at
twice the fisted range for its type.

Modliflers

When making your roll, you must add any '
and alt modifiers that apply to the com- |

bat situation to your final Attack Roll, There

are modifiers for Target, Aiming, Weapon' |-
Type, Type of Firing, - Position and Move- |’

ment, all listed on pg. 99.
Alming

One way to improve your chance to hit is i

to aim. Each turn of aiming adds +1 to your
Attack, up to three rounds. Aiming assumes

steady position, no movement, and a clear :

chance to track your target.

Critical Success

On a natural roll of 10, you have had a |-

critical success. Roll an additional 1010
and odd it to your original roli.

Fumbles

On a natural die roll of 1, you have
fumbled. Youmust roll an additional 1D10
and check the result against the Fumble
Toble pg. 43) to see what happens.

Fumbles can encompass a wide variety of |
effects. Mostweapon fumbles include jam- |:

ming or misfires.

Automatic weapons have the highest
chance of fumbling, and will jam based on

“Tonight's Body-'
Lotto scores Just
in. In the South
Side Combat
Zone, 13. North'
Highlands and:
University Dis- ,
trict, 4. And this»
Just in— a light
plane crash at ,
Night City Metro
Alrport with no!
survivors. Win- |
ners for tonight

are..."

[}

—Nightly News '
Program, c. 2020:
1

]
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“It's not just

having an ,

automatic |
weapon that
makes you a-
hard case. It's
knowing how "
to use that !
weapon
effectively. A ,
good combat
gunncr con

deny an area,

rake a group,
orputa
single round ”
dead on !
target. And :
never run out .
of ammo
‘doing it."

—Morgan
Blackhand !

VAN

the Retabahty ol the weapon:  When o
fumbie is rolled while using an automatic
weapon, ignore the table on pg. 33, and
roll a value on 1D10 higher than the Relia.
bliity value for the weapon.

RELIABILITY TABLE

Weapan. Joms on
Very Refiabbe R X1 Iuwm'
Standard.. ... 5 o lower
Unrehabie B or lowet

It takes 106 turns to unjam 2 ammed
weapon.

Automatic Weapons

There are three’

Ways Lo use auLo- *1 was I the
Matic weapons, . '
The three War. I Uke -
round birst is ’wd. Lots of
used to put muylk: 1 lead.” §
tipte shots on a :
single target at
any range. Full
Auto is used to -
deliver a lot of .
builets at close range to ‘one or more
targets. Suppressive fire is used to force
an opponent to keep his head down or risk
taking a slug. Each form has its own
advantages and disadvantages in combat,
and the smart street warrior knows when
to use the nght technique for the night job.

Three Round Burst

The three round burst is a setting used
on most automatic weapons to conserve
ammunition and improve accuracy. The
three round burst gives vou an automatic
+3 to hit advantage at certain ranges. The
attack is made as one action. If successful,
roil 106/2 to see how many rounds actu-
aily hit the target. This technique may only
be used against single targets.

3 ROUND BURST= +3, CLOSE &
MEDIUM ONLY

Full Auto

This attack is. best used to cover a wide
range of targets or to make sure a single
target is dead, dead, dead. A weapon on

Usiigg i scope of taking wim 1w PO
sible. Therefore, range is critical in the full
auto technique.

The full auto optionisbased on the rate

of tire (ROF) of the weapon. if Mtacking
more than ane target, you must divide the
ROF of the weapnn by the total mnmbier of
targets (round down), then toll for each
target indivicdually, :

FULL AUTO RULES
At Close Range: :
For every 10 rounds fired ot Close
range, add 1 to your Attack Total,

At Medium, Long and Extreme
Ranges:

For every 10 rounds fired at Me.
dium, Llong and Extreme ranges,
subtract 1 from your Attack Total.

For every point of success over the re.
quired to Hit roll, one round hits the target;
up to the maximum ROF for the weapon.

NUMBER OF HITS=# POINTS >

THAN TO HIT NUMBER

Suppressive Fire

Suppressive fire is used to cover an area
(called a fire zone)with bullets, making
the area hazardous to pass through. All
targets entering or crossing the fire zone
during this attack mwst make a “save”
against taking a bullet by rolling their
Athletics Skifl+ REF + 1D10 and beat-
ing a save number. A failed save means the
target lakes 106 rounds, cach randomly
focated.

This save number is determined by divid-
ing the total number of bullets fired by the
width of the fire zone.

Exomple: 64 rounds into @ 2 meter areo

would require a save of 32 or higher. 64
rounds into a5 meter area would require o )
- save of 12 or greater.

SAVE= NUMBER OF ROUNDS
DIVIDED BY THE WIDTH OF
THE FIRE ZONE IN METERS

full auto is a bucking bronco: hard to hold  You may overlap the fire zones of more

1 On a target more than a few meters away.

than one weapon, dividing the totat num-

@ﬁ__------- 7 =
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ber of shots to determine the save number. .

For example, two Uzis with an ROF of 32
would place 64 bullets into the firé zone.

Two rules are immediately apparent with

suppressive fire. First, it’s only useful when
you can fire a LOT of rounds into a small
space. This means teams should coordi.
nate their actions and fire at the same time,
placing the maximum number of rounds
into the fire zone. Also, the fire zone should
be a tight as possible (the minimum width
of a fire zone is two meters).

Unusual Ranged
Weapons

These weapons are often used for crowd
control, stealth missions and other situ-
ations where you want killing to be only
one of the options, or where you want a

etly.

Alrguns .
These are advanced versions of the
“paintball” guns of the 1990's. Airguns can
be loaded with poison, marking paint,
drugs or acid.
Palnt: Bruise damage only. Head hits
have a S in 10 chance of blinding the
target for 3 rounds with paint in the
eyes, and'a 4 in 10 chance of perma-
nently destroying the eye.

limited number of targets eliminated qui-

Polson & Drugs: To avoid the effects,
the character must make a save roll. On
asuccessful save, damage is reduced by
half,

DRUG & POISON EFFECTS

Type Effect Damaoage
Hallucinogen Contusion -4 INT
Nausea Drugs iness -4 REF
Sleep Drugs - Sleept None
Biotoxin 1 Death 4D6
Biototoxin 1l ~ . Death 806
Nerve toxin/gas  Death 8010

THa eftect s drowsines, -2 b o Wats.

4
" Acld: Acid causes 106 in acid damage
per pellet. Although armor will stop
this, the acid will eat away at the armor,
reducing its SP by 106 per round, for a
total of 3 rounds.

Exomple: Ripperjack hits armor SP 15 with

two pellets. He rolls 206 lor a totol of 7 points )

of domage. The first turn, the armor’s SP is
reduced to 8. The next turn, it's reduced to 1B

“ The next tumn, 6 points get through the armor |

and sear into the torget’s skin.

Tasors

Tasers require the victim to make a save [

against stun (see Saves, pg. 104), The save
number is reduced by -2 for every succes.

sive shot in a three-turn time period. Tasers
can be recharged from wall current, taking |¢-

1 hour to reach full charge.
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Now 2 oute seady for em

Dartguns can be loaded with poson or
| drugs. Each bt tors 100, 2, plus ettect ol the
» drug of posan used (sev Alrguns. above)

’ Dart and Noodloguns
|

' Power Squirtguns
Ponsst squittonng can be Lot wath iy
Pttty Ellestore s with Alregans (s we),
i St each Tt equal preetleets,
i Bows, Crossbows, Spoirs
& Throwing Stars
Although they ae not common, bows,
crosshows, spears and throwing stars
- e avardabie in the 2000s. These Weapons
Dare cither thrown (wing the character’s
Theowvang Skt £ar shitiken, darts, \nives and
spears), or tired (using Arcien: Skill). Ali non.
i arenade thrownweapony have 4 range equat
i to the throwner's BODx 3 in meters,

Beam Weapons

Beam Weapons include. lasers and micro-
wave weapons. Powerful beam weapons are
extrernely rare in the Cyberpunk universe (Vin
10 chance of availability, and even then only
from rmiorCOfpora!ion'sand/orgovémments).

Lasers

Lasers have a rechargeable powerpack
holding a total of 10 six sided dice of dam-
age. You ¢an use as little as 106 or a5 much
as 5D6 in a single shot, until you-have used
all 10 dice. Lasers recharge from wall current
at a rate of 1D6 per hour,

Example: Ripperjack has recently coptured o
laser from on Arasaka guard. He has 1006 to
work with; he dials the power grudge upto 506
and fires. Al this rate, he'll only bave ene more
shot hefore it's recharge time,

Microwavers

Microwavers are fired like any other ranged
weapon, delivering 106 in burn damage. In
addition, any target within 1 meter of the
path of the beam must roll 106 on the
microwaver side efects table to cdetermine if
there are electncal side etfects on exposed
cyberwear. Shielded cyberwearis not effected
by electrical side effects,

Like lasers, microwavers recharge from a
wall socket, taking. one hour to reach a

usable charge.

MICROWAVLR SIDE LFFEC 1s
I Cyberoptics short tor 106 turns
2 Neural pulse! if character has inter
lice plugs, reflex boosts or other
hardwining, REF stat reduced by
_ID6/72 unti repaired.
Vo Cyberaadio shorts tor 106 turns
4 vty s bon: {oie
ot cybetlunb bor 10O00 tarne
et 1% b henbs, g toflinug o ey
eyhethimt funh g, et
b2 Rught A
Stett teqg
4 Right Leqg
56 Lot Army
5 Total Neural breakdown! Char.
acter reduced to twitching, epiiep-
tic hittor 1D6/3 turns.
& No Effect.

Area Effect Wea pons

Arca Effect weapons are fired just like any
other type of ranged weapon, However,
they are capable of covering more than
one target at a time with a cloud of pellets,
flame, . expjosive force or gas. Area effect
weapons include shotguns, grenades &
explosives, flamethrowers, missiles
& rockets, mines androcket powered
grenades (RPCs).

Attacks are made as with other ranged
weapons, with the center of the area effect

falling on the designated target, and any-

thing within the area of effect taking dam-
age as well. If the target is missed, the true
center of the attack must be determined.
When calculating where a grenade or other
Area weapon has hit, roll 1010 to deter-
mine the directrion on the Grenade. Table,
then roll a second D10 to see how many
meters away it hit,

Shotguns
Shotauns fire a cloud of small metai pellets
called a “pattern”. The width of the pat.
tern is based on the distance between the
attacker and the defender, Any targetin a
straight' path between attacker and in-
tended target s also considered to be in the
area of effect. Note: if something is be-
tween the path of the shotgun and its
intended target, the intervening spaces
behind that object are considered to be
exempt from the effects of fire.

VIEW FROM THE EDGE
.

SHOTGUN TABLE

Range Size of Pottern Daomage
Close,P8 Imeters 4D6
Medium 2meters " 306
Long 3meters 2Dé6

Any target within the pattern will take
damage based on the range (damage listed
on the Weapons Table on pg. 51 is based on
maximum damage). :

Exomple: Rippertjock opens up his shotgun on
two boosters ot medium range (pattern
width=2m). He hits the first booster deod on.
However, the second booster is within | meter
of the first— the pottern overlaps him as well,
Both take domage.

Shotguns are a very effec-
tive weapon in situations
where aimingisn‘t critical,
For instance, in six foot
hallways, there would be
no way for a target to
escape taking wounds no
matter how much his re-
flexes were boosted.
However, shotguns: are
also limited to relatively
shortranges and don'tdo
alotof damage on the individual pellet level.

Autoshotguns: One of the nastiest house
to house weapons is the autoshotgun. In
combat, you may make as many attacks as
your weapon's rate of fire on Full auto. Afl

“New Rule: The Armor-Plercing

-"Yo, man, you

¢ be wantin®.
s twenty flve

" Incendlaries an®

o couple o',
frags, yeah? No-
;.. problem.”.

shots must be within 1. meter of each other.
Each attack has a -2 penalty for every
additional shot past the first. However, when
thismeansyou canputfive two-meter clouds
of lead all over an area, a -4 o7 -6 penaltyis a

small price to pay. Autoshotguns are slow, |

butky and have lousy range, but they are heil

onwheels when it comes to house to house, )

short range combat,

Example: Ripperjack opens up with @ CAWS, |

liring 5 shots. Hetokes a -8 penalty to his attack

roll to do this. He torgets o S meter holiway, |

spacing his shots in 1 meter intervals, The
hailway becomes Homburger Heoven,

Effects of Shotgun
Slugs

These projectiles have
normal AP ability vs, all
armors. Damage that
penetrates Hard armor is
not halved. Damage that
penetrates Soft armor is
halved as normal. This
represents the concussive
results of mass and impact
by finned/saboted slugs.

10ga. slugs.

20ga. SIUGS .....ovcrirreressennes 3641

Grenades
Grenades come in fragmentation, In-

il el - an e

DO UNTO OTHERS,
THEN CUT THE
CARDS
Always make vour tnemy play the
Céme your way. lure hum into
chaving your Pab o Pl e where
YR L el ..mmu‘;‘ Mahy
sunire homt sond o Loy ¢ Tony

stay, f need be.

Smart Punks always have ol least ]
dozenhidrautssetup. Don'tsiways
9o to the 1amie one, of one right,
you're going to crawl onto your
sleep-mat and BOOM! (See page
100). But make sure you can hale
up when you have to, o

One slick trick is 16 bury your best
bolthole in the territory of your
enemy's . worst_adversary; say, |
hiding from Arasaka in the middle”
of a Militech training camp,

Let them do the work.

Seipe
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DO UNTO OTHERS,
THEN LOOT THE
BODIES
Cot 3 team in hot pursust? Here's 3
tnes. Belore you go into the sharp
enf _ol.d_m atew clayeniees alonvy
ey ru‘a;w tonte fut “em uler
Mahe WAtk s i, aend mark the
for atrang wilh 3 can of tomething.
Whett you 1ishe yinn retreat, yins
shntope the itsiey arntbed thie han b

Meal 50 yout ek wall the hine

Boo=

Ancther ek bem the School of
- tow Rlows and Assasun s trcks, Cot
3 3tangolt atuation? You can't get
them out ang you cant get n?
Distract them while your mates get
10 all the doors and windows and
set up pwired clavmores. Then,
LSS0 away!

Eventusite, *hewt nave ta come
out.

Boom

Reres 3 lreetie. Tued of stalking
that heavy rutter on the Street? Fing
out whete ne sleeos. Put 3 mine
“undet s mattress

{gently...), then to make sure,
thpwire 1t to one end of the box
1prings. He'll either ut on 1, or he'll
flip the mattrevs back to check for
trapn

Too iste. Boom

cendlary, stun, dazzle, sonlkc, concus-
slon and gas varieties. Each type has its own
area of effect, usually between 2 to § meters.
Grenades and explosives can be detonated
using timers, radio controls, tripwires or
remote detonators. Al grenade types are
available in hand or rifie-propelled versions,
and are- descnbert in the Area Effect
Weapons & Grenade Table, P9 89,
Grenades may be thrown up 1o 10x the
character’s Rody Type i tiuetery (-10m for
every extia bt te st 1), of buainehed
to-a range ol 225 imcters.

+ Gas: Gas dilfers from other grenade effects
‘in that it moves around. To use gas, first
determine the point of impact. All targets

within 3 meters ore immediately atfected.

On the next turn, determine which way the
wind is blowing by rolling again on the Area
Effect Table. Place the new.area of effect. Any
target within the first and second areas of
effect must save vs the gas, as'well as any
targets in a straight line the width of the'gas
cloud between the two points. On the third
turn, the gas dissappates. (O
Gas grenades have either fatal or incapacitat-
ing efects. To avoid the etects, the character
must make a save; armor doesn't help
(although filters or gas masks will), On a.
successful Save, he will take half effects (a-2
REF reduced to -1, 4D6 reduced to 2, etc.).

CAS EFFECTS
Type Effect Damage
Nausea Hiness -4 REF
Teargas Tesring -2 REF
Sleep Drugs  Sleept None
Biotoxin. Death 406
Biototoxin it Death 806
Nerve Gas  Death 8D10

tHa estect o drowunens, -2 10 ot stats

Flamethrowers
Flamethrowers are muchiike other areaeffect
weapons, with one difference; they can be
“swept” between two points. When using
flamethrowing weapons, you may decide
both a starting point and an ending point;
then roll to- Hit, determining if you're on
target. Missed rofls refer to the Grenade
scatter chart (pg.99). Anything caughtin the
sweep between the two points-is ignited.

Using these weapons in anything other than

the cyberweapon torm fequires the Heavy
Weapons Skill; cyberweapon flamers use
Hondgun Skill as the defautt. Damage is
2010 the 1st turn, 1D10 and 1D6 the
following two turns. Hard armors protect
nomully.Softammmustbc>lSSPloprot«k
the target, and are damaged 2pts/hit,

Mines :

Mines come in two types; standard el
mines and “claymote” antipersonnel mines,
A land mine is dewgned 1o stop vehicles nr
other heavy objects; itis easily detected with
most magnetic sensors(7 in 10chance). You

step on it and it blows up. Simple. Damage
is 4D10.

.

Claymore Dtagrn;n

A claymore is designed to stop people, not
vehicles. Claymores can be triggered by
tripwires, time delays, or remote switches.
Claymore mines have an hourglass shaped
area of effect, rather than a circular one (see
ilustration). The dimensions of the “front”
cone of destruction are 6m wide by 7Sm-
long; the dimensions of the “rear” cone of
destruction are 6m wide by 6m long. Atthe
juncture of the two cones is a 6 meter wide
circle. Damage is 4D10.

Rocket Powered Grenades
Rocket Powered Grenades (RPGs) are a

* hybrid of grenade and rocket projectile, with

far greater range and accuracy. They are also
easier to acquire than missiles. With the
exception of the disposable Armbrust RPG,
most have the disadvantage of backblast,
making them impossible to fire in a confined
space. RPGS are fired as with other grenade
launchers or. shoulder ‘arms, using  the
character’s Heavy Weapons Skill, Damage is
6D10.

Missiles

Missiles ‘and Rockets include radar and
optically guided missiles, mini-rockets and

shoulder rocket launchers. Using missiles

requires use of the Heuvy Weapom Skil,
When fiting missiles and rockets, treat them
as rifle-fired grenades with longer ranges
and larger areas of effect. Damage varies.”

Note for Rockets and Missiles: If arocket or
missile has an Armor-Piercing warhead, the
armor's SP is halved, but the damage that
penctrates bs not,

Explosives )
Explosives vary from grenades in that the
more you use, the bigger the blast area.:
Explosive amounts are defined as units; one
unit of TNT would equal one stick; one unit
of plastique would be an ounce, etc.

EXPLOSIVE RANCGES
Explosive Unit  Ares Damage
Plastique Tkg am 7010
[« 1kg 5m 8010
TNT 1stick Im 4010

Take the area covered by one unit of explo-
sive and muitiply this by the total number of
units. Damage is applied to the overall body,
rather than to a location.

Example: Ripperjack lurmps four sticks of TNT
together and tosses them into on abondoned
building 10 meters away. One stick has a blast
area of 3 meters—4x3=12 meters. Ripperjack
is cought in his own explosion and tokes big
domage. Bad move, Jock.

Molotov Cocktails

Molotov cocktails are the favorite of would-
be terrorists and people with a lot of gaso-
line, rags and empty bottles around. A
molotov covers 2 meters for every liter of fuel
used (a standard soft drink bottle would
cover 2 meters). Damage (2D10) is applied
to the overalt body, rathet than to a focation.

Melee Attacks

Melee attacks include clubs, knives,

. swords, axes, chalnsaws, sledgeham-

mers, monokatanas and monoknives,
m lecular chalns, cyberbeasts,
battlegtoves, rippers, scratchers,
martlal arts weapons, hand to hand
attacks and brawling.

Melee attacks differ from ranged attacks in
that you are opposing a person, instead of a

taryet. To make a melee attack, the formula
is:

ATTACKER REF+SKILL+1D10
vs
DEFENDER'S REF+SKILL*+1D10

“Mactal arts, Forcing, Meles, Dodge or Athietics Can e wied,
tepering on and Reluios o mon.

Martial Arts & Brawiing

Brawling and Martial Arts attacks are
difterent from other melece attacks in that an
attack can be made in anumber of ways. You
could, as an attack, use:

¢ Strike: Cause 1D6/2+ Damage Modifler.

¢ Kick: Cause 106+Damage Modifier.

. llodi/hny: Swé or absorb damagc

¢+ Dodge: -2 m&ucker'x hit roll.

. ﬁurmz On successful rol, knock of re-
move weapon from opponent’s hand.

. Thrw):ﬁaquifeucnpphﬁm.()ppm
isknocked toground, taking 106 +Damage
Modifier, plus making a stun rofl at -2.

¢ Hold: A painful joint ot body hold. You
must Crapple your opponent first. Foe is
immobilized untit an escape is made.

¢ Escape: On successful roll, you are - free of
the hold and may move.

* Choke: Requires hold or grapple
as the previous move. Opponent takes
' 1D6 dampge per turn. .

Sweep/Trip: Knock opponent to ground.
He is -2 to next his attack; you gain +2 to
your next attack.

Crapple: A grabbing or hoiding move,
prerequisite to applying a throw, choke or
hold as the next action.

.

Martial Arts: Martial Arts are traditional
forms_of melee combat that have been
developedto be deadiier than regular brawl-
ing. All martial arts techniques have key
attacks-— attacks which reflect the particu-
lar strengths of the tachnique. When a key
attack is used, such as a karate kick, the
character gains an +2 to +4 attack' bonus
(depending on the style of martial art).

For example, Karote would have the follow-

ing moves:

VIEW FROM THE EDGE

v "Ididn't have |
1 time to draw
my gun. But |

did have time |

! td' snap a wheel |
kick into his

face, followed !

by a spinning |
| crescent off the

took him down ‘!
| ! “long enough |
1 for me to get |

the Minami out

Jacket. ,

"Good thing '

too— his |

1 partner was |
'|~ right on me

with a backfist !

! and a hand- |
{ strike combo.
All of it pure

J. chipped skills. !

| Too bad for |
t her—a 10mm
slug at hyper-

velocity beats |

H kung-fu any |

i day..." i
~—Morgan
i Blackhand

l‘l back heel. That '. .

!.' 'of my armor- |’

el

|
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Block/Parry .
Kick

A Koarate Master would be able to do any

other type of move, but would be better at
these three.

ANster of Chon Li Fut would have s
SUKE . e e 02
Block/Parry
Kick ...

—making him far more versatde than our
Korate Master.

Of course, it would far more difficult to learn
Cher Li Fut than Karate; this is reflected in the
difflculty level of the torm. The number of
Improvement points normally required to
increase your level of skill is muitiplied by the
difficulty tevel to show this. A full list of
martial arts, difficulty levels and key attacks
is on pg. 100.

Damage: In addition, martial arts are far

more deadly than regular brawling. When
using martial arts, you will gain a damage
bonus equal to your current level of martial
arts in addition.to any strength bonuses.

Dodging

Defenders can try to dodge melee attacks
by announcing their intention to dodge at
the start of the turn. This will impose a -2
attack penalty to any attacks made against
theminthat turn; however, any other actions
the defender makes will have a correspond-
ing -3 penalty for each successive action.

DODGE=-2 TO ATTACKER
ROLL, -3 TO DEFENDER'S
OTHER ACTIONS

Parrying

Defenders may also elect to parry melee
attacks by announcing their_ intention to
party at the start of the turn,  Any attacks
made during the turn must expend their
damage against the parrying object first.

Swords and other bladed weapons can be
used to parry without taking damage, but

must make a save (9 or lower on 1010 for
normal weapons) o avoid breaking. Any
other actions the defender makes will have a

corresponding -3 penalty for each successive
action,

PARRY= STOPS THE ATTACK AT
-3 TO DEFENDER'S OTHER
"ACTIONS

Molee Damage
When making melee attacks with weapons,

the domage is listed as part of the weapons
description.

When making a melee attack, you must also
add a damage modifier based on your
character’s body type to any damage. This
damage modifier is listed in the Domage
Modifler Table below.

DAMAGE MODIFIERS

Strength Add to Damage
Very Weak ...........ccivvmveeeivinnecons

Weak

Very Strong ..
Body Type 11-12 .
Body Type 13.14 .
Body Type 15+

Monoknives, Monokatanas and
Slice & Dice

Monoknives, monokatanas and Slice &
Dices do double damage on a natural attack
roll of 10. These weapons will always break
on a fumble (a natural 1), and require a
special roll to determine if they shatter when
used to parry (4 or less on 1010). Unless
otherwise notedin the weapon's description,
all mono-edge weapons are at 1/3xSP vs.
soft armors, 2/3xSP vs. hard armors.

Cyberbeasts

"Cyberbeast” is the popular term used to
describe any cybernetically controlied
weaponthatis stored in the body andyethas
the capacitytoattackonits own. Cyberbeasts
may make one attack per turn, They have a
total attack skill of 104+ 1D10; in all other
aspects, they attack as characters would. The
most common  type of cyberbeast is the
cybersnake, which cause 106 in damage
per attack.

VIEW FROM THE EDGE

Vehicies In FNFF

Vehicles invoive two elements. The first is
control of the vehicle; the second:is attacks
and damage. Although a more realistiF
system is included in Solo of Fortune, this
simple system will work for most cases.

a) Making a Control Roll: To contral 4
vehicle you must roll 4 combination of your

REF+DRIVING/PILOTING
SKILL+1D 10+ MODIFIERS

equal to or greater than a specific control
number. The control number is determined
by the dilficulty of the maneuver youwant to
perform.

Simple (swerve, take off or tand, hover,
rotate) 15

Difflcult (tight turn, control a skid, re-
cover from a stall,emergency stop, pull
out of dive,

reverse of pull away) ......ceerieeernens 20

Very Difficult (bootlegger turn, regain
control from spin) .25

b) When making your roli: youmust add any
and all modifiers that apply to the situation to
your final Control Roll. There are modifiers for
both vehicles and speed of travei:

CONTROL MODIFIERS
Standard car .

Motorcycle ..ooeiiveirisssioniinnien
Truck
Rotoreraft ...oveereveresssssivasaeens PRI
Osprey 0
Boat B
Double safe speed..
Triple safe speed ....
Four times safe speed .......cicrnine -6

On a failed roll, roll 1D6 and consult the
Control Loss Table below:

FRIDAY NIGHY FIREFIGHTY

CONTROL LOSS TABLE
Roll  Result
1-2  Skid or slew; no other result,

3-4  Major skid; slide 1D10x10 feet
sideways in direction of travel.
Aircraft stalls, losing 1010x50
feet of altitude.

5-6  Roll ground vehicle alter Miding
1D010x10 feet sideways in ditec.
tion of travel; take 506 damage,
Aircraft goes into spin, lose
1D10x100 feet of altitude .

Vehicle Combat
Vehicle combat is performed exactly as with
othercombat, applymgaﬂappfopna&emodfm
andusing the Weapon Skilis appropriateforthe |
type of weapon. Shots are not targeted and |
there are'no location for damage: Vehicles are |-
guns and railguns, and may receive bonuses for
turret mounted weapons.

Vehicle Damage
Vehicles have both SP values and Structural
Damage Points (SDP). farmored, thevehicle’s
SP.is subtracted from the damage taken, with
the remaining damage sublracted from the [
vehicle’s SDP.

When a vehicle is reduced to 0 SDP, it is

considered to be destroyed or inoperable. In
this simplified system, there are no locations |-
fordamage—allpoints are subtracted directly ;
from the velficle's SDP. :

Crashing & Ramming
Crash and ram damage is determined by |4
dividing the speed of the moving vehicle by e
20 (round down), to determine the numbe.r g
of six-sided dice thrown. This value is multi |
plied by a modifier based on the mass of the
object collided with, listed in the Weight
Modifier Table below. The vehicle takes this |-
many dice in damage to its SDP, while alt |;
occupants take one-half of this die amount. 1

WEIGHT MODIFIER TABLE
Size Multiplier
Very Light (small box, feathers) . x.5
Light (man, large box) ........ envensss X}
Medium (motorcycle)...coieeecnns X2
Heavy (€ar) coueeresersasens

Very Hegvy (truck, ground) ...
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Face it; you don’t need to know a lot about
the medical technology of the 21st Century.
You need to know what to do when you're
bleeding to dcath in a dark alley

somewhere.

TEAM

Solet’slook at themostimportant
question first—is this guy going
to survive orshould we call Savage
Doc’s and arrange for a body
pickup?

Death

Whenever a character’s Wound State drops

to MORTAL, he has a pretty good chance

of dying. Butwhen?In Cyberpunk, eachtime
you are at a MORTAL wound state, you
must make a Death Save to avoid dying.
To make the Save, roll a 1010 value lower
than your character’s Body Type,
subtracting the level of Mortality fromyour
base chance to save. Each turn, you must
make another death save to see if the
character makes it through another turn.
On asuccessful roll, youmake it; on afailed
roll, you will die at the end of the turn in
which the roll was made.

ITRAUMA

for example, say Savoge hos a Body Type of
10(Very Strong) and takes o Mortal 4 wound.
He must roll lower thon (10-4)=6 to stay
alive. The first tumn he rolls o 5. Whew. The
next turn, he rolls a 7.and expires. Immedi-
ately, his mates stort lighting over who gets
his boots. ’ :

Get the point? Sooner or fater, you'll fail a |
roll "and die. The only way out is stabill-
zation.

Stabilization means the patient is no longer
losing blood and that his major damage has
been contained through use of drugs,
battlefield surgery, and/or wound dressing.
A stabilized character will no longer be
required to make Death saves each tum.
Anyone (except the patient himself) can
attempt to stabilize a mortally wounded
character; it just works better if the physician.
has had some medical training. A lot better.

VIEW FROM THE EDGE
" TRAUMA TEAM
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- HEALING RATES

Treatment Pts./day
Flirst Ald ........... ceaee 0.8

Medleat Toeh .....coveernees d

Med Tech+Speed
Heal ..

rrerensrsevararisenasn RRowS §
Med TecheNanotech ... 2

. Med Tech+Nano
+8pd. Heal ............ S

Trauma Team Ambulance
Cryo Tank

Death State

But let’s say yeur npperdoc had 3 Medscal
Teck Skl of 2...

\We can do some pretty amanng things
these days. We can grow skin, blood,
organs, limbs and muscle tissue in colla.
gen-saccharide tissue tanks. Other parts,
like toes, fingers, eyes and internal organs
can also be purchased from the local Body

Bank and grafted on with advanced micro-

surgery. What we can’t do is regrow souls.
Once you're dead, you're dead.

tet's amend that: once you're DEAD 10,
you're dead. Because twenty-first century
medicine is 50 good at reviving the clini-
cally dead, Trauma Team®™ Inc. (theworld's
largest paramedical service, with offices
worldwide), has established ten levels of
death, each succeeding level a-measure of
how difficult it will be to revive the patient,
This measuring systemis caled Death State.
For every minute (six turns) that you are
chinically dead, your death state increases
by two levels. Example: 1.am killed ot 9:00.
Three minutes . pass belore the Trouma

TJeom™. AV. 3 afrives. | am now at Death
VS(uh: 6.

This 15 of critical importance to the dead
Cyberpunk character. When the Trauma
Team arrives, a roll must be made to deter-

Mune it the patient con be revived, This roll,
on 1D10, must be hughcr than the current
ppnm f ety r xfm patlent e

no m u? the nudy dik. On asuecasss

sHamt i bt

i ke fagt

I aeder 1o recover Buni dawmage, chuage
wn m\m ke some wnc al medical skift

¢ s el day g
pat-cnt isata MortalWound State, he must
make a daly Death Save as well as taking
this damage. Without medical aid, you're
30ing to run out of luck pretty soon, This is
probably why humans invented medicine
in the first place.

To make a successful medical skill check,
you must ol a value (using TECH, your
medical Skilt and 1D10) greater than the
total number of points of damage the
patient has taken. Medical skill checks are
made with two skills, First Aid or ‘Medicol
Tech.

First Ald

First Aidinvolves cleaning and dressing the
wounds, administering medication, setting
broken limbs and putting on splints. When
a character makes a successful First Aid skill
check, the patient will recover at the rate of
0.3 points per day. Example: A Light wound
would be healed in 8 days. A Critical wound
would heal in 24 days; o Mortal 3 wound in
56 days. Only one check need be made.
You may (within reason and at-Referce’s
discretion), perform first aid on yourself,
On an unsuccessful roll, the patient regains
no points. New attemnpts may be made
once per day until a successful roll is made.

Medical Tech

Medicol Yech skill assumes that the charac-
ter has studied medicine in a professional
setting. This gives him the ability to per-
form surgery, prescribe drugs, and know
the proper treatment of injuries. He can

Cnven, st Adectes

pieces, gralt on new limbs, or install cyber-.
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made once per day unt:l a successtul roll is
made.

Hipwe

Speed Heallng Drugs

Drugs_can be'used to speed the healing
rate by 1 additional point per day. Expen-
sive and often proscribed, these drugs
have a neural side effect of reducing the
patient’s REF stat by 1D6/3 for a week after
use. Speedheol costs 1650eb per treat-
ment.

Nanotechnology and Tailored
Antibodies

Nanotechnology involves the use of in-
credibly tiny, psuedo-organic machines to
perform minute surgical tasks. These tiny
tools can be programmed to repair dam-
aged cells with molecule-sized polymer
threads, or to act as temporary bridges
between mutilated nerve endings.

Combined with tailored antibodies,
nanotech devices can speed healing to
twice the normal rate (patients recover 1
point per day in addition to normal heal-
ing). A Light Wound for example, would
be healed in two days, while a Mort
Wound 0 would completety heal in eight
days. When combined with speed heal-
ing drugs, this rate is increased to 3 points
per day, allowing the same mortally
wounded character to be back in action in
an unbelievable six days!

Here's the catch. Besides being expensive
(1500 eb. per treatment) nanotech is avail-

replace tamaged organs with vatgrown

. during the enfire pr

able only W certain hoapﬁnls (Vin 10, sut }
if you've gotthe money, it’s the bestoption
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uior daindunt of pain,

Serious Wound: The patient is amoula-
tory, but will need his dressings changed
once a day, and will be at -2 REF for alt

Ve
actions. . . "

Critical Wound: The patient must spend
at least half of his day.in bed in order to
regain any lost points of damage. Other
activities must be limited at simple tasks, at
a -4 REF to all actions. Dressings must be
changed twice a day, and nursing care of
some sort must be available,

Mortal Wound: The patient is bedridden. |
At Mortal Wounds 3 ‘and- above, he is
probably comatose (50%) most of the
time, and wired into all kinds of machinery
for life support. He requires constant care
ess, although he will
not have to Death Saves (he’s been
stabilized), L

A Sample Medical History
Rippgriack takes a gunshot wound (25
points total) to the gut, reducing him to
ortal 3. His partner has a high First Aid skill
and makes a Stabilization roll to save him.

; " You got your §

LV y

gof o ten-duch '
we E/(’L I()ﬁ(’!ﬁ i

' s --....z..s a3,y

guts < piliia) ot !
- in Techniholo ‘
all over the

pavement—
thats a Critical .
- Wound
v " Anythlng 8
! worse than |
’1 that, you're just ,'
Spare Parts
\ waitin' for a
| Trauma Team '
o pickup..." 1
), PP R
4 —Rlpﬁor]ack \
' 3

So far, so good.

As soon as Ripperjack is stabilized, his part-
ner calls in the Trauma Team™. Four min-
utes later, the AV-4 touches down. The
Trauma Team™ Medic makes a Medical
Tech check on Ripperjack. The rolt is suc-
cessful. The Team takes "Jack to Night City

General Hospital and checks him into |

Emergency.
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" TEAM AV-4
USED FOR RESCUE,
MEDICAL
EMERCENCIES.
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As aMortal 3 patient, it will tike Ripperjack
13 days to recover ‘enough to reach a
Cntical Wound state. During this time, he
wiil be in 3 hospital bed, wired to. life
support. and out of it on drugs (when he
reaches Mortat 2, the doctors can take him
off the drugs and life support). At Critical,
Rippetjack is able to hobble around the
ward for a couple hours at a stretch, while
the nurses look after him., In 4 more days,
he's able toleave the hospital as long as he
gets his dressings changed once a day. In
4 more days, he's nearly up to full function.
1t’s taken him 21 days to get back on the
Street. Now he can start earning enough
money to pay off his medical bills.

Elective Surgery
Not all medical care is the result of acci-

‘dents or combat. This is the Metal Age,

and when you want to get cybered up, you
gotta pay a price in bloog!. .

If you're going to get wired with a cyber.
limb, the first thing you'#l have to decide is
whether you want to keep the meat one.
For 100cb a month, a Body Bank will store

- your old one until you decide to reclaim it,

with only a 20% chance that someone will
sell it for spare parts in the meantime. For

200eb a month, this drops Lo a $% chance;
not pertect, but better than nothing.

Now vou've ditched the old meat in the
freezer, i'stime to get cybered up. AMedical
Tech skillis required to install cyberwear. You
can’tinstall cyberwear onyourself. Each type
of cyberwear has a Surgery Code (pg. 75).
This code represents the minimum level of
medical care required toinstall the cyberwear,
the length of surgical time required, the cost
of the surgery, the damage taken in surgery
and the Difficulty of the installation procedure,
The Surgery Code assumes that a successful
Medicol Tech check has been made on the
patient as part of the operation. Healing is
then based on the number of points lost due
to the surgery.

Negligible

Required: Mall clinic or other drop-in
bodyshop.

Surgical Time: The,

Surgical Damage: 1 point

Surgical costs: Included with installation.
DIFf= Easy (10)

Minor,
Required: Medical center or ripperdoc clinic.
Surgical Time: 2hrs.

Surglcal Damage: Do+
Surgical costs: 500eb
DiFFxSimple (15)

MAjor.

Required: Full hospital with surgery center.
Surgical Time: 4 hrs.

Surgical Damage: 20604

Sutcpis ol conts ety

DI - Tramend ()

CRitw . ]

Requured: Tull hosptab with sinijery conter.
Surgical Time: 6 hrs.

Surgicatl Damoge: 306+

Surgical costs: .2,500¢cb

DIFF= Difficult (25)

Exomple: Morgon Blackshadow decides to
get a cyberorm installed. i
The surgery code is Critical -

(CR). Morgon takes: 11

units are specifically designed to get to the
scene of a fatality within seven minutes (or
your money back).

Trauma Team's crews are made up of the:

best paramedical techs and staff available. -

The teams are usually e up of a driver, a
senior Medftechie,  an assistarit - and twe
swcunty ofhwers, They mamally’ tavel in o
heavily annted AV--4 i salt, supported by

- mobule Lanker trucks and ground refuelling |
stations. A Trauma Team AV:4 containg the

most sophisticated revivilication and lite
suppont technology available, including a
mobile cryotank to lower the body
temperature to approxirriately 24 degreesF,
(the optimum temperatuse to prevent
hemorrhaging, shock, and brain swelling).

Trauma Teams™ can be
summoned bydialing911

points in surgicol damage A Trauma Team pllot any phone, and are

(Wound State=Critical).

ST RO equipped to trace the

The surgery s Difficult REECL-EH SV WV ELT  origin of any phone call to

(25), requires a hospital,
takes six hours and costs -
2,500 eb. It will toke
Morgan 1 1 days to recover
fully, but he con be back '
on the street in .o week

topofa J LI T P T e its source. (You're billed
L T LT T T fromthe momentyoucal,
.. the “‘u’"’ team until- delivery to' the
. secures the area using
: the AV’s twin

Hospital) You may also
opt to carry a deadman
‘transmitter, which will

R R 88 autocannon, while the activate and automatically

Wound Stote),

Replacement
Surgery
Remember; arms and legs don’t grow back.
Even if you heal, a missing limb will still be
missing. You can chose to replace it with
something out of a Body Bank or vat, or you
can go for the metal. Replacing a limb with
either requires a CR surgery code. A replace-
ment meat arm will cost about 1,000'eb. A
feplacement cyberarm starts at 2,000¢b and
goes up from there depending on what you
want to plug into it. 2

Trauma
Team Inc.

One of the most powerful Corporations of
the Cyber Age is the Trauma Team™; a
bonded and licensed paramedical franchise
operating throughout the U.S., Canada and

B L0 XY signal a Trauma Team the
. body on board... BRiuikibd st brainwave

pattern falls into a coma
state. The most common
transmitter i in the form of a plastic credit
card, which s activated by bending the card
in half, and has a range of 20 miles. Traurna

cards can be transferred between members :, -

of agroup aslong as the card’s owner Is present
to sign the charges off when the Team arrives.

There are usually a dozen or more Trauma

Teams on call at.any time in a major city.
immediately after receiving an alert, the
nearest Trauma Team™ unit goes airbomne,
their sophisticated tracking equipment
homing in'on the last known location of the
patient. The pllot (who is skilled enough to
set his six-ton AV-4 on top of a parked car if
need be), drops in as close as possible. If the
firefight is still going on, the security team
secures the area (using the AV's twin

VIEW FROM THE EDGE
B rauavean |

parts of Europe. These crack ambulance [

autocannon or their own portable weap- | .7 " -
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TPve been in
Trawma Team
for five years
now, l've put
my bus down
on more - !
rooftops than | ¥
care to
remember, and
t've been in
more firefights
i than | ever was
“ during the
Woars. By now,
1 don't even see R
i - the bodies as
i people. | see .
v them os either .
' parts or '
¢ pickups.”

|
)
|
i
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—Unknown

ons). The moedtechs load the patient on
board, shunting his life support to the on.
baard heart-lung machines, plugging him
nta onboard thomonitors, and chithng Iny
body down n the refrigerated tank for
stabaizaton. Rapid surgery is performed on
the spot for the most entical wounds; while
the med speoalist sses 3 combanation of
el bbb drags andimanueliesus tation
to et the patient on-lioe agan. The prlot
shainsdown the throtthes and the AV-Lrockets

oshvawards o pillag o exbust, headed tor
§the neardst emetgency foom. The entire

precess 1y have tahen ad of tour muinutes
fram oatart to tirwsh,

A 3 oivatev owned concern, Trauma
Teamnt* e ot under any obligation to

“HEerUa Casualty to 1 Baspital, dithough
B are fespansible for roviemg and stabi-
rgenticaly vounded patients, Trma Team
teesare exceedingly steep($100 pernmunute),
he best method of offsetting their exorbi-
tant ¢costs 15 to either carry Trouma Team
services as part of a Corporate group insur-
ance policy, of to establish an account with
TT International, paying a premium of $500
inadvance each monthlor continued service.

Spare Parts

These are places where you can get the raw
materials for putting people back together
again. They are a staple of the Cyberpunk
landscape, and a good source of ‘steady
income for the enterprising street dweller,

Body Banks

Just in case it didn’t work out, you can stil
make a dead comrade puil his weight. The
Lifeline Act of 1994 (an extension of the
donor cards of the 1980s) allows a potential
source of spare parts to carry adonor card in
his wallet. This card must be registered with
the fecleral government, Only donor carded
bodies can be turned into a donor center,
where a bounty is paid. The bounty is based
on the partsinvolved and the body condition
at the time.

Part Average Bounty Sale Price
Arm 500 1000
Leg 600 1200
Heart, Lung 700 1400
Liver, Kidney 200 400
Eyes, Lors 800 1000
Other Organs "200-300 400-600

Poor Compton 172 normat bounty
Faerient condiition e normat bounty

The Government doesn’t care who turns
the body in. All you need is the card and a
legutimate death certificate stating that the
deceased died of natural or accidental
causes, available through any locat coro-
ner. The result is that many firefights end
with a frenzicd looting of bodices for donor
careds ollowed by another tirefight over
dispusted dans e endineg in anothe
ltenzy ol lonting

Legally, donor centers must be focatec in
legutimate offices of the County or City
Coroner’s Office, or in . public hospital,
However, athriiving black marketintrauduy-
lent donors thrives in most of the combat
2ones, usttally out of “ripperdoc” clinics or
Corporate centers (where high level execs
qet hirst pick of the new parts).

The biggest probieny with Body Bank re-
placements s the availability of geneticaily
matching parts. When attempting to lo-
cate areplacement limb or other part ata
body bank, rolf 1010. On a 1,2,0r 3, the
partis unavailable thatday. Ona 4 or S, the
partisin, but it may be the wrong color or
have some other minor ditference.

Vat Grown Tissue Banks

This reflects recent (2017) improvements in
genetic technology. Using tailored DNA and
cell-growthvats, legs, arms, organs and other
parts (including exotic designs like animal-
human crosses) can be grown to order.
Unlike bodybanking, vat-grown parts are
available to match any genotype. However,
the process is relatively new and is more
expensive than simply using.an arm off the

rack (2 timesthe price fora similar body bank

part in Excellent condition).

- -

Bodysculpting

As long as you're having a few cybernetic
grafts put on, why not go all the way and
re-do the whole thing? The art of body-
sculpting includes skin tints, hair and eye
color changes, breast enlargement and
reduction; and general all-over bodywork.
You can have bone and muscle removed to
become shorter, or have grafts added to
become taller. Excess fat can be suctioned
away, and collagen implants can smooth
wrinkles, add weight, and change con-
tours. Bodyscupting is readily available in

VIEW FROM THE EDGE

a number of body salons, including Body-
shoppe, Parts N’ Progrqms, and Docs R
Us™. Body sculpting includes appearance
chanqes, appearance enhancement, and
exotic fashion.

Change Appearance: Looking like a fa-
vorite imovie star o celebrity is a popular
fad in 2020, etstine Gangs, known as Posers,
often have theniselvies bodyshaped Lo re-
semble famous pcople, Appearance
changes are also a staple for Solos, Rockers,
and any. other ‘sort’of ‘high mover who

needs to change identities often. The cost

of an appearance change is based on how
convincing that change is.

At 1,200 eb, you look sort of like you wanted
to; 2 casual observer could spot the differ-
ence on an AVERAGE Notice check.

At 2,400 eb, you look very much like you
wanted; it would take a DIFFICULT Notice
check to spot the scuipt job.

With 3,600 eb, you would ook exactly as you
wanted to look; spotting the sculpt would
take a VERY DIFFICULT Notice check.

At the top end (5,000 eb), it would require a
NEARLY IMPOSSIBLE check to'spot the body-
scuipt from your original face.

Increase Attractiveness: Cyberpunk style
always goes to the extremes—you're either
really ugly or very good-looking. One way to
increase your Attractiveness is to have your
body re-designed at the local *sculpt clinic.
The process is expensive, granted, but many
people think having the right "look” for that
year is worth a few thousand euro, Cost is
600eb per Attractiveness point gained. for
example, to roise my oppearonce four points
would cost 2,400eb. ) oo

Want to decrease your Attractiveness? A
straight razor costs fifty-nine cents.

Exotic Fashion

Bodysculpt jobs that emphasize.the alien
or inhuman are known as Exotics. Vat-
grown tails, furred skins, hooves, animal-
like faces and ears, cats eyes and other semi
human features are the highlights of this
style. Exotic fashion is incredibly expen-
sive, time consuming and usually a hobby

among only the very rich and very bored.
Prices are based on the individual enhance-
ments.

Faclal Sculpts combine vat-grown parts
such as muzzles, whiskers, animal-like ears,
manes and cat eyes with the patient's
normal features. There are entire booster-
gangs based around various animal motifs
of this type. Cost: 5,000eb

Talls are grown in vats, using gene bank
tissue. They can be furred, tinted, scaled or
bare skin. The tail is grafted to the base of
the spine and linked to the nervous system
by nanotech nerve threaders, Tails are rela-
tively weak; they can pick up about a hatf
pound. Cost: 3,000 eb.

Hooves, claws and paws can be grafted to
replace normal feet and hands. They are
not as dexterous as normal digits (-2 to
REF), but are occasionally included as part
of a Exotic bodysculpt. Cost: 8,000 eb,

Skin alteration uses transform DNA to
change the structure of the patient’s skin.
Using tailored DNA, the skin can be in-
duced to grow patterned fur, light scales,
or exotic skin colors. The big drawback is a
1 in 10 chance that the graft will mutate
and develop into skin cancer, You get to
‘pick the number. Cost: 10,000eb.

TRAUMA TEAM
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expermental chemical

dumpedonthe Streetby
unmciupulous Cotpor-
ations looking for guinea
mas. Some are home-
brewedthorron designed

n basement labs, Stitl -

others are military-
designed combat drugs.

designedtocreateanmics

of zombe killing mac-
hines. Allofthemare
news. :

Most ot the drugs in
Cyberpunk are addic-
tive—the peopie who
designed them were
looking tor a way to
create acaptive market
ot adowcis. Only the

Lvery aealthy can at-
LA Lo have nan-toxic

';Iq's.\‘_yr‘.-:r

drugs’
created tor thewr own
physiologies; -most of
the scum on the Street
(the rest of you) are

left sucking up the dregs of the chemical

sewef.

Common street drugs include:

SynthCoke
Type: Stimulant
Dilficulty: 20

Duration: 106+ 1 minutes

The second generation, synthetic replacement
tor cocaine. Like the onginal, its s:ide etfects are
nasty: parancia, psychologwal addiction.

Stim
Type: Stimulant
Ditficuity: 10

centuty’

Duration: 1D6+1 minutes

Stim increases endurance, allowing the user to
stay alert for longer periods. Side effects include
mental detusions.

Syncomp 15

Type: Antidote
Difficuity: 13
Duration: 106+1 turns
Syncomp is a broad spectrum poison antidote,
used o treat nerve and biotoxins. REF is re-
duced at the rate of 1 point per dose.

Strength: +1

Strength: +3
Cost: 1000

Cost: 650

Speedheal
Type: Healing Drug
Dificulty: 33

Strength: +3

Strength: +2
Cost: 500

Cost: 1650

Duration: 1D6+) hours

Speedheal (described on pg. 107), is designed
to enhance the natural healing processes. Side
effects are reduced REF by 106/3 for a period
of 1 week after use.

Boost

Type:.INT Booster
Ditficuity: ¥2
Duration: 16§ howrsy
Boust e reases INT by o U de 2 2.7 bunir puesund
A Boost addicthasgamed hitttoletance - hindNT
I8 no longer incressed, snd he must have more
Boust within twelve hours o be reduced to
screarmung fits and hathucinations.

Strength: +4
Cost: 600

Blue Class

Type: Hallucinogenic  Strength: +1
Difflculty: 18 Cost: 900
Duration: 1D6+1 minutes .

Blue Class was originally developed as a bio-
logical weapon. Under stress, you will have a
3in 10 chance of *flashing out®—~—reduced to
staring blankly at the: pretty colors in your
mind (reduce INT by 1 per dose), Rolf 1D10
and -hope. s

Smash

Type: Euphoric

Strength: +1

Difficulty: 2

Cost: 100 per 6 pk
Duration: 106+1 minutes .
Smash is  2020's answer to
alcohol—it’s yellow,. foamy,
and comes in cans. it makes
youloose, happy and ready to
party. The downside is that
when it wears off, its psycho-
logical addiction component
makes you suicidal, if you fail
your addiction Save, you sink
into total catatonia; a feebly mumbling ball of
pain——a ripe target for some Booster looking
for spare change.

‘Dorph .

Type: Pain Negation  -Strength: +2
Diffleuity: S Cost: 250
Duration: 1D6+1 turns

Designed as-a combat drug and painkiller,
endorphins reduce pain and stress effects.
‘Dorph allows you to reduce the effects of stun
or shock. Dorph also has a nasty costin nervous
system damage. Each time you use 'dorph, roll
an additional 1010. On a 1, you have lost 1
point of REF—permanently.

Black Lace

Type: Pain Negation ~ Strength: +3

'Drugs are a great
.way to get people
L omvthe streets
" with lots of aquto-

. matlc weapons;

Ly medn, v,t.
 fowlife adventure:
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Difficuity: 13
Duration: 106+1 hours

Cost: 650

A high powered version of ‘Dorph which Im.- |

parts euphoria, adrenal rush, and invulnerabil.
ity to pain. Your CL is raised by 2, and you are

resistant to stun of shock effects. Lace Isdeadly. |.

Lace users become fearless, cold-bloodédkilling
machines—exactly what its mititary designers
were looking for. i yourtail your addiction save
(IDI10 rolt higher than Body Type) roll an
additional 1D6 and subtiact the resuft from
your EMP stat. Treat the result as if sultering
from cyberpsychosls. If you go over the line,
too bad. Roil up another character.

Remember: Drugs are dangerous. Mess
with them and you'll probably kill your
character. Or atleast mess him up beyond
repair. The choice is yours.

Just like real life.

Building
‘Your Own

Although drugs are bad
news, they are a prominent
theme of the cyberpunk
genre. 1t stands to reason
.-that sooner or later, enter-
prising Referees (or players)
may want to unleash their
* ownbiochemicathorrorson
the world. As any fan of
Miami Vice (or a player who
watches a lot of real life cop
shows) can tell you, drugs
are a great way to get people fired up on

perfect

the streets with lots of automatic weap- |
ons; in short, the perfect "McGuffin® fora |

mean, nasty, lowlife adventure.

The drugs given here are only examples; it's
a good idea for Referees to build any new
onesbefore introducing theminto gameplay.
Orug building requires a Pharmaceuticals
Skili check against the DIFFICULTY of build-
ing the drug. To determine this value, you
must first check the Effects Table below and
choose what effects you want the drug to
have. Add the total DIFFICULTY values

drug.

together to arrive at a Base Difficulty for that | E

1
1
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release of it's
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I pleasure with |
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~Night City Today |
1 May 16, 2020 1

Nothing's free. !
Andifal
[ Corporation
) made it, the
. hidden casts are '
! double,,,'|

[
| ~Unknown |

EFFECTS TABLE

DIFF  EFFECT

15 Increase REF by Strength of drug.

15 Increase INT by Strength of drug.

15 Increase CL by Strength of drug.

15 Enhanced Perception (+ Strength
to Awareness checks).

15 Increase healing rate 1 point per
point of Strength.

15 Antidote (+1 to Save per Strength)

10 Increased Endurance (+ Strength
to Endurance checks).

10 Negate Pain Effects(+ Strength to
Stun Saves).

15 Depressant (-Strength to

Awareness),
Euphoric (makes you feel good)

10 Hallucinog@nic (makes you see
things),

10 Reduce Stun (+ Strength to Stun
Saves).

s Soporific (-Strength to Save
vs. Sleep).

10 Aphrodesiac (-Strength to resist
Seduction checks).

10 Contraceptive (male or female)
10 Antibiotic (+ Strength to Saves vs.
disease),

Strength

Strength is the power level of the drug. The
higher the Strength of the drug, the greater
i's plus or minus effect on the body. Drugs
come in strengths from 1 to 3. Add the
Strength of the Drug to its Base Difficulty.

Side Effects
Youcanbuydownﬂ\ecostofadmg by
buying side effects. These are bad things
that balance out the beneficial side of the
drug (for example, if cocaine wasn't psycho-
logically adelictive and didnt Cause delusions,
it would be cverything Sigmund Freud
thought it would be), You may never buy a
drug's Diiflculty costs below 2.

Psychologlcal Addiction (-8pts): The char-
acter is psychologically addicted, and must
foll lower than his CL each hour following
the last dose of the drug. On a failed roll, he
suffers extreme anxiety, fear and depression;
hebecomedriventoﬁndmoreoﬂhedmg
andcandonothingelse, Kicking the addiction
iva VERY DIFFCULT Brvhinance dheck, arxd
may take as long as the Referee decides is
sufficient.

Physiological Addiction (- 10pts): The char-
acter is physiologically addicted, and must
rolllower than his BT each hour following the
1ast dose of the drug. On a failed roll, he will
suffer intense pain and take 206 in damage
until he can kick the habit (aVERY DIFFICULT

Endurance check, taking aslong as the Referce
decides is sufficient),

Death (-15 pts): The drug has a fatal com-
ponent that can kill the unawary, Each time
the drug is taken, a Death Save must be
made with a negative modifier equal to the
drug’s Strength number minus one.

Reduced REF (-Spts): The drug reduces REF
atarate of1 point per dose for the duration
of ths dose. If a new dose is taken before the
Last has worn off, the REF penalty is cumuta-
tive.

Reduced INT (-Spts): The drugreduces INT
at arate of 1point per dose for the duration
ol thedose. If a new dose is taken before the
last has worn off, the INT penalty is cumula-
tive.

Tremors (-2pts): The drug causes painful
tremors in the hands, face (-2 to REF).

Hallucinations (-Spts): The drugcauses hal-
lucinations (colors, voices, strange shapes).
The character is virtually unable to function
normally. If you buy this as a side effect for 3
hallucinogen, the character wilt always have
areally bad trip that is totally at the Referee's
sadlistic discretion. You Have Been Warned,

Paranoia (-3pts): The character is subjectto
paranoic delusions; he thinks "they” are after
him, etc. (although in Cyherpunk, this may
notalthe delusion). rhcd\.\mctcrmusldu)p
everything and devote his actions lo
delendinghinmsell agaimt *them”. Who "t wey”
are iy, ol coune, up to the Releree.

Delusions (-Spts): The character is subject
to strong delusions; he thinks untrue things
are real, that aliens are talking to him, etc.
The character must drop everything and
devote alt actions towards the maintenance
of his delusion. Which, again, is up to the
Referee, :

Sterility (-Bpts): The drug causes per-
nament sterility on a 3 in 10 chance.
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AIR HYPODERMIC

Also known as thé "Bones McCoy”,
the alrhypo Is used to dispense

drugs of various types.

Carcinogenic (-10pts): The drug causes
cancer (3 in 10). if cancer is developed, the
character will ‘take 1 point of permanent
damage unless a cure is effective (a VERY
DIFFICULT Medical Tech check) or he dies.

Psychotic Rage (-10pts): The drug causes
the character to tly into a psychotic tage,
attacking anyone within range.

Aggressive Behavior (-32pts): The drug
causes the character to becomeirritable and
aggressive. On a 5in 10 chance, he will pick
a fight with the nearest person to him.

Irrational Fear (-12pts): The drug causes
the character to become inordinately fearful
of everything. He must drop everything and
cower in near catatonia until the drug wears
off

Nerve Degeneration (-1Spts): The drug

Causes severe nerve damage (-2 REF lost
permanently).

Duration

Drug durations ‘vary from dose to dose,
situtation to situation. When a drug is taken,
roli 1D6+1 to determine the totat amount of
tne the drug williemamn active in the systemn; '

Multiply the total DIFFICULTY (BASE +
STRENGTH, minus SIDE EFFECTS) to deter- |
mine the final Ditticulty of creating the drug. |
Cost

Per-dose cost is determuned by m wtiplying
the Dilfu ulty level of the g by 25 evno,

Exumple: Sindementophihrune has o Ditticuity |-

of 26. s street cost would be 650eb per dase.
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You patchin the last connection,
making sure your wristplugs are
tight. You slam down the “GO"”
switch. Instantly, your mind is
filled with the grey white static of
the drop to “on line.” Then, with
a ki(kem’ng, falling sensation,
your hurtle forwards into a maze-
of shifting ncon ‘shapes and
spinning grid lines.

You're in the Net.

The Net is a vast telecommunications
network that joins all of the computers and
telephones on-Earth. It is formed by radio,
telephone, and cellular phone links, with
Microwave transmitters beaming informa.
tion into orbit and beyond. In the late 20th
century, the Net was only accessable via a
computer terminal, using a device called a

RUNNER

modem to send and receive information.
But in 2020, the Net can be entered di-
rectly, using yourown brain, intertace plugs,
and complex interface programs that turn
computer data into perceptual events.

Netrunners

Netrunnersare outlavw computer jocks who
are advanced versions of the computer
hackers ot the late 20th century. Netrun-
ners operate on both sides of the compiex
and draconian laws covering computer-
crime in the Cyberpunk world. Hard driving
computer cowboys, Netrunners. literally
take their ilives into their hands as they
tackle the mighty data fortresses and the

deadly counter-intrusion programs that |
guard them—the ultimate challenge of

Man vs. Machine.

Some people do it for glory, or because it's

there, but most run the Net for money.
Inside each computer system linked to the

e e e

VIEW FROM THE EDGE
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U "Frack, she was !
\ good. She was

the best. Maybe

It was because !

! she'd been o

programmer '
during the Third

I Corp War, or !
| maybe it was
.‘ . - just o gift.

i “I always

becouse of the
I .accident— the

off both legs

and part of oiie :
arm.With all
the cyberwear,

much left that

1 was human. My
guess was, she '
only came allve
t in the Net.

waos just
marking time in
1 a half alive .
i body.

°, combat .

D

figured it was . |

’ one that took ’
!

.' there wasn't ' ’

.I Everything else ,

|
.' “Great lookin' i|
) half- alive body,
- though...”

—Edger ¢




VIEW FROM THE EDGE

B “There's overa )V
: daren
Netrunners out
: theee that the
'} Netwatch Cops Y
' waould love to
brain-burn. And
Rache Bartmoss
is at least two
of them...

< Spidee Murphy
“Gawd, but it's .
great to be !
~ loved..."

—Rache Bartmoss |
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Not Qoeography
The Netis basically a vast “potential space”
constructed by linking together phone lines
and fiberoptic control cables. The Ihara.
Grubb Transtormation agorithms that
govern Net reality generate this space as a
"wire-skeleton” topanraphy of gricks wned
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bluc-white gnd. When

EEFL, |

resented as an endlesy”

puter controlied doors,

cven

eavesdrop

. Net through space’
. Some cowboys
think it's aiready

an individuat line must
be located, programs
within the Netrunner's

'} cameéras and observa-

through computer
controlled security

tion devices. Most
heavy duty Solo teams
have at least one ‘Run-
ner on the payroft, just
to gather intelligence
about secure areas and
obstacles to a battle-plan. Corporations
also hire Netrunners to protect their com-
puter systems and to commit their own
corporate computer espionage.

The laws of the 2000's are extremely dra-
conian about computer crime. Most gov-
ernment agencies can freely use any and all
means to eliminate intruders. Most Corpo-
rations are equally hardline. (except with
their own pet ‘Runners). Even without
resorting to highly illegal black programs,
the law allows Corporate authorities to
locate and arrest intruders on the spot.
Heavy prison terms and possibly mindwipe
are just samples of what awaits a computer
feion. -

N

Butyou're not planning on gettihg cauéht,
right?

- happened..Me, I
got doubts.,, But I
also got a laser just
in case”

cyberdeck locate the re-
quired lines or. access
points, andidentify them
with a bright red bea-
con light. :

The thara-Grubb Trans-
formations are also de-
signed to take the rela-
tive position of 3 system into account in
relation to it's contigious Netspace. For
‘example, a computer system high in a
skyscraper will appear as an icon far upin
Netspace. A system buried underground
will be positioned roughly as in relation to

—Edger

the plane of Netspace as it is relative to the

ground level in external reality. (or Re-
alspace). Both systems can be found in a
Netspace location analogous to their real
locations in their individual subgrids. A
moving system will travel through the
subgrids that are parallel to its travel in
Realspace.

Any place a computer can be turned on
and hooked into the NET is an extension of
the NET into this universe. The Net is, asfar
s anyone can tell, potentially infinite— if
you can link a computer to this communi-
cations web, you will automatically. create

Kirama LPD -12 Cyberdeck
v Speed: +3

Memory: 20MU

Cellular capable.

8,025 eb.

a new section of the Net around that
computer. Thus, new areas are created all
the time, as more computers are hooked
up and logged onto the Net,

Theoretically, you could put a radio/Net
link into a long range spaceprobe and
extend the Net into deep space. But it
would take a locooong time to get to that
area of Netspace, and it would take forever
to do things. thara and Grubb theorized
that an alien intelligence with a lot of
power and a knowledge of Earth com-
puter-tech could link to the Net over inter-
stelfar distances. Probably, it could not
actually do anything; the best solution
would be to beam a link to an orbitat
satellite, downloading a copy of the alien
Al into the Net at this end, then move
freely about the Net,

Some Netrunners claim this has happened
already.

Islands
of the Net

People, Places and Things in
Netspace * s

Reglons . .

Regions (also nicknamed “kingdoms"™), are
large areas on the world NETmap (such as
Atlontis in the southern’ Atlantic/African

Basin). They are referred to by name. A |*

Region is a hazy zone of shifting bounda-

ries; new regions pop up all the time, and |

the boundaries constantly change as po- |.
tential Net reality shifts. 1t's:not really a ||

Ploce; just a rough definition of an area

where certain groups or governments have |

the most control. Regions include:

Atlantls: This s the second largest of the

regional kingdoms, stretching from Central |

and South America to the west coast of

Alrica. The region is primarily controlled by
the Central American Federation and its ai-

'
1
. L
"Boy, I wish ol’*
Bl Gibvory wan '_‘
around tosee
thist” -

L1
“Hey, Edger. |
Don't you know | .
it's unlucky to “

invoke the name '
of the Patron |
Saint?” )

—Sdmewhere over !
the Pacifica Reglon,
LDL 2542.02 19
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i

! |.
i “Pacifica...Floating
i Istands of light, '
i cupped with
| neon green
i’ fractal palin’
i trees, The whole'
i

above a bright,
glittering ocean,’
tke something 'J
out of a tropic,
dreom. \
"They've got the
virtual water
construct set up }
so that you can'
see all the way;
down to a
limitless
seabottom, :
where glowing I’
. colory fishshapes
dive between !
shifting mirage
coral., pursued
), by clever dolphin '}
" programs, port!
Al and part
Husion.”

—Roche Bartmoss. .,
: Net Traveller's EE
- Cuide, 2019

thing floats® | '

L

[

l

hedd cotporatinny, Key City Crieds are o ated
n Mexco City, Panama City, Bogota, Ha-
vana, Rio de Janeiro, Buenos Aires, Dakar and
Acension, Atlantis is a tairly freewheeling
requon, with a lot of blackmarket trade,
especially out of Panama City.

Rusthelt: This region covers the Central and
Eastern tinted States” key City Grids are the
flow Yok /ItnWash Meijapdes, Chucags
LreatLakes, Atlanta-CityCore, New Orleans,
anud St Louis. The region 1s a near absolute
dictatorship controlled by a troika of Net.
Vate h (the worldwide Netsecunty orqaniza-
tion), the U.S. Provisional Government, and
the EuroMarket Consortium. Systems are
“eavily monitored and computer. crime
rreated with draconian terocity.

Olympia: The Olympia Region spans most of
the Southwestern and Western United States.
Nomunally, it is the domain of NetWatch and
the United States Provisional Government.
indimvidual City grids are usually controlled on
Ai0cal level by the most prominent Corpora-
tioninthe area; Denver (Orbital Air), Salt Lake
(Militech), Dallas/Houston Megaplex
(WorldSat), Mbuquerque (Militech). Most of
the tratfic inthese regions is corporaterelated,
with many established bulletin boards and
service networks.

Pacifica: This is the largest of the regions,
covering the West Coast of North America
and expanding over most of the Pacilic{Basin.
As with Olymoia, itis under the joint rulership
of NetWatch and the USPG to the edge of the
Hawanan 8asin; at this point, there is a four
way division between NetWatch, USPC,
Arasaka LTD and the Far Asian Co-Prosperity
Federation. Inthe US, mostkey City Grids are
controfled by the most powerful corps in the
specific city; Night City (Arasaka), San
Francisco (EBM), Los Angeles (Pctrochem),
Seattle {Arasaka), In these cities, control is
relativelyinose. Across the Pacific Basin, control
rereases as Arasaka tightens its grip.

TokyoChiba: This is 3 very small reqion
cavenng the lapanese srchipelago, speciti-
2ty Tekyo, Osaka and Yokahama. Cluba is
e Center of nperations tor 3 number of very
sawertul 2ubatsy, including Mitzubishi-Oa,
Mastsushna-Kiroshiu, and of course, Arasaka.
However, due to the immense amount of
e rabasawartare, noonemegacorphokis
conteet, making this 3 ripe held for informy.
venbeokenmng and corporate “netspionage”

Afrikani: This regional “kingdom” extends
f23m the edge of Atlantis across Africa to the

Mictille Last and Madaugas at. Key City Giids are:
Addis Ababa, Zanabor, Cairo, Algiers, Nairobi,
Mozambique and Alexandria. With the excep-
tion of Nairobi and Caird (under firm Orbital Air
control), the rest of Afrikaniis a chaotic wastetand
of antiquated systems, shifting alfiances and
fanatics. Caution is advised,

FuroTheatre: This most powsthal of the
rergionial “Mivgdonin® Lirol heatie by Pkt iy
controlled by the EwroCorps. Key City Grids
are London, Paris, Berlin, Frankturt, Munich,
Zurtich, Amsterdam, Rome, Madrid and
Stackholm. The three largest EuroCorps in
each city work in cooperation with NetWatch
to maintain security. The EwroTheatre Net is
dominated by corporate tratfic; there are few
private systems and most independent
Netrunners-are already known and recorded
by NetWatch, EuroTheatre is a good place for
legal business transactions, banking,
Netconferencing and. other legitimate
transactions. 1t is a very, very bad plice to
commit computer crime.

SovSpace: This region covers the borders of
the now rediced Union of Soviet Socialist
Republics, extending into Eastern Europe. Key
City Grids are Moscow, Leningrad, Warsaw,
Kiev, Budapest, Vienna, and Prague. The USSR
holds nominal control over this region, with
control gradually shifting to NetWatch and
the European Economic Community around
Poland. Systems in SovSpace tend to be
primitive, slow and equipped with a few. deadly
programs rather than sophisticated defenses,
The Eastern European netrunners range from
simple hackers all the way to the most daring
cowboys in all Netspace (these guys have
nothing to lose). The entire region s rife with
espionage, information trading, and the petty
bickerings of small political groups looking for
their own economic advantages. Agoodplace
to sell information, i you don’t mind being
paid in low value currency.

Orbitsville: The largest potentiat region,
covering the Low Earth and Near Earth Space.
Orbitsville is a great place tomeet people, pick
up rumors and generally have a good of tirne,
Security is loose to nonexistent, Orbitsville is
primarily controlled by the Orbital Corpora.
tions and the £SA (which has it’s own version
ol NetWatch). There'snot alot of “groundhog”
traffic-— ofbital time lag (2-3 seconds) makes
Netrunning from Croundside a tough
proposition. Local traffic is very busy, with
every Spacer habitat and colony hooked up to a
constant streamol chatter. Transdctions are mostly
on the small time level: trading raw materials,
medicine, air, food, water and gossip.

Long Distance Links

Long Distance Links, (LDLs) allow instanta-
neous transfer between cities. The world
wide Internet Communications Corporation
maintains most of the available Long Dis-
tanceLinks 3s partofits long dlistance services,
but many farge corps have private Long
Distane n Links that o ol betwesnorpo.
rate offices.

Using a Long Distance Link requiresapassword
(normally the Netrunner’s Net Access code,
which is used for billing purposes). However,
with the right programs, one can convince a
Internetthat thiscallis alocal one, orthat the calt
was never actually made.

Wilderspace (

Movement between Long Distance Links is
almost always done via up/downlinks. Most
of the physical space is “jumped” over, and
is. pretty much unknown territory. Yet, the
activation ofindividual computers can create
independent areas not directly linked to the
Net. The intervening distances between
physical points of the Net (such as San
Francisco and Night City) are called

Wilderspace. Wilderspace was originally -

theorizedin 2004 by {.A. Grubb, a computer
game designer and occasional hacker who
conceived of it as a vast area of dormant,
potentialreality, which couldcomeintoexistence
whenacomputerwaslinkedto the Net. Without
up/downlinks, this region would be isolated

~ from the main traffic of the Net, and accessible

only by those who were willing to “walk”there
the hard way.

designed to patrol the Net looking for ilegal
activity. Govemnments, individual corporations

and other large groups contribute money, |

equipment and their best Netrunners to the
NetWatch organization. The NetCops are
move trecly through the Net, patrolling aspecific
"heat” that may cover a city, Reglon or even a
continent. :

NetCops (Wolves, Weasels, The Icemen) are
equipped. with very powerful tracking
programs, as well as “arrest” programs that
can freeze a cyberdeck in a "loop” and hold
the Netrunner frozen, unable to jack out
until released. While arrest and imprison-
ment are the goal of the NetCops, they
have been known to use black programs to
kill or-maim their opposition,

‘Bulletin Boards (BBS)

A BBS is a friendly Data Fortress where
Runners can meet to exchange informa-
tion, chat, swap software and so on.ABSS
Data Fortress-is usually heavily protected
and hidden somewhere. A code word or
very complex encryption is needed to get
in. Once inside, the B8S user encounters a
number of “areas” or “clubrooms” desig-
nated for various functions. These are usu-
ally designed around thematic virtual reali-
ties. For example, the Hunt Club B8S of
Denver is an elaborate virtual reality con-
struct of a grand old English manor house,
complete with servants, a drawing room
and a croquet green.

Netrunneriegendisthat “something”
probably lives in Wilderspace: rogue
Als, alieninteflects, thingswhichhave
their own separate “citygrids” that
only appear occasionally when these

forces open an up/downlirik to the Ky

mainNet. The equivalent would be a

remote South Seas island which is
unknown and unreachable, until a

canoeis senttothe nearest civilization. 3

i the natives were skifled at entefing e
civilization and disquising their true

nature, they could probably remain

undiscovered for centuries.

NetWatch N
NetWatch is a policing organization
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| "NetWatch wnsl
created as part
of a unilateral |
| agreement In the
‘l UN treaty. It Is '
empowered to!
! protect and serve
1 the law abiding
. cltizens of the

. World! .
I Communications
! thwork..'..'_' \

I —The Netwatch)
! to,

"NetWatch. A}

! buncha hoods

| with cyberdecks‘
who like to push

people around. |

t  Welike to lead,
the Icemen into

deserted regions!

| of Net Space and |

.| dry gulch 'em. .

And not just for

the fun of it..."!

!
i ~—Rache Bartmoss
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VIEW FROM THE EDGE

"My first deck
was an anclent
Hitachl-Radio
Shack. It had

; ! thiv heyboard
. with a grey-
: screen monitor,
and it was
slower than a
Congressman
passing a tax
bill. First thing,

: - fused it to
hack into the
Zetatech sales
office and write
myself an order
for a brand
new Parraline
5750A. That
deck had
everything;
speed, power,
memory.

I was in love...

!

"But 1 still keep
that old
t Mitachi-RS 95
.- around, just in
case. You never
. know."

i

1

—~Splder Murphy

NetGear

Interfaces

The human mind can’t comprehend a
stream of data any more than it can “see”
an electron. It needs-a way to interpret the
wneotng dats s something meaninghal.
Yo Netiunners ase anintertace prograny
asupet-advane e veraomnot the e ponm
teves o tinl peabety T sy sterns ol thee T2y

tocansterpret b thens The antetbac e ke
ceptsabata comong theoigh the oy bastebes b
aned transkates b anto somethaug under-

tatanchible—-- thearautes the altered data to

C i the Nettunner's eves and ears. The world

Toetertace et

SN TENE AT DI

v the o

el ey MWWk

st Pt g e ate
stuneadeshoard bhe
svndty T Partinty tor the
R REINT

eIt theren
But -
Aanaerous e
Aot edge

fse e Areabadic gl

we ey the Nettunner
®eetry DM Mert, nvolved

Cand avterested gt hs ervironment. Alter aii;
Cwvhat would yea react faster to-- the word

Dearon appeansg in the air in front of you,
ot 3 living. breathing, five-ton . monster
cracking a flamung whip over vour head?.

You betcha.

The Second Generation

The early interfaces were an art form; mil-
lions of programming hours were devoted
each year in constructing accurate and
interesting realities for Netrunning, using
sophisticated artificial intelligence programs
and random story generators. These inter-
face programs. functioned on a low end,
narrow focus bandwidth, which could not
carry much more information than an old
fashioned computer modem of the 1990°s,
In addition to being limited in scope, these
early interface programs were also unable
to give the Netrunner a sense of his position
in the real woild beyond the computer
screen.

Then,- in 2014, the wizards of the Net
achieved amajor breakthrough— the thara-
Crubb Transformation Algorithms., The -G
Transformations allowed a cyberdeck to
extrapolate the pathways of the Net in
relation to their “Realspace” coordinates,
then generate a graphic model that could

be perceived by aninteitace program. The
results could be used as a navigational aid
through the Net, as well as providing a
sense of space and time not possible with
earlier designs.

ICONS

One of the other benebits ol the 3G Frany-
Fonmations e that they allow yertto Hans.-
fate the o ol vengr cybiendeck g g
vealde pepternbatoe e Ui Net T, tep-

teserdalions ob vonsictl o kv g YN

CON

Mot things in the Net mave some kind of
WOND even b ane an t specticd, e 16
tormulay will creale 3 peivaonat form to
represent therm Your KON iy your per.
ol symbiol, 1B i other Netranners
wiall falic to and relate wnhy when they
encounter coumn Netsnace, Your iICON ¢an
lank tike amviheng vorpwvart d o anmaored
technowariiorn, tantay creature, bzarre
shape or logo- -+ even vourself. You can
change vour ICON any ime you enter the
Netl. You can even disguise your ICON by
wing special programs for stealth and
evasion. Choosing your ICON is one of the
fiest things you'll decide when you jack in.
Make sure it's got your personat style writ-
ten all over it.

Interface Plugs

Sowhatdoyouneed to run the Net besides

a cool brain and a hot interface? Plugging
into the vast metaverse of the Net requires
two additional and all important pieces of
hardware.

The first is a set of neural or interface
“plugs.” Interface plugs are basically just
that—plastic plugs built into the
Netrunner’s wrists, temples or back of neck,
to be connected to a cybermodem by
cables (as described in Putting the Cyber
Into the Punk, pg.81-82).

You can get by without plugs; all you'll
needisasetof'trodes (pg. 134.). These are
self sticking electrodes that pick up neural
signals by skin inductance. They're slower
and less responsive than plugs (-2 to REF
while in the Net), but they are cheaper and
don't have any humanity cost.

The other thing you'll need is a cyberdeck.

 SGI Technologles
"Elysla”
Speed: +3

Memory: 20

Data Walls: +§

Optlom: Keyhoaord, Ixdm videoboard, elght
‘trode ports, chip reader, lully portahle.

o4, 260eh.

CPU: 1

Zetatech Parrallne 5750

Options: Keyboard, 2x3m videoboard, chip
reader, About 3,600eb.

Speed: +2
cPU: 1
Memory: 10
Data Walls: +4

Cyberdecks

The standard cyberdeck is about the size of
a paperback book, is made of plastic and
weighs about a half-kilogram. It has six
plug in ports for adding extra options, as
wellas six output ports for jacking in other
people (the owner of the deck, however,
is the only one who can control it, making
the other people only passengers).

This is the stock deck everyone starts off
their Netrunning career with. Prices range
from 5S00° for a used model, up to 1000
new. This is where your Referee can show
alittle mercy, by turning your chatacter on
to a cheap used deck.

For a price, of course...

Mostcyberdecks are table models— jacked

in and blind, a Netrunner isn't going to be*

goingmuch of anywhere, right? However,
technological breakthroughs have taken

_portable deck costs 2000%-

the deck off the table and put it on the
Street:

Portable Decks: These decks have inter-
nal, rechargeable power packs good for up
10 4 hours (recharge is 1 hour for every
hour of battery power). All combat, cyber-
limb and ceilutar decks are of this type. A

Cyberfimb Decks: These are portable decks
about the size of a pack of cigarettes. They
can be installed into a cyberlimb (phone
connection cables are jacked between the

limb and the phone lines). The deck itselfis |-
hardwired right into the body along with §.’

the controlling links for the cyberlimb, See
Putting the Cyber into the Punk, pg. 90-91,
for prices.

This can be a very dangerous option—1| -

hardwired right in, it's impossible for your

Al
0

R
VoA

HITCHHIKERS

Butwaitl Youcanjackyour -

experiences into a monl-
tor so that others can
watch, or even hook your
buddies up with "trodes®
to let them ride along.
Remember; your Interface
Skill is your ability to con-
trol and visualize— asina

cancome along— youjust
can't run software or cre-

ate stuff.

'

- fantasyrun, otherscansee. -
the mage do magic, they .
justcan‘tdoitthemselves. .
With a trode hook, you -
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CELLULAR DECKS
These aie vers expensive
decs sy are implanted
3 Stherease sept 00 the
bty Aaong as vor stay in
ane plac e, you caninstantly
ach into the Net

Thin o qood nieator par-
s, an o sy vyl Nee
trunner 10 move with the
group. A special program
in the ‘deck runs ali the-
Netrunner s body func.
- tions: it -keeps him from

- falling over, drooling, or

babbling; he can even use
his voice while inthe Net to
describe things he sces
Because  Netrunning
actions happen atthe speed
of thought, this means that
your Netrunner seems to
go spacey for a few sec-
onds, then says, "Hey,” |
found the etectronic door
and I'm running my
Doormaster Mark 5% utility
to.open it.” Then the door
opens.

- Unless you get into major

Net functions, you need
only pop in, run your
LOCATE REMOTE utility,
. take control with your
CONTROL REMOTE utility,
" do your thing and return,
It's only when you're crack-
ing systemns that you have
' to stay in the ‘face for a
long time and bore the rest
of the party.

VIEW FROM THE EDGE
| NETRUNNER __|

1 buddies 10 notice you frying and yank the

cables on you. Instead, you just burn.

Combat Assault Decks: These decks are
comtructed of rugaed ceramics amd sieel,
capable of talong butlet hits and c¢rash
mpacts (SP20). Mast combat recks are
ddesigned to be portable, and have adapter
cables which allow them o be phigeged
into any type of phone fine. Atound 3000
whien avarlable (4 DIEFICULT Task).

Cetlutar Decks: These are portabie decks
designed to link up with a cellular phone
net, They are very ettective anywhere within
a city, but are useless in rural areas (most
have jacks for manual phone patches). A
cellular deck has a 25% chance of losing
cellular connection when used in a moving
vehicle; ataded roll will automatically drop
the Netrunner out of the Net. But it's a
small price to pay for the high level of
mobility oltered by a cellular deck. A cellu-
lar deck costs 4000

Improving Your Deck

A standard deck has only one memory
(holds 10 Memory Units (MU), or about
ten programs), has a Speed ot 0, and adata
wall Strength of 2. While this isnt gonna
mean much to you now, by the time you
getto Net Combat(pg. 151) and Designing
Data Fortresses (pg.154), you're going to
want to know how to boost your deck as far
as you ¢an go.

Memory: For an additional 5,000eb, you
can purchase an additional memory for
your deck. This improves your program
power to 20 MU, double its stock size.

Speed: For an additional 2,000eb. , you
can increase your deck’'s speed by one
level, up to a ceiling of 5. This can be a
lifesaver, as deck speed determines who
moves first in a Netrunner combat. And in
this game, last is dead.

Data. Walls: For an additional 1,000eb,
you can increase your deck’s data wall
protection by one level, up to a ceiling of
10. Data walls are important; they are the
*armor*® of the deck, resisting attacks from
anti-system programs.

And then there are options...

Deck Options

In addition to your basic models, any type
of deck can be enhanced by adding a few
aplions

Trode sets are seltsticking electrodes that
alow you to run the Net without plugs.
Trades are slower than plugs (-2 to REF
when i the Net), but have no humanity
loss, They are commonly tsed by novice
runners and by “toursts” visting the Net
oty bork,

Keyboards are an option which allow a
Netrunner to control a deck indirectly.
They are abysmally siow (-4 to REF), but are
immune to all anti-personnel attacks ex-
cept Firestorter. :

Videoboards are flat screen, high defini-
tion TV monitors which can be used to
show a Net's-eye view to outsiders.

Printers allow you to make hardcopy im-
ages and records from your deck, Most are
small laser-printers about the size of alarge
book, using plain paper.

Chipreader/recorders use standard data
chips (10eb each) to store programs, im-
ages and other useful things.from your
deck. They are about the size of a pack of
cigarettes.

VoxBoxes are small speaker units that can
synthesize sound from a deck. They can
also be used by the Netrunner to talk to
outsiders while he's in the Net. About the
size of a pack of smokes.

Scanners are flat plastic plates with optical
character reading and image recording
capacity. They range from the size of a
sheet of paper, all the way up to ameteron
a side.

Option Cost
‘Trode set ...oevveeenseienene Jenne 100
Keyboard.......coueuene e 100

Videoboard .100% per sq. ft.
Printer .... tressirnsesaneses 300
Chipreader
Extra Chips

Vox Box..
Scanner
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Programs

Programs are the work horses of Netrun-
ning; they do the fighting, protecting,

_decrypling
"Okay, it's true and sneaking
Okay, it's ' tor the
based the lcon on [ AN
my old Inpu!. But Nettanner is
frack, she really BN
did deserve to be BEITTIITLN
PESP. g then  pro-
grams are his
Soulsucker.” spells, there
i3 at his mental

[ o] fingertips.
Programs afe

rated by Strength Class, Memory Units
used, Cost and ICON:

Strength is how powerful the program is,
relative to other programs. In combat, the
Strength of a program is usually added to

the Netrunner's attack roll (much like .

Weapon Accuracy in a combat situation),
The higher the Strength, the better chance
the program will be able to do it's job:

Class is the type of program,; its function,
Intrusion programs sneak in, Detection
programs detect, Anti-IC programs attack
other programs, and Anti-personnel pro-
grams attack Netrunners. And so on.

Memory Units represent the size of the
program. All programs are measured in
Memory Units, or MU, Each memory of a
cyberdeck or system can hold 10 Memory
Units. This meansspaceis ata premiumfor
Netrunners; you canonly stack up so much
in one run.

Cost is the price of the program on the
open or black market. Nothing in the
future is free. Not even the air, chombatta.

The ICON is what the program usually
looks like in the Net. But don't countonit;
you can alter your program's ICONs to
suit your own tastes and style. just goes to
show; don't trust anything.

Enough talk-talk, Read the programs and
spend your euro. You got a run to make.

Program List

Hammer 400eb

Class: intrusion

Strenqgth: 4 MU 1

Hanunwes possnds down data walls with & bombard.
ment ol 1aw slectnical puiive (1ne cinle wal attack
Toesmvida sy gug 142, weaken data wall Shieingth by
206 alir every attack). It i very syt will
automatically alert any detente program within 10
paces.

ICON: A rjlowir red hammer,

Jackhammer

Class: Intrusion

Strength: 2 Mu; 2
fackhammer is 3 quieter, but less powertul (wesken
data wall 106 STR after attack) version of Hammet. R
uses small pulses of energy to wear the data wak avway.
ICON: A giowing red jackhammer.sike object, wiuch fires
2 stream of white hot energy bolts at the data wakt,

360¢b

Worm .
Class: Intrusion
Strength: 2 Mu: §

660eb

Worm is 4 very subtle program which emwlates partof

the architecture of the invaded system. R slips behind

the data or code wall and.opens it from the inside (2
tomns, no alert).

1CON: Agold-metal, robotk  withgr y
DECRYPTION
Codecracker " 380eb
* Class: Decryption
Strength: 3 MU: 2
The Cod ket series, designed by Interfact Solt-

ware in 2008, is classic code 95« crack program. The
series disassembles the code. gate at the basic pro-
gram, rather than trying to decipher the key.

ICON: A thin bear of white light, which shoots from
the Netrunner’s hands and spreads through the code
gate, turning it to glowing, dissapating fog.  *

Wizard's Book 400eb

_Class: Decryption (file locks & code qotes)

Strength: 4 ML 2

The Wizard's Book is designed to scan through Hiter-
ally bitlions of possible codes and code words in
seconds’ trying each one in turn. Rt is especially
elfective (STR 6) against code gates.

ICON: A stream of blazing white symbols, Howing at
incredible speed from the Netrunner’s open hands.

Raffles 560eb

Class: Decryption (file tocks & code gates)
Strength: § MU: 3

Ralfles is designed specifically to deat with complex
code gates and file focks which have a specific word as
tha key. it asks the code gate a series of innocuous and
feading questions (“Is iR bigger than a breadbox?” “is

it hot or cold?”), designed to tell Raffles the nature of {. = 3

the code gate and its key,

“I've known bit

Jocks who ~
could crack an’

EBM system
like a cheap
safe; in and
out before the
“lcemen could
even look up.

Sure, they. .

were fast and
‘ smart. But
_mostly, they

knew their

programs.

They knew -

what to take,
and when. So
they never got
caught off-
base when the
playing fleld
turned into a
battle zone. "
—Edger

,I’v

|
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| Bloodhound

ICON: A dapper young man wearing evening
dlothes of the eardy 1900's. He speaks brielly to
the door, then varushes 43 3000 a3 it opens.

Watchdog 610¢b
Class: Detection/Alarm
Strength: 4 MuU: §

Watchdog is designed 10 alert its owners 1o illegal
entnes inlo the system. it can do this by activating
an external alarm of by sending & message (o an

pied rkstati { can use
Watchdogs to patrol another part of the Net,

wor e

such as a fival's computer system, then key the

Watchdog to fun to ther cybermodem or
workstation if security is breached. This tech-
nique allows you to guard your secret files and
pathways wn other people’s computers.

ICON: A large; black, metal dog . It has.glowing

red eyes and a spiked metal collar adoens.its neck.

700eb
’ Class: Detection/Alarm
Strength: 3 MU: S
Like hdog, Bloodhound is designed to de-

9.
tect illegal system entries. Howeve, it also tracks
the entry 1o its source and alerts its masters to the
focation of intruder. Like hdog, Blood-
hounds can be set up lo watch s part of the Net
and repont back 10 you 3t another workstation of
modem,

ICON: A large, gun-metal grey hound robot. it
has glowing blue eyes and wears & thick circlet of
biue neon as & collar,

e Bult 780eb
Class: Detection/Alarm
Strength: 2 MU 6

The most advanced form of the Watchdog sefies,
Pit Bull not only tracks the intrudef to its source,
but also cuts the ine after acquiring the location.
It will continue to cut the line every time the
Intruder logs on from that point of entry, requir-
ing him to move to another phone line of cyber.
modem. Like Watchdog, Pit Bull can be setup to
watch a part of the Net and report back to you at
another workstation or modem. .
1CON: A short, heavily built, steel dog robot. it
has glowing red eyes and wears a thick circlet of
red neon as a collar.

SeeYa 280eb
Class: Detection/Alarm
Strength: 3 Mu: 1

SeeYais designed to detect invisible ICONS within
the range of one Subgnd. Thisincludes programs,
hidden Netrunners and things hidden by
Invisibility in & virtual reality.

ICON: A shimmering silver screen.

Hidden Virtue 280¢b
Class: Detection/Alarm
Strength: 3 MuU: T

Hidden virtue is 8 Rache Bartmoss design used to

“requiring

VIEW FROM THE EDGE

tell "real” ICONS from other objects in a virtual
reality. For example, HV could tell the dilfer.
ence between a rest person and a virtual one
of which book in a virtual library is really a dats
file. . -

ICON: A glowing green ring which the Ne-
trunner looks through.

Speedtrap 600eb
Class: Detection/Alarm .
Strength: 4 MU: 4

Speedirap is an eatly warning program that
detects the presence of an offensive program
within 10 squares of the Netrunner's position
(within the same subgrid). it cannol teil you
where the program is, only that it exists.

1CON: A llat, glowing plate of glass, in which
images appear. if a program is present, the
plate fills with the image of a robotic monster.
Hthere 1s no program present, the plateremaing
blank. :

ANTI SYSTEM

Flatline

Class: Anti System
Strength: 3 MU: 2
Flatline is designed to trace and kill the oper-
ating Interface of your cybermodem—one
230, and your deck must haveits intérface chip
replaced. A Flatline can be’ carried by an
intruding Netrunner and used to attack the
decks of other ‘Runners encountered in the
Net.

ICON: A beam of yellow neon which shools
from the Netrunner's fingertips.

570¢b

Poison Flatline

Class: Anti System
Strength: 2 MY: 2
Poson Flatline is designed to destroy not only
the interface softwaie, but the Memory. of the
*deck as well. Thus wrecks the cybermodem,
total replacement. Like Flatline,
Poison Flatline can be carried by an intruding
Netrunner and used to attack other ‘Runners
encountered n the Net.

ICON: A beam of green neon which launches
from the Netrunner's fingertips.

$40ed

Krash $70eb

Class: Antl System

Strength: 3 MU: 2

Krash causes the CPU of an attacked deck or
y (closest CPU - p systems)

to become inoperative for- 1D6+1 turns, A
Krashed deck automatically drops its ‘runner
out of the Net, while a Krashed system may
not act until the time period has elapsed and
it hay re-booted itsell.

ICON: A large, cartoon anarchist bomb, with
3 sizzling fuse.:

DecKRASH

Class: Antl System
Strength: 4 MU: 2
A modified version of Xrash, which operates only
on cyberdecks, causing the Netrunner to be
dropped out of the Net for 1D6 turns.

ICON: A cartoon stick of dynamite with fuse.

600eb

Murphy

Class:Antl System
Strength: 3 MU: 2
Murphy causes the affected deck of system Lo
randomly launch all of its spplications, using as
many actions as it has available to do this.
1ICON: You never know...

600¢b

Virzz

Class: Antl System
Strength: 4 MU 2
This vifus attack automatically ties up one action of
the svstem or deck until the deck is turned off.
1CON: A glittering DNA shape made of lights and
neon.

600eb

Viral 15

Class: Anti System
Strength: 4 MU: 2
This vitus couses the affected system or deck to
each turn until

590eb

ly erase one fite of prog
the deck is turned off.
ICON: A switling metasllic blue fog with & white
neon DNA helix imbedded in the center.

EVASION/STEALTH:- -

Invisibility 300eb
Class: Evasion/Steaith
Strength: 3 MU: 1

Invisibility overlays a false signal on your cyber-
modem trace, making it appear to be harmiess
static. When activated, Invisibility will allow the
Netrunner to pass unnoticed through the Net.
ICON: Aflickering, iridescent sheet, which drapes
over the Netrunner,

Stealth 480¢b
Class: Evasion/Steaith
Strength: 4 MuU: 3

Stealth mutes the Netrunner's Cybersignal, mak-
ing him harder to detect . He is still visible, but
offensive programs will not react to his presence.
However, other Netrunners can still see him.
ICON: a sheet of black energy draped over the
Netrunner's ICON.

Replicator 320¢b

Class: Evasion/Stealth MU: 2

Strength: 3 for most programs, 4 vs. Pit Bulls,
8loodhounds and Helthounds

Replicator creates millions of copies.of your cyber-
modem trace, sending them off in all directions to
contuse & pursving program. if successiul, the
pursuer wil track the wrong signal to a dead end.
Replicator is especially good against the “Dog”
seties of programs, as it overloads thew limited Al
programming structure with too many decisions.

VIEW FROM THE EDGE

ICON: A chrome sphere creating millions of
holographic images of the Netrunner, Hlickering
away in ail directions.

Shield 150eb

Class: Protection

Strength: 3 MU: ¥

Shield stops direct attack 10 the Netrunner. On
2 successiul use of Shield, the attackis thwarted
and no damage is taken.

ICON: A shifting circular energy field appearing
in front of the Netrunner.

Force Shield

Class: Protection
Strength: 4 MU: 2
A more powerful version of Shield.
ICON: A tlickering silver energy barrier,

160eb

Reflector 160eb

Class: Protection

Strength: 5 MUz 2

Reflector 15 designed to repel all Stun, Hellbolt
and Knockout attacks. It is unable to stop any.
other types of ant-personnel attacks.

1CON: Aflare of blue green light, coalescing into
a mirrored bowi.
Armor 170eb

Class: Protection

Strength: 4~ MU: 2

This program is designed to slow and retard at
anti-personnel attacks. On a successful use of
Armor, the attack is stopped. On an unsuccess-
ful use, Armor will reduce alt Stun, Helibolt,
Brainwipe, Zombie and Helthound attack dam-
ages by 3 poinu.

ICON: Clowing golden armor in a high tech
design.

Flak 180eb

Class: Protection  MU: 2

Strength: 4 for most programs, 2vs. Pit Bulls,
sloodhounds and Hellhounds

Flak creates a tremendous wall of static, blinding
the attacking program and. allowing the
Netrunner to easily evade. Flak is very good
against mast programs, but it is retatively inef.
fective against the “Dog” series.

ICON: A cloud of blinding, glowing, multicol-
ored lights, swirfing in all directions.

Killer 11, IV & V1
Class: Anti-IC MU 5

Strength: 1 for each level of program

Killer is a general purpose virus program de-
signed to kill other programs. it enters the logic
structure of ils vicum and insents errors with
blinding speed, causing Lhetarget to crash (106
10 STR). Killer is a very simple progrant; smooth,

1320eb, 1400eb, 1480¢eb -

elegant and tough. There are many versions of
Kilter.

ICON: Alarge manlike robot, dressed 1 a metallic
samurai. His eyes glow red from behind s
mask, and he carries a glowing katana.
Manticore . 880eb

Class: Anti-iC

Strength: 2 “MU: 3

Manticore is the simplest of a series of Assassin
programs: a type of Killer designed to locste and
destroy Demon programs. Il no Demon is
present in your Cybermodem file, Manticore wilt
ighore you.

ICON: A huge, liontike shape, drawn in red neon
schematic lines. A large scorpion tail arcs over
one shoulder.
Hydra 920eb
Class: Anti-iC
Strength: 3
A more powerful varant of Manticore.

ICON: A glittering blue fog that encircles its
target and demateriahzes it.
Dragon 960eb

Class: Anti-iC

Strength: 4 Mu:3

The most powerful variant of Manticore.
ICON: A great golden scaled dragon robot.
Laser beams shoot in multicolored arcs Irom it
eyes, and it is wresthed in electricai discharges.

Aardvark 1000eb

Class: Anti-IC MU: 3

Strength: 4 vs. Worms, no effect on any other
programs.

Asrdvark is designed to locate and destroy in-
truding Worm progl 1t will & diately
seek out and destroy any Woem program car-
Fied, even if itis loaded a3 a-Demon subroutine.
ICON: A matrix of thin yellow neon lines, which
surround the Worm program and close around

. itlike a tightening net. The matrix then demate-

rializes with the Worm entrapped.

NNEL. -

Stun 6000eb

- Class: Antl-Personnel

Strength: 3 MU: 3

Stun sends an overpowering bolt of energy into
the target, causing him to be frozen in place foc
1D6 turns. This is & very commonly used offen-
sive program, particularly by the NetCops. ‘
ICON:.A bolt of blue flame streaking from the
Netrunner’s open palm.
Hellbolt 6750eb

Class: Anti-Personnel

Strength: 4 MU: 4

A more powerful version of Stun, Helibol causes
physical damage (1010 per attack) to the Ne-
trunner. Damage is subtracted rom the Netrun.
ner as a wound untl he is dead. Saves vi. Sturi
and Death must also be made.

MU 3 .

ICON: A bolt of crimson fire launched from the
Netrunner's taised hand. .

Sword 6250eb
Class: Antl-Personnel
Strength: 3 MU: 4

A vanant of Hellbolt, Sword causes 106 n
physical damage per hit.

ICON: A glowing energy katana.

Brainwipe 6500¢b -
Class: Anti-Personnel
Strength: 3 MU: 4

Branwipe it the simplest of & series of black
programs, all of which are designed to attack the
Netrunner instead of his programs. All black
progfmsunbczmiedbymhuwingr«wmv
and used to attack other ‘Runners encountered in
the Net. Brainwipe tracks the victim.down, fries
tues forebrain with a joit of current, and reduces
i to a drooling vegetable, (106 each tuen to =
INT). The screaming Netrunner feels his muing
mett away, until his INT is teduced o 0 and he
dies. Lost INT cannot be regained. -

ICON: An cid-green electrical arc, which leaps
from the fioor and enguifs and kills the ‘runner.

Zombie 7500eb
Class: Anti-Personnel -
Strength: $ MU: 4

An advanced and more powerful version of
Brainwipe, Zombie wipes out the victim’s fore-
brain, making him into a drooling vegetable (106
10 INT each turn).

ICON: A shrouded, skeletal form, enveloped in o
stinking grey mist. Its eyes are sunkenand its flesr
is a mass of rotting, maggot-filled meat. It lunge:
out and rips the Netrunner's head olf.

Liche 7250eb
Class: Antl-Personnet
Strength: 4 My: 4

An advanced form of Zombie, Uche also rp-
away the lorebran (106 to INT), but selectively
Most memory is eradicated, leaving enough i
implant an eauly controlied (by the Referee
preudo personality into the emoty brain.
ICON: A metallic skeleton dressed in-black rooe
and wearing a Dlackened crown, it grabs i
Netrunner in its freefing grasp and drags n
back under the floor. - .

.
Firestarter 6250eb
Class: Anti-Personnet
Strength: 4 MU: 4
Firestarter is indirectly anti-personnel in natur:
Using sts Bloodhound subroutines, it tracks tr
inteuder Lo its source. Silently entering the elect”
cal system, it biasts the wiring ing with & megaws
power surge. The jolt causes wiring fires, expic
wons, and fries the Netrunner as il he were ina
electng chair. Firestarter programs are encelle:
covert killers, as they leave little of N0 evidence .
the charred wreckage.
ICON: A blazing pillar of fire, which speaks t
Netrunner’s namae in a hissing, booming vok:
then leaps at him.. .
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Hellhound 10,000t
Class: Anti-Personnel
Strength: 6 MU: 6 .

Helthound combines the worst aspects of Pit
Bull and Flatline. It focates the intruder and
sends out a modulated pulse designed to
cause » heart attack in humans (2010 wound
damage). If the Netrunner escapes in time, it
remains active within the Net, lurking silently

" in major long distance terminals, waiting for

the specific brain wave pattern of the intruder
to show up. It then tracks him down agsin and
Lills him, Patient and remorseless, Helihound
€an wait years for its victim to log on. Hs rarity
and high price tag prohibits its use againt ol
ICON: A huge, black, metal woll. it’s eyes
glow white, and fire runs in ripples ail over its
body. It speaks in a grating, metallic voice,

‘repeating the Netrunner’s name.

Spazz 6250eb

: Class: Antl-Personnel

Stréngth: 4 - MU: 3

$Spazz causes epileptic sei in the Net

ner's nervous system. REF is automal
reduced to half for 106 tums, slowing the
i ¢s Initiative rolls d o

7 Appearance: A mmbus of electrical energy
i sTounding the target.

Clue £6500eb

Clats: Anti-Personnel

Strength: $ MU: 4

Used by the “icemen® of NetWatch as an arrest
Glue freezes the Netrunner in place

for 1010 turns (4 tums is long encugh to get

agood trace on his location in Realspace). The

Netcops can then send a squad along to pick

himn up at their leisure.

ICON: A shifting pattern of red shapes flicker-

Ing across the floor to entangle the Netrunner.

Knockout 6250eb
Class: Anth-Personnel
Strength: 4 MU: 3

»
thet knocks the Netrunner out for 106 hours.
He is sutomatically dumped out of the Net,
and is in a coma in Realspace for this period of
time. Knockout is a very common delense
against low level intrusion (like the Phone Co.
or an office system).

ICON: A yellow neon schematic boxer ap-
pears and strikes out at the Netrunner's ICON.

fack Attack

Class: Antl-Personnel
Strength 3 MU: 3
Jack sttack is often used as an arrest program.
R stops the Netrunner from jacking out for
106 twens if it is successfully run.

ICON: A pair of glowing schematic handculfs
encirdling the Netrunner's wrists.

. 6000ed

Note: Controllers are run using the CONTROL
REMOTE function of the Menu, and have no
ICONS,

‘Viddy Master 140¢b
Class: Controller

Strength: 4 MUY

Allows control of wdeoboards.

Soundmachine 140¢b

Class: Controller

Strength: 4 MUY

Allows control ol microphones, loudspeakers,
vocoders (computer voice boxes).

Open Sesamé 130eb

Class: Controller

Strength: 3 MU: 1

Alow level program for opening doors, elevators,
ete.

Cenie 150eb
Class: Controller
Strength: § MuU: }
A high level program tor oo
etc.

ing doofs,

Hotwire™ 130eb
Class: Controlter .

Strength: 3 MU 1

Allows remote control of robotic cars, vehicles, etc.

Dee-2® 130eb

Class: Controller

Strength: 3 MU: 3

Allows control of robots, cleaning mecha, autofac-
tories, etc.

Crystal 82t 140¢b

Class: Controlier

Strength: 4 MUt

Allows control of video cameras, remote sensors, etc.
News At 8™ 140eb

‘Class: Controller

Strength: 4 MU: 1

Allows through-the-Net access to Data Terms and
$ heet boxes for inf ti

Phone Home 150eb

Ciass: Controfler

Strength: § MUz 1

Allows the Netrunner (o place o receive calls in the
Net. Phone Home i aiso Strength 2 1o intercept

and listen into other calls.
Databaser 180eb
Class: Utllity -

Strength: 8 MU: 2

Creates open files 1o store information in.

Allas 160eb

Class: Utifity

Strength: 6 MuU: 2

Changes file names, replacing the filename with
an innocuous ttke that hides its true nature,

Re-Rezz 130eb

Clasy: Utility

Strength: 3 Mu:

R iles and damaged files or pro-

grams. Il a program is de-rezzed. this is the best
way to get it back short of having a copy.

Intant Replay 180¢eb

Class: Utility ?
Strength: 8 MU: 2 o
Makes 2 record of the Netrunner's trip, so thathe
can retrace his steps through the Net. w
GateMaster 150eb

Class: Ltility

Strength: § MUY

Deletes and kills Virizz and Viral 15 programs

requiring  total shutd ! the system
or deck.
Padiock 160eb.
Class: Utility
“Strength: 4 MU: 2

Keeps anyone other than-the Netrunner from
logging onto the deck unless the proper code
wora is used.

ElectroLock 170eb

Class: Utility

Strength: 7 MU: 2

Changes an open file to a LOCKED file equal to
a Code Gate of Strength 3.

Filelocker® 140¢b

Class: Utility

Strength: 4 MU: 1

Locks an open file to a level equal to s Code Cate
of Strength 5.

NetMap 150eb

Class: Utility

Strength: 4 MuU: 1

Provides a locator map of most major Net re-
gions, adding « 2 to any System Knowiedge check
to'find a place in the Net.

File Packer 140¢b

Class: Utility

Strength: 4 MU: 1

Compacts files Lo half their normat MU size. Takes
2 turns to unpack a file to normal size.

Bachup™ 140eb

Class: Utility

Strength: 4 MU: 1

Backup aliows you to make a copy of any pro-
gram (except for Anti-IC and Anti-personnel
types). You will need extra data chips and 3
cyberdeck chipreader for this.

VIEW FROM THE EDGI

Demon Series Programs

These are four levels of programs created by the
tegendary Rache Bartmoss of CCH Development in
2004. The Demon Programis a genefic program with
the ability to incorporate several other programs a3
subroutines—in short, two, three, four or even five
programs in one. To use the program, you must
activate the Demon, then specily the chosen subrou-
line it carries. The subroutine programs look and
act just as their originals, but are usually less
powerful, as they must use the program strength
of the Demon core in combat.

Imp 1000¢b
Class: Demon (carries 2 programs)
Strength: 3 MU: 3

1CON: A small, orange sphere of light, with two
amused looking red eyes. it continually emits a series
of beeps, whistles and pinging noises. .

Alrget 7 1160ed
Class: Demon Series (carries 3 programs)
Strength: 3 MU: 4

ICON: A Wi, powerfully built black man, dressed in
elegant evening clothes and weanng 3 fez. He carries
a2 dagger in his jacket, and speaks in 3 formal, deep
voice.

Succubus 1200¢b
Class: Oemon (carries 4 programs)
Strength: 4 MU: 4

ICON: A voluptuous, nude female form, hairless, and
made{rom shiny chrome metal. She haslarge, batlike
wings, and blue, pupilless eyes.

Balron . 1240eb
Class: Demon (carries 4 programs)
Strength: § MU: §

1CON: A huge, male figure, powerfully built. He is
dressed in futuristic black armor, glittering with re-
flected highlights. In one.hand, he carries 2 red-
glowing energy blade; his other arm ends in & series
of neon-green, glowing tentacles. His eyes glow red
behind his visor, and his voice is 3 sibilant hiss,
Copying Your Programs
A smart idea. You can copy almost any
program inyour arsenal. Allyou needis the
8ackup utility, adatachip, and achipreader
. to putitin. A single chip holds 1 MU, but
Backup is designed to break a larger fite up
over two or more chips.

Chips cost 10.00. To copy the contents of
the average deck will cost between 100 to
300 eb. Cheap at twice the price.

Note: Anti-IC and Anti-Personnel pro-
gramscannot be Bockup-copied; they have
special copy-protection routines that erase
the chip in the copy process. This makes

sure you come back to your friendly local
Fixer for a new copy of Hellhound when
yours crashes. You can make a copy using
your Programming Skill aganst a Task
Difficulty of 28. But think what happens if
you screw up...

Changing Programs

Chips are inserted into your deck befofe
the startof the run. Once you'reinthe face,
you're committed. However, if you're will-
ing to dump out of the Net and abort the
run, you can change chips (1 turn). You'lf
have to jack back in and retrace your steps,
but this time when you meet that 8rainwipe,
you'll be ready.

Desigring New Programs
Check out the Designing Your Qwn Pro-
grams Section, pg. 158 for details.

Live Link Up

Okay, you've got a deck and some pro-
grams. What eise are you gonna need?

The last thing you're going to need is a
place to plug in. This means a phone
number.,

If you're running a stationary cyberdeck,
this is as simple as contacting your local
office of Internet Phone Corporation and
arranging for a phone number. The office
checks your background and credit record,
then issues you a Net Access code (equiva-
lent to a 20th century phone number). .

If you have a cellular phone or celfiular
cybermodem, the processis equally simple;
callup Internet, tell them your cyberdeck’s
serial number, get a credit check and your
Net Access code is issued to you right then
and there '

The Net Access code is billed a flat rate
(30eb per month), plus additional costs for
long distance Netruns (or calls). The billis
sent to your home on the 1st of the month.
If you don't have a permanent residence,
Internet will arrange to have the funds
deleted out of your credit account auto-
matically, sending a statement to wherever
you get your mail. ’

s AT e o
"HMMM..."
yoU THOUCGHT
By now, some of you
morte creative typesare
thinking, - *Hey, why
not just crash into In-
ternet's mainframe
and delete my bill each
month?" And we'd be
disappointed if you
didn't think. of it— it
means you're thinking
like true Cyberpunks

~and that makes us

proud.

Butlet's putitthisway.

_You know how tough

Arasaka's Tokyo Main
is?2 Well, Arasaka gtill -
pays it's monthly bill
to Internet. i

_These guys don't use

the Net. They own the
Net. You don't even
want to guess what
Internet can throw at
you. It even scares
Saburo Arasaka.

Note: We're not saying
you can't jack your
phone -bill around
(frack, it's a time
honored skill of the
Loyal Order of Blue
Boxers & Phone
Phreeks). But Referees
with a consistent
> reeking prob-
lem should feel free to
unleash the Hounds of
Hell on' their habitual
offenders. Running
from the world's
largest. corporation
makes for a heck of an
adventure.
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VIEW FROM THE EDGE

Nome . Class Function
INTRUSION
: T % llntrusion Knocks down data walls (206 per attack to data wall Strength)
r . intrusion - Knocks down data watls (106 per attack to data wall Strength)
Worm T T intrusion” Infilrates and breaks down data walls silently in 2 turns
DECRYPTION - _
Code Cracker | - Decryptor Breaks down code gates and file locks
 Wizard's Book Decryplor Oeciphers code gates (STR 6) & file tocks
Raffles. 7 Decryptor Deciphers code: gates & hle locks
B
. DETECTION/ALARM
Watchdog " Detect/Alarm Detects entry and alerts owner
Bioodhound Detect/Alarm Detects entry and traces signal, then alerts master
; Pit Butl Detect/Alarm Detects entry, waces ugnal and cuts intruder's line untit kitled
SeeYa Oetect/Alarm Oetects “invisible” ICONS -
‘1 Hidden Virtue Detect/Alarm Oetects *real® things in virtual realities
Speedirap Detect/Aarm Detects hidden programmming within 10 spaces
ANTI SYSTEM
. Flatline Anti System Kills operating CPU
Poison Flatline Ant System Kills aif system Memory
Tkash~ C Anti System Crashes system CPU for 1D6e1 turns
. Deckrash Anti System Crashes deck CPU for 106 turns_ Drops opponent out of Netspace
Viizz Ant System Ties up 1 action of systemn till deck is turned off
CVIRAL ¥ Anti System Erases one file randomnly each turn
“ Mutphy Anti System Causes system to randomiy launch programs
EVASION/STEALTH
“Misibility " Evasion Hides cybersignal, making you appear “invisible®
Steaith Evasion Mutes cybersignal, inaking it harder 1o detect
- Replicator Evasion Confuses attacking IC by creating millions of deck signals
PROTECTION
Shield. - Protection Stops attacks to Netrunner
Force Shield Protection Stops stronger attacks to Netrunner
“Reflector Protection Reflects and stops Stun, Helibolt, Knockout attacks
Armor Protection Reduce Stun, Melibolt, Broinwipe, Zombee, Helthound attacks by -3 pts.
Rk Protection Creates static walls to biind attackers. STR 2 vs DOG serfes programs
ANTLIC .
Killer - ANt IC Attacks all types, 3106 damage to target STR. Mobile
Killer v Anti IC Attacks aif types, 106 damage to target STR. Mobile
Killer Vi Anti IC Attacks all types, 106 damage to target STR. Mobile
Manticore . AnC Attacks Demons, de-rezaing instantly
" Hydrs Anti IC Attacks Demons, de-rezzing instantly
Dragon AntiC Attacks Demons,derezzing imtantly
Astdvark Anti IC Detects and attacks Worms, de.rezzing instantly
ANTI-PERSONNEL
Stun Anti-Person, Freezes Netrunner for 106 turns
Hellboit Anu-Person. Cause YD10 phynicai gamage 20 Netrunner
Sword Anti-Person.  Helibolt variant, causes 106 ohysical damage 1o Netrunner
Brainwipe Anu.Person. Reduce INT by 106 each turn, uihng Netrunner
Zombie Anti-Person, Reduce INT by 106 each turn, leaving Netrunner mincless
tiche Anui-Person. £rases memory, tepiacing with psevdo-personality
Fifestorter AnticPerson, Causes power surge. starting fire in Netrunner's deck.
Helthound Anti-Person. Tracks Netrunner, waiy, then. cautes 2010 damage/tutn
Spazz Anti-Person. Reduces Netrunner REF for. 106 turns
Anti-Person. Locks Netrunner in place lor 1010 tueng
Knockout Anti-Person, Causes coma for 106 hours
JackAttack Anu-Person. Prevents Netrunner from logging off
CONTROLLERS
Viddy Master Controller Video board controller
Soundmachine  Controller Microphone/voxbox controller

Strength MU
4 1
2 2
2 s
3 2

4/6 2
s 3
4 s
3 H
2 [
3 1
3 ]
4 4
3 2
2 2
3 2
4 2
4 2
4 2
3 2
3 1
4 3

34 2
3 1

4 2
5 2
4 2
4/2 2

2 s

“ s

6 5

2 3

3 3

4 3

4 3

3 3

4 4

3 4

3 4

P 4

4 4

4 4

é é

4 3

H 4

4 3

3 3

4 1

. 1

Cost

400
360
660

380

400
560

610

780
280
280
600

s$70
540
570
600

590

300
480
320

150
160
160
170
180

1320
1400
1480
880
920
960
1000

6000
6750
6250
6500
7500
7250
6250
10,000
6250
6500
6250

140
140

Phone-Home * * Controlier:™ -} “Send & receive cellular calls, intercepts calls at STR. 2

ITIES . . .
gr::bamf SRR fores Up 610,000 pages per file'alinformation/text
Alias Replaces file name with false one .

ReRezz = ' : Aecompiles and restores destroyed programs

Instant Reph'y Records coordinates of current Netrun for replay tater
Catemaster - - Detects'and destroys'Virizz, Viol 15 programs
PadLock Refuses to aliow log on through deck unless code is given
Electrolock™ Locks files asis a STR. 3 code gate.™" " .
FileLocker® Aocks files, requiring code word (W: choice) to open
NetMap Provides accurate maps of most well-known Net locations
Packer . Reduces programs by 1/2 size. Take 2 turns to unpack
Backyp- - - Creates copies of most programs.on.chip .

OEMON SERIES . ) o e

imp it Demon Carvies 2 programs A

Afreet Il Oemon Carries 3 programs .

Succubus it Demon Carcies 4 programs  °~ - S

Balron it Demon _Carries 4 programs

~ T

Open Seiamé. SNSRI

i a s 1150
proe e BRRS S5 5 e A T
Decze 3 Y 130
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Crystal 8all:.- ‘ - _‘
News At 8 Controller Scresmsheet box controlier

Didn't pay your bill this month? Internet
gives you thirty days to pay up, with polite
reminders at the end. of -the thirty. Past
sixty days, Internet automatically deletes
your Net Access code . From then on, the
code is invalid and you just don't make
calls. Period. For a 1,000eb deposit, you
can get a new Net Access Code.

Maybe.

Past 120 days, Internet scrambles a Solo
team and starts looking for you, Collec-
tions in the 21st Century is a rapidly ex-
panding field, with exciting new develop-
ments in man portable weapons, brainwipe
and behavior adjustment through selec-
tive use of adversive pain therapy.

. just so you know.

You don't have to have a Net Access code.
You can jack a deck into someone else's
line {making:yourself really popular with
your cube mate), or even jack into a street

Data Term. However, at leb per minute
plus long distance charges, this can be an
expensive proposition. You also have to
put the euro right up front to log on.

This may be one reason why a favorite
tactic of Netrunners is to sneak into a big
corporate office building where they can
log on using the -
corporation's
phones. to- make
their runs. This i
iflegal and dan-
gerous(corporate
guards aren't
knownforasense
of humor), butit
is free. And that's
a powerfulincen-
tive for some

people.

Cot aNet Access
code? Let's get
busy.
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" LONG DISTANCE

b CHARGES

r: Count the number of spaces

.. between your starting point

. and your ending point. Multi-

" ply this by .20 eb per tun

. spentin the Net to determine

. how much you're charged.

Example: Our run from Night

g City to Llondon._ covers eight
. spoces and takes two turns. The

“cost of the-coll will be 3.20¢b.

“Yerminology Note: Net
3 Tum and Net Round are
i used interchangeably
i throughout this chapter.

|Running
{the Net

Okay, let's start with the basics.

First, you gotta khow how to move around.
That's easy. Each turn in the Net, you can
move five spaces, no matter how big those
spaces are. On the Net World Map (pg.
146), a single space is a thousand square
miles. On a City Crid Map, a single space
is about a dozen blocks. On a Subgrid
Map (one square of a City Grid Map), a
single space is roughly a few yards. No
matter where you are, you still move five
spaces per turn.

Howzat?? Look, chombatta, in reality,
you're not moving at all— it's just your
point of view that's maving. Think of it like
you're sending out an eyeball on a long
string. The eyeball travels, but you don't.

In the Net, things move fast. Speeds are
measured in nanoseconds, not even sec-
onds. We meat minds are turtles compared

to the big systems and. the Als. To get.

things down to a scale we humans can
comprehend, the Interface programin your
deck scales time down to match your per-
ceptions. In real time, you may have just
moved two thousand miles.in one second.
But you just perceive it as "teleportation™—
2ap; you're there. When distances are

] smaller, the Interface program siows things,
| down so that you don't crash through the

sides of some honcho's data fortress.

/| Five spaces per one second turn. It's the
1 Law.

Second rule. All travel in the Net is done in
straight fines. This means you go through
the.sides of a space, not the corners:(see
illustration). Sure, real people cut the cor-
ners all the time. But remember, you aren't

1 reatly moving at all. The space you're not
.~ | moving through doesn't really “exist’, and

even il it did, the perception of volume is 2
creation of the old |-G Transformations. So
you play by the interface’s rules in the Net.
Cotit? .

Okay, so now we're moving.

On the Net World Map (pg. 146), we move
by going from one Long Distance Link
{LDL) to the next. Say you want to go from
Night City to London. You can't just tele-
port to London. No, you'll have to go
through a series of short S square hops to
get where you want to go.

You do this by locating the furthest Long
Distance Link (LDL) within your five space
range. From Night City, this means your
options would be Salt Lake, Denver, At-
lanta, Chicago, New York/BosWash, New
Orleans and Havana. You couldn't jump
the whole way; at five spaces per turn,
you'd end up stranded in the ocean with-
out an LDL to stop at.

So you jump from Night City to New York.
From there, you can easily jump to Lon-
don; it's five spaces exactly. Butwait asec...
There's one more thing vou need to con-
sider. Security Levels.

Security Levels

i you're going to be making a legal long
distance jump, going to New York is no
problem. But face it; you don't want to
spend 3 lot - of euro on long distance
charges. You want to run that old LONG
DISTANCE LINK command on the Menu
and blast on through. .
(s
That's where Security Levels come in, Each
LDL is ringed with codes and defenses 16
keep you from logging free calls on In-
ternet’s phone tab. These defenses are
reflectedin the LDL's Security Code; a value
you must rolf a 1D10 value equal or higher
than in order to scam the system. If you fail
the roll, you've been caught. Worse, your
actions may alert the ever-vigilant NET-
WATCH goons, who will track you down
and drag you off to Death Valley Maxi-
mum Security Prison. Roll 1D6 and see
what happened:

1-4  You are cut off the line & are charged
for the call (sée Sidebar, pg. 142).

'§  You are cut off and NETWATCH is given
your access code. Expect a friendly visit
in Realspace soon.

6  The NetCops try to bust you on the

* spot (Rol 1D6) .
1.2 They fine you 106x100eb,

3-5 You escape. They don't have a
trace on you, but will spend 106+1
days patrolling that area of the Net
hoping you'll show up.

6  Youescape, but they issue an ANB
(All Net Builetin} on you. They know
you're out there, and they're looking -
for -you. it's only a matter of time...

Often, it's smarter to take the long way
around when approaching a target city,
moving through low security LDLs instead
of jamming right through the high security
ones. i

Teacing
There's another reason to pick your LOLs
carefuily. Besides having a Security Level,

_each LDL also has a Trace Value. The trace

value represents the difficulty of tracking
your cybersignal through that particular
LDL. Each LDL you pass through has it's
own Trace Value; the total value of alt LDLs
passed throughin a Net run represents the
Difficulty of tracing your signal back to it's
source. By picking the right LOLs, or by
goingﬁvoughalolofmem,ywcanmakeit
nearly impossible to trace your point of origin.

This is important, particularly if you are
being attacked by a program with some
type of tracing function built into it. for
example, if a Hellhound fails to nail you
before you jack out, it must attempt to
trace your signal in order to execute its
backup program (find out where the Ne-
trunner entered the Net and wait till he
reenters— then kill him).

To trace you, the program must roll a
1010 + Strength value equal to or greater
than the total of all the Trace Values you
have passed through on your trip. if the”
program fails this rolt, it will not be able to
get a trace on your signal.

City Grids

Once you hit your target city, it's time to
move to the City Grid map. This is an
overall map of the city; much like a Re-
alspace map, the City Grid Map shows the

locations of important places in the city—
in this case, important systems and Data-
fortresses. You enter the City Grid map
through the LOLICON on the map, then
move at five spaces per turn to where your

“target system is located.

We've given you a sample City Grid based
on Night City. As a Referee, you'll want to
construct your own City Grids; there's 3
blank map for this purpose as well. If you
have areally large city, you may want touse
several City Maps placed end to end.

Each Data Fortress on the City Crid has an
identifying ICON on the City Grid Map.
These ICONS are coded by the level of
security the system is known to have.

Grey Systems: These systems utilize only Alarm

.,,ri and Detection programs. They include

&3 most City governments, Universities and
small private businesses.

Leve! 1: These systems include small corpora-
tions, police services and large private
businesses. Anti-IC programs are used
in these systems, as well as Detection

and Alarm programs. !

Level 2: Anti-IC and anti system programs are
used here. These systems include me-
dium sized corporations and very large
private businesses.

Level 3: These systems use non-fatal anti-per-
sonnel programs. Level three systems

are usually operated by large corpora-
tions, state governments and other mod-

erately powerful groups. These people don't a

want you in their systems, but they don't have
the clout to waste you out of hand. Theyll just
hurt you and hand you over to NETWATCH.

Black Systems: These fortresses use fatal and

non-fatal anti-personnel software. Black

& systems include muitinational corpo-

rations and government agencies like

the CIA. They know you have no business being

i their_system, and they don't care what your

tawyers think about them. They're willing to

bury both you and the ACLU in the landfill, and
have the clout to doit.

23

- HANGING oUT
if the system youwantto
visit is off line or shut i
down, there's goingtobe i}
a blank space ini the Net
instead of a Data Fortress '
ICON. You may haveto %
wait around a while be-

fore your target shows

up. For example, if Fiest |
Eurobank has 9-5 hours, |
this means you may have -
to wait untit the bank
comes on line. 1

%

Sothereyou are, hanging ™'
out. Sooneroriater, you're
goingtomeet jomeone...

RANDOM NET
ENCOUNTERS

1.2 Nothing <

3 Random Program
passes.

4 Friendly Netrunner

5  Hostile Netrunner

6 NETWATCH




Pomans Ca my § 70
'Al’u

-~ .
A Suanns trias -

//7

.

-

.u—..LkUJTlEl.T" R {_a,r,

- '“"“ /%A
=8y
&?W/////////%

" Zé?%/??////// PACIFICA -
W 2]

LONG DISTANCE LINK GUIDE

city
Ascension
Atlanta
Berlin
Bogota
Buenos Aites

Cairo ~

Chicago
Crystat Palace
Dakar

Denver

Oelhi

Havana
Honolulu
Hong Kong
Luna

Ltondon

Los Angeles
Madrid
Melboutne
Mexico City
Montredd
Moscow

New Orleans
New York/BosWash
Nairobi

Night City
Panama City
Paris

Beijing

Rio De janiero
Rome

Salt Lake
San Franscisco
Seattle
Stockholm
Tokyo

Region
Atiantis
Rustbelt
EuroTheatre

+ Adantls

Atlantis
Alrikani -
Rustbeit

‘Orbitsville’

Afrikani
Olympia
Alsikani
Attantis
Pacifica
Pacifica
Orbitsvitie
EuroTheatre
Pacilica

. EuroTheatse

Pacifica
Atlantis
Rustbelt
SovSpace
Rustbelt
Rustbelt
Afrikani
Pacifica
Atlantis
EuroTheatre
Pacilica
Adantis
furoTheatre
Otympia
Pacifica
Pacifica .
EuroTheatre
TokyoChibs

Arasaka/ Zaib

Controlled by:
Central American Federation
NetwWatch /US Govt. [EuroMarket Consortium
NetWatch /EEC/ Eurocorps
Central American Federation
Central American Fed«auon
Orbital Nir -
NetWatch /US Covt, lEuroMamz Consortium
€SA
Non
Neanlch JUS Cowt.JOrbital Air
None
Central American Federation
NetWatch /US Covt./EBM
NetWatch/ Far Asian Co-Prospenty Sphere
[37.)
NetWatch /REC/ turocorps
NetWatch /US. Covt./ Petrochem
Netwatch 7EEC/ Eurocorps
Netwatch /EEC/ Eurocorps
Central American Federation
Netwatch /EEC/ Eurocorps
USSR / £EC
NetWatch /US Govi. /EuroMarket Consortium
h JUS Cowt. [EuroMarket Consortium
Orbital Ar
NetWatch /US Govt. [Arasaka
Centrat American Federation
NetWatch /EEC/ Eurocorps
far Asian Co-Prosperity Sphere
Central American Federation -
NetWatch /EEC/ Eurocorps
NetWatch /US Covt./ Militech
NetWatch /US Govt./JEBM  °
NetWatch /US Cowvt./ Arasaka
NetWatch /EEC/ Eurocorps
] Far Asian Co-Prosperity Sphere
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Subgrids
This is where most of your Netrunning
action takes place. Once you've jumped

through the LDLs and located your target.
- on the City Grid, your netrunner will move

to the specific Subgrid where that system
Is to check it out.

A Subgrid Map (pg. 151) covers about
twelve square blocks, and is divided up
into 10 meter squares. A system or Data
Fortress (a heavily armored system) is con-
structed by filling up adjacent squares of
the Subgrid in a sort of loose building
form. The shape of the Data Fortress on
paper is only roughly like it's real appear-
ance; systems can be shaped like Corpo-

rate Logos, colored polygons, Realspace ‘

buildings, abstract shapes or even person-
alities (such as Disney’s titanic' Mickey
Mouse-shaped Data Fortressinthe Chiba/
Tokyo region).

When designing a Data Fortress (for more
on this, see pg. 144), Referees should
make some attempt to make the shape on
the map roughly correspond to what the
actual Netspace ICON of the fortress is, if
only to make it easier on your players.

As in all Net
movement,
‘Runners move
at a rate of live
squares perturn,
Movement, of
course, is in
straight lines,
and cannot
(cbviously) pass
through  an
obstacle unless
‘you blast it to
oblivion first.

. Once  you'te
down to the
subgrid level,
Netrunning

either by getting
through a Code
~Gate, or by blast-

ing through a wall, Once inside, you move -

from place to place, locking for Memones to
lootand other useful things. Along the way,
you'll encounter various anti-intrusion
programs and traps, all of which are

programmed to do something nasty to you,.

your software, of your deck. You'll launch
your own counter programs to stop them
from frying something important. For a

_sample of in-the-Net-action, check out the

sidebar Into the Net, starting on this page.

The Menu

So far, we've talked about moving around in
the Net. But not all Netrunner activity has to
be_ flat-out Netrunning; in fact, the most
useful Netrunner tasks can happen without
only minimal interfacing. Most of the time,
you're not going to be deep in the Interface
at all; you're going to be running around the

Street with your gangboys, backing a high- |

risk play for the big euro. The middle of a
firefightis no place foryouto go sieepwalking,
chombatta. : .

That's where the Menu comes in. The Menu
isalistof commands that youuse to tell your
deck what you want to do. Each command

becomes pretty !
simpie. You try ;
to get into the .
Data Fortress, '

T 10 oy b ot

INTO THE NE

S8 ero..qh tik Lets tane 4 Kthe Uip, onay®

Vou DaR yOUr A 1N YOUP ONe-Dom Ratin he
Ngrt C.ty comBat Jond.’ ¥ au'te DacYing e
DIOGTImY & larkhamener. s Wired) dane o
Cooverocde srd twa Demont. One Orman 1 3
Succudus # with Siller 208 Wor jugreytines
TRe GLPer 4 4 ING WAL ImLdeity 36 Mot

VOu Rit (NG WP 400 By G Pasdlingt Al e
Net. "M, Ou 28 109ued A0 w1
Tenrn JALE SECLACITY. "Ou 008 GOWR B pins

waenng futlumi DISe rmar. Tout fate e

SHANCE 1§ B OAMWY Dlua Glamend 08, o
Slaranes win the 109a al (e internet Teieprens
Corporotron.

TOnd, Tur QONKLVE 1 e LS AQEet o e o)
SH/POO O PINL, 1 YOU SO 1WA T

GUowng arew of Tre Lang Ditancs Lne. Toe
:thumnmwmn: thadmory

_bon toftware. Nm‘;&wmumokw
hery

#Hy Leves of I anvavay. You acivan the
il your Mg and on out LA UNR, Fenee
oW OPBA. yOu UWiR, BASSAQ SN DNOLGH.

Yoy enigr e \DL. The qroweng vaset Frew
e

BraD TV Oy 9

U 0N 8 ‘2t SEValOr. LGP DI/ SOUNG YOV
8 vou ‘ad LDWSNE (Re QAP LML Lre TOw
3100 uAlE VDU 108 § DWANL WA, 0N 1FIE
“LAG 10 MEIt Yyt LMIAQ e W 00

O M ABCOOID AEIA AL *4OUMN DR

‘tand. ™

&-wmunnt’umcqwnh
conas.

" An you emit he LR, 8 Aigure Mchers By, ife 8
~ enger woman wiapped in gauly, dexent
- Mt re ayes ordt Anguralis wre plrpony of

oy Tt hanie of Asser Anwee. Vou wnie Back,

7 e DAL YOU ON har way © the LOL

LA oty gre. ‘u”m:‘ﬁh-n.mw—

Darred crcie of MICTOMCA, and 190 lOWarSs
aarteny. -

The Micretech loge Nands belors yeu e &

v 3
10 1t's Coon Caw. Boyaha it, leoms 2 00m, terss
00— & WICRAENg Progrirn, Munched ower,
waiting lor inruders. You sctvals your ing-—s
1rrng, BAGA Dall of 0rarge gt BpPaN I
200 Nck in 8 dnisbilty Wbroudng. The ime
Aatters 9. & Din, ghtenng 1t of srargy,

oimyou wask 0t e Weichang ar up @ e
- Cogelate. ...

NPUGR YOu v 1par ) Micre.
:a.mmmnnm you SRS
You unimbar the Cosvcrecher, no QU0d, Few
sbout the Wiierw's Bece? No 90 Dwreme you.
VS MoWn, TYing 10 CPECE 8N COMBUTEr
companys forvenl You Uik cant Crech that
Cooe Cata.




- he

VIEW FROM THE EDGE

) XNy, yOu & Dvate the imp 3

Spercuoo 1ubroutne. i\ NICKINS 10
Aat vewncronn. No metaic monites
WO i ThE 3 PURA, 30 UM 0704 UL Do
Cloar. YOu MD Vaugh the "0W YOu Ve
ode—

Whammot Tise Saeeatron was wrong: A
Klor 18208 up 3G HLICKS yOu? M@, YOu

w‘l‘%!\“ﬂ‘m Jasreng. She
e B lorm ine & POweruiy cumt, metas.
€ WNE, WO MK N POOUNG
. Mo viarnar, TR 1ADeN (s

o CRIROrVIIAS, YOy e st vett yous imgem

1 thetme *Co0s joeny, st 3.0 The Swcey-
» B say3 10 YOU, 88 YOu Mene On.

NMM" ~mal terrer » ng
masny lom of » Mot oet Vou Uy

290, DU .t The Mo
- S80S DOWrtUL LNOAS SN YOU' 1D
T rg 1048 13 7048 ING i vaOONSed: 1A
T AL b, YOu ACtrvate tNe Suciutns
Dher +0uBne. The: meldic.a0 wisror
10NNGs (0NIG IO BILKTS the mon
Mo, sapngainatisrnol igne. Cinecad.

WONDLMIoN 8l ee Whe'S ©9Gg 0n.
But t's Aot gOIng 0 gve yeu 3 lot of
y.lmmxmmmnum

& Meodhound 1t lenges ovt 1o Dachrach
YOUr PR, You aCOvite the Cier routing

8543 U POUNG Daktre 11€an D ace your
PO, The Giler malts back (810 the form
of 1he Dasutiyl CIVIMes Sutvous She
i,

7,5 Theres netung in ners Bul accavning
Mudu«.utmmm\g
baxcs for iater.

Wread w e nentMemary. bnuy WMI
gl Obwvisisly. 1omenne winied W
9ed e morey shewrere .n The
Fortroms: $ut wnemm? You move e &

shadow W e next Memory—

2 A eeund! The fuge sace tond tesos
i S Styou, DUt you UMOw the B routine
2 .4 Msway. Your metal wamor suggen ang.
L Ty s The sysvem facres snother Tk,
Lt WRICh SRACK) yOur Own Dr0gram_ Flasni
i TOUl Succubvs vEPONISs with § GHOM-
1 Pgary. Yours #one without § program
"k 10 Cover you, The Kille wats. The het.
2 35 Neund’s eyes qutur gleef uly as i rescnas
|Gt ROP yOur A

,gé'mmaawnﬁmdm
*ar Oul. The souny flat 4 sient eacent lor

you
e, you BNk, v goite tring sley
'~‘i 20ms Bgger gura. Thet wes 106 dese.

activates a preprogrammed function of
the deck.

The Menu is always present when you jack
in; alt you have to do is think about it, and
it"instantly appears, floating like a one-
dimensional image in your field of vision:
You think the command, and you're off,
Back to the Street. Two of the most impor-
tant commands of the Menu don‘t require
youto gointo the Netatall; you cancallon
them from Realspace. '

The first is LOCATE REMOTE. With this
command, your deck immediately scans
your immediate area (up to 400 meters),
and locates every Remote system con-
nected to the Net. it then displays a list of
all the possibilities, theirlocations and type,
on the Menu.

Now comes the second most important
command: CONTROL: REMOTE. When
activated, this command tells your cyber-
deck to search its Memory for a programto
allow it to take control of the remote
you've selected. These Controller programs
are designed to take over specific types of
remotes ; a Viddy Master, for example, will
only control a videoboard, while Hotwire
allows you to control remote controlled
vehicles.

When the cyberdeck locates the right
Controller program (which you may not
have), it runs the program and attempts to
take over the Remote-(a roll equal to or
lower ‘than the Controller program’s
Strength on 1-10). if the roll is successful,
you can direct the remote to do anything
it normally couid do as part of it's opera-
tion (cars drive, AV's fly, videoboards dis-
play desired images, etc.)

This can be a real advantage. Trapped by
superior firepower? How about taking over
that nearby robo-cab and using it to ram the
enemy position? Armored door got your
team stymied? Maybe it's computer
controlled, and you can open it from inside.
Want to spot that Solo team up ahead? Use
3 TV camera and hidden mike to locate
them, then use your Dee-2 program to telt
that automated crane to crush their car,

See what we mean? Now, we don't wanna
hear youNetrunners whining about sitting
at home on a Friday night anymore. | °

The Rest Of the Menu . b
LOG ON/OFF: The rest of the Menu com-
mands are designed to be used while in the
Net. They are activated when you choose
the LOG ON/OFF command on the list.
This punches you into the Net.

To LOG OFF, you must make a roll equalor

lower than 8 on 1D10. Logging off drops
you back into Realspace. Some programs
are designed to stop you from doing this
(after all, NETWATCH would like you to
stick around while they talk to you). These
programs jam your cyberdeck’s CPU, pre-
venting you fromjacking out for 106 turns.

RUN PROGRAM: This command activates
any program you call on, as long as you
have it in your deck’s memory. The pro-
gram instantly goes into action, perform-
ing it's function as designed (you hope).

LONG DISTANCE LINK: This command is
used to transter between twolong distance
switching systems (or LDLs). When acti-
vated, the deck attempts to tell the Phone
Company that the call you're making is a
local call (even if it isn’t) and shouldn‘t be
charged to your phone bill. A successful

. attemptrequires thatyourolia 1D10 value

equal to or higher than the Security Level
of the LDL you're trying to fake out.

As it comes from the factory, this option is
actually designed to tell Internet that this
is a cyberdeck signal, requiring that the call
be carried on a laser land-line. However,
reprogramming this command is one of
the first things an enterprising Netrunner
does, even before he plugs his brand new
deck in.

COPY: This command tells the deck to
make a copy of any program or file the
Netrunner has access to. You use this, for
example, to make your own copy of Sa-
buro Arasaka’s little black book (just in case
you find yourself dateless in Osaka on a
Friday night). A copy is automatically
stored in your deck’s memory (assuming
there is space).

One of the nifty things about cyberdeck
designs is that they have terminal-emulation
chips included in their construction, making
them tiny terminals inside the computer.
This design function allows a friendly
Netrunner to diagnose and work within his
own DataFortress. It also allows an unfriendly
Netrunner to give the CPU of the system his
own commands:

ERASE: This deletes any program or file from
your personal deck or from any systern you
are currently in. ERASE is used when you
don't have enough space in your deck for
Saburo’s black book and you just have to
have it.

READ: This command allows you to browse
the table of contents of any file you may find
inasystem memory, of through the contents
of that file. Most of the time, however, you
aren’t going to want to waste time reading
the actual contents; you'll just make a COPY
and run for cover.

Note: occasionally, very devious types take
advantage of this by planting huge filesin a
system memory with seductive labels like
SECRET PLANS TO RULE THE EARTH. The
file, of course, contains nothing but useless
garbage, but areally gullible Netrunner will
invariably dump everything else he has just
to carry this treasure back.

EDIT: This command allows you to change,
write into, re-write or otherwise alter the
contents of a file.

CREATE/DELETE: This command activates
a special program called Creotor, Creator is
used to generate virtual constructs and
realities within memory. For more on Crea-
tor, check out Virtuolly There, pg.160. in the
meantime, what you should know is that
CREATE allows you to make small objects in
Netspace (relatively non functional ones, as
guns cause no damage and most electronic
hardware doesn't really do anything)., and
that DELETE allows you to de-rezz the same.
Safeguards in Creotor prevent you from pg.
someone else’s creation, however, This is
actually agoodidea; do youreallywanttobe
the guy who accidently de-rezzed Dream
Park Corporation’s Virtuol Theme Park?

‘wards the four seething energy
globes...

Combat

Edger skated around the edge of
the Kiroshiyu data fortress, his
Cosmowarrior ICON leaving o
sparkling wake. Behind him, the
Kiroshiyu system rezzed four Hell-
bolts into existence. Edger mut-
tered something vague and ob-
scene in gutter Japanese, as he
brought the Menu up in his mind.
A quick choice— run the Killer, he
decided. Instantly, the lean,
metallic shape rezzed behind the
fleeing Netrunner and streaked
off on an intercept course to-

Initiative

The first thing to determine in 3 Net com-
bat is who goes first. This can be critical, as
most offensive software can seriously inca-
pacitate or kill in a single turn. To deter-
mine who will act first, compare:

COMPUTER’S INT+ 1D10
Vs

NETRUNNER’S REF+DECK
SPEED+ 1D10

When there is more than one Netrunner or
system involved in an attack, each combat-
ant must make it’sowninitiative roll, taking
turns from highest to lowest total. Like
normal combat, you may eiect to hold your
action until fater, or even set up an am-
bush.

Rounds & Actions

A Netrunner combat round is one second
long. During this time, a Netrunnef can
take one action (unlike a normal combat
round, in which a character has three fuil
seconds to cram in a lot of actions). This
action can be anything listed on the Menu
in addition to movement. For example,
Edger elects in his combat round to move
five spaces away from the Mellhound and
RUN a program (in this case, a Killer) to
attack his enemy.




Computers, of course, are a lot faster than
humans. Single-CPU systems perform only
one action per turn. A computer may
perform one extra action per turn for
every two additional CPU presentin the
system. A really powerful computer could
activate two, three, four of more programs
to attack a single Netrunner,

This is why Netrunners team up to thckle
big systems.

Range

Rangein the Netis simple— you have to be
able see the target in order to hit it. As a
rule, you can see anything within 20 spaces
of your position, unless it's blocked by
some other obstacle (as determined by the
Referee of the game). You can attack any-
thing else within 20 spaces as long as you
can see it and it isn’t blocked by another
object.

Movement

As discussed before, Netrunners move ata
speed of five spaces per round. But how
fast do programs move, if ever? .

Most programs are limited to staying within
the confines of a system. However, once
they spot you, they can move anywhere
within the system to intercept, also mov-
ing at a speed of five spaces per round. A
program can pursue a Netrunner anywhere

: within it’s home system, and up to one

space outside of it. It will then break off the
attack and go back to it's original position.

Helihounds, Bloodhounds and Pit Bulls have
no such restrictions; they are designed
with a tracing function that allows them to
| move away from their home system and
follow you anywhere. The only way to
ditch one of these monsters is to jack out
and hope the pursuer isn’t able to make a
successtul  Trace rolt on you. Otherwise,
it'll be waiting the next time you log on in
that location of the Net.

Trace Rolls: A Trace roll is made by com-
paring the program's STRENGTH+1D10
to the total of all the Trace Values of all the
LOLs you passed through during your run,

| Exomple: Spider’s most recent run has token

her through Solt Loke (1), Denver (2), New
Orleons(3), Havona (3), Bogota (4) and Rio
(2). In Rio, she encounters a Helthound
(Strength 6) which ottocks her outside of the
Petrochem’s new Doto Fortress. Spider jacks
out, ond the Helthound tries to'run o troce
bock to her original position, It must beat o
totol of filteen(1+24+ 3+ 3+4+2=15)inorder
to moke a successful trace. Thot Helthound
betterrolla 9 or 10, or it’s going to be out in
the cold.

Stealth and Evasion

Like you, a program can attack anything it
can see. As programs have no “front” or
“back” facing (what's the front of a string
of code?), this means they can see you
coming in any direction, all the time.

Well, maybe. This is where stealth and
evasion come in. When you are running a
Stealth or Invisibility-type program, the
opposition has to make a special roll to see
if it is aware of you:

ATTACKING PROGRAM'S STR +1D 10
vs.
YOUR PROCRAM’S STR +1D10

Detection

The other side of Steaith and Evasion is
detecting the unseen. To use a Detection
program, the Netrunner must make a roli
exactly as when using a Stealth/Evasion
program above. Note that Netrunners can
use Detection programs against the Steaith
programs of other runners and vice versa.

Attacks Against Systems and
Cyberdecks

Some programs are designed to attack
only systems and cyberdecks, They oper-
ate by penetrating the data walls that
protect the system, then running their
attack programs. Anti System attacks in-
clude Intrusion and Anti-System Programs.
These attacks are made with the formula:

ATTACKING PROCRAM'S STR +1D10
vs.
CODE OR DATA WALL'S STRENGTH
+1D10

If the attacking program’s roll is greater
than the data wall’s, the wall is penetrated,

Some Intrusion programs are “noisier”
than others. Hommer will always alert the
system to a break in, allowing it to send
offensive programs to deal with the break.
Jackhammer will alert the system on a roll
of 8,9 or 10 on a 1D10 roll; this check is
made after the program is run, whether
the wall is breached or not. Worm will alert
thesystemonarollof9or10ina 1010rolt.

Anti-system attacks are also made against
the data walls of the system, The formulais
the same as with Intrusion attacks. if the
Anti-system program’s roll is greater than
the data wall’s, the wall is penetrated and
the program takes effect in the next turn.

For example, if a Poison Flatline breaks
through a level 5 data wall, in the next
turn, one of the system or deck’s memo-
ries will be erased each turn until the
Flatlineis stopped. This could be done with
a Killer or other anti IC program.

Decryption programs attack Code gates
and file locks. Code gates are entryways
into a computer system, File locks are often
placed on files to protect them from entry.
Decryption attacks are made as are other
anti-system attacks.

Anti-Personnel Attacks
(Stuff That Can Kill You)
Anti-personnel programs physically at-
tack the Netrunner, either through physi-
cal damage or through attacks on the

Netrunner’s stats. These can be used by .

both computer systems and Netrunners.

Anti-personnel attacks are made with the
formula:

DEFENDER’S PROGRAM STR+
INT+INTERFACE+1D10
vs. .
ATTACKER'S PROCRAM STRENGT!
+INT+ INTERFACE+1D10

On an equal or higher roll, the Attacker will
win the combat exchange. For example,

VIEW FROM THE EDGE

Spider is attocked by a powerful Brainwipe
progrom. She roises her own Force Shield
counterprogram. The rolls are Spider 18, the
computer 17. Spider successfully thwarts the
Brainwipe.

in the next turn, Spider goes on the offensive,
lounching o Killer ot the Broinwipe. Her total roll
is on 18; the system’s roll is only a 15. The
Brainwipe takes S points in Strength Domage.
As it’s only a Strength 4 progrom, it de-rezzes.

Attacks Against Programs
(Anti-IC)

Protection programs are designed to ward
off attacks on the Netrunner. On a success-
ful defense roll, the attacking program is
deflected and no damage. is taken. For
example, a successful defense with a Shield
will stop a Hellhound from killing the Ne-
trunner, but will have no effect on-a Killer
attacking a Netrunner’s Liche. if the Hell-
hound is not eliminated, it will be able to
attack again,

Anti-IC programs are used to attack other
programs (such as Killers attacking Hell-
hounds). When a successful attack is made,
the defending program loses a certain
number of Strength points based on the
program type. if the defending program’s
Strength is reduced to 0, itis “de-rezzed”
(destroyed).

Controllers & Utllities

Although they don’t reaily count as Ne-
trunner combat, Controllers and Utilities
deserve a quick mention. Controliers can
take control of a remote by making a
1D10 roll equal to or lower than the
Strength of the Controller program.

Utilities operate by rolling a value equal
to or lower than the Strength of the
Utllity program. If successful, the Utility
performs it’s entire function, For example,
running a Pocker utility will automatically
reduce the size in MU of any designated
program(s) by half. ReRe2would completely
restore a damaged program if successful.




PARTS & PROCRAMS

; A Central Processor (or
CPU), Is the brain of

the computer;. It

does all the thinking

tasks the system Is ordered
to perform. Unlike

B D" I s s rorry

humans, a computer can
; have more thon one
t "brain®; lorge Dota
: Fortresses may have as
. many os a dozen, all
i working away In unison

. varlous Jobs.

= Processors In the 2000's
K differ from those of the
- 20th century In that they
! are closer In design to
. ortificlal intelligences,
i This glves them the
“I capacity for Intuitive
B thought and Innovation,
< but makes them more
. prone to make errors in
1 Judgement.

} Memorles are where you
| store things that the
$ E computer system
will need to
2 operate. They are the most
1 Important part of the
3 System next to the CPU.

DR F ey

Y Dota Walls represent the
i physical hardening of the
'4' computer ogainst
: Intrusion. A Data
” Wall covers the
s top, bottom and
{
:
3

~

sides of a system, Really
well defended systems are
3 called Data Fortresses.

" as the computer performs.

DESIGNING
DATA -
FORTRESSES

A Data Fortress is any type of computer
system that is defended by programs and
armored with data walls. A key part of
refereeing the Net will be creating Data
Fortresses for your players to plunder (or
die trying).

Start by making a photocopy of a Subgrid
Map (pg.161) to work on. You can use
regular quarterinch graph paper as well, as
long as you letter the too from A to T and
the sides from 1 to 20 for mapping coordi-
nates, ’

Central Processing Units
Choose how many CPU you will
have in your system, paying
10,000 eb for each dne. Pick a

clear space on your graph paper and place

each of your CPUs in a square of the grid,
using the symbol for a CPU (a circle with an

X" through it).

FIGURE 1: THE CPU

Computer Intelligence: For every CPU,
the INT of the computer is raised by 3
points. INT is important; it's what the
computer used in liev of REF and other
stats when performing tasks; it's also used
when the computer brings it's Interface skill
into play to make attacks or defenses, The

~.| maximum number of CPUyoumay have

on any one system is 7.

Artificial Intelligence

When a system has achieved an INT of 12
of greater, it is considered to be an Artifi-
clal Intelligence (Al), capable of inde-
pendent action without a human overseer.
If you have created an Al, you will need to
determine just what it is like (after all; Als
are almost as much characters as they are
computer systems), and what sort of ICON
it uses to represent itself in the Net.

Personality

Friendly, curious: The Al is motivated by an
interest in what happens around it. Like a
child, itis trusting and friendly. However, like
4 child, it ¢can lash out with incredible vio-
lence towards those who betray, threaten or
hurt it.

Hostile, paranoid: This Alis motivated by it's
survival, and treats all incursions as a threat to
that goal. It will tend to attack when pos.
sible, withdraw and hole up when not.

Stable, inteltigent, businesslike: The Al sees
itself as an adult dealing with other adults, It
will not act out of fear, but out of rational self
interest. 1t will attack only if it sees it's duty
compromised or safety threatened; it wil
then tend to go for the least violent solution
to the threat.

Intellectual, detached: The Alis a thinker. It
will watch and observe whenever possible,
compiling as much information as possible.
It is more likely to study the intruder from a
distance, eliminating it ruthlessly. when the
intruder becomes a threat,

Machinelike and inhuman: The Athas never
seen a reason to develop a human persona;
what human like qualities it possesses are
done only as a way of dealing with it's
irrational masters. The Al will deal with threats
in an efficient, deadly manner,

Remote and godiike: The Alis fully aware of
how limited humans are in relation to it's
powerful mentality. It deals with people as
though they were small children who aren't
too bright. intruders are dealt with through
simple, direct, usually non-fatal methods.
Repeat offenders are considered to be too

stupid for their own good and are eliminated

the way a human crushes a bug. 5

ICONS

Human: The Al chooses to look like a normal
human, to better interact with others. The
human ICON chosen can vary wildly, de-

pending on the Al's personality, but all ap-'-
pear as real humans you might meet on the -

Street.

Geometric: Forget all this anthropomor-
phology. The Al manifests itself as shapes,

colors and energyfields. Occasionally shapes
are strung together to make a symbol or
other image.

Mythological: The Al is interested in human
archetypes and knows that certain types can
Cause fear or awe in humans. The Al appears
a3 & mythological figure; a dragon, demon,
angei, mystic hero or monster, all out of
some type of human mythology.

Voice Only: The Al only appears as a voice
emanating from all over it's Data Fortress.
The voice may be powerful and booming, or
tiny and childlike, depending on personal-
ity.

Technic: The Al appears as a construct out of
science fiction. This could be a robot or other
metallic warrior, or an assemblage of high
tech shapes.

Humanold: The Al appears as a humanoid
shape, butnot necessarily human, Thiswould
include aliens, manlike monsters and other
humanoids.

Memory
With each CPU, you will get four memo-
ries. Memory is where you will store

Programs, Skills, Files and Virtual Realities

{more on all of these later). Memories must
be placed in squares adjacent to each
other or the CPU (see Fig 2):

' .
Memory Units: Programs, Skiils, Files and
Virtual Realities are all measured in a value
called Memory Units (MU). Each individ-
ual memory can hold 10 Memory Units.
This means for example, that a single
memory might hold a couple of 1 MU Files,
a couple 2 MU Programs, and a MU
Virtual Reality before it was filled up.

A good idea for keeping track of your
memories (and their contents), is to assign

PLAYING AN Al
CHARACTER

An Alis very much kike 4 real person; it has the
ability to conceive'of new ideas, make fong

range plans, and act to further it's own
sires.

H . what motivotes a

because the wiring just isn't there,

What generally molivates computers is curi-
osity of survival. An Al might build & series of

complex virtual cealities just to study

humans who visit and play in them. It might
track 2 single Net runner lor years, just be-
Cause it's curious as Lo why the ‘Runner does
what he does. It a netrunner intrigues an Al
there's no telling what the Al might do to help
the "Runner — or hinder um. just 1o see what

happens.

On the other hand, Al's are also programmed

to promote their own survival.

cestricts the Al from getting information, elec-
trical power, of access to parts is considered a
theeat to be dealt with. An Al may deal very
harshly with intruders to it’s system, because
and i

isnt
exactly what would motivate you or me.
Computers don't have glands or emotions;
there isn't much chance that you'll meet an At
who has a thing for a good looking character

de-

the

that

they th it's prog:

Also, anything that might cause the Al's human
operators 20 turn it off will also be a theeat:
the Al is not vigilant, there's always a chance
that it's owners might trade it in for a more

aggressive computer,

Personality-wise, A's tend to be distant, pow-
erful and unpredictable. They play by their
owninternallogic, which is often skewed and

hard to decipher. Als are the dragons

demigods of the Net; heavy duty players
whose reasons are often unlathomable to
mere humans, While Al's could be broug
into a Cyberpunk game a3 player characters,
we fecommend that they be reated exclu-

sively as Referee characters instead.

and

ht

" FIGURE 2: MEMORIES

< Code Cates are openings

: through Data

Walls, permitting

entry to .anyone

who has the proper

:ldentificatlon codes or
‘ passwords.

Long Distance Unks (LDLs),
as described
earller, allow
Instantaneous

movement of data (or

netrunners) over long

distances. if an LOL is In o

computer system, thls

means that this LDL Jeads

to another computer

system directly connected
. to this one. -

output devices

used to put

Information Into
your system, or to get it
-out again . You use the
:keyboard part to type In
Instructions, and the screen
. part to get messages back
; from the computer.

.Terminals are lnput/“




a number value for each one (this is why
the symbolfor a memory is an empty box).
For example, in our sample computer in
Fig. 2, we've assigned each memory a
value from 1 to 4.

Construct Data Walls

The data wall encloses your system on all
sides, top .and bottom. Its strength Is
equal to the number of CPU present,
plus 1000eb spent for every additional
level added to the wall, up to a Strength of
10.

For exomple, with three CPU, Syntek 15 has
0 Strength 3 data woll. However, 3000eb ore
spent to uogrode this woll to a Strength 6.

Constructing your data walls on paper is a
process of blacking in squares on graph

paper (or a photocopy of a Subgrid Sheet),

The wall can be in any shape, and cover as
much area as desired (although putting a
lot of emply space in a system probably is
awaste of time. Write the Strength next to
one corner of the wall.

Place Code Gates

Code gates are how information moves
between the Net and the system. Each
CPU comes with one code gate. Addi-
tional ones can be purchased at 2,000eb
each. .

Code gates start with a Strength of 2.
However, for 1,000eb, you can raise a code
gate by one level of Strength, up to level
10. The level of the code gate is marked by
the number of lines crossing it's symbol.

Place your code gates in the openings'

between data walls (see sidebar example).

Pick Skills

Like humans, computers have skills, These
skills are programs not all that unlike
chipped human skills; the difference is that
they are alot more powerful than biochips.
Computer skills start at alevel of 4 and have
2 base cost of 200eb. For an additional
100eb, you can raise a skill by one level, up
to a totai of +10.

For every two CPU, pick five skills from
the list below. You may also create your
own skills for your computer, as long as

they do not involve a physical component,
such a running or leaping (a computer
could fly an AV-7 or paint a picture, aslong
as it had the proper remote controls (more
on this later). All computer skills are per-
formed using the computers INT score in
lieu of a TECH or REF stat. E

COMPUTER SKILLS
Accounting
Anthropology
Botany
Chemistry
Composition
Cryotank Operation
Disgnose Hiness

Onwving
€ducation & Cenerat Knowledge
Camble
Ceology 4
Heavy Weapons (a3 3 mounted weapon)
: History .,
Language
Library Search
Mathematics
Operate Mvy. Machinery
Paint or Draw.
Pharmaceuticals
Physics
Pilot
Play instrument (if electronic)
Programming
Rifle (as 2 mounted weapon)
Stock Market
- Submachinegun (as a mounted weapon)
System Knowledge
Teaching
Zoology

Create Key Files

Files are where you keep the important
information of a computer, Secret plans,
lists of enemies, the missing three minutes
of the Watergate tapes, etc, Often, a file
will contain useful information or clues to
a problem facing your Cyberpunk team. At
the very least, a Netrunner can self or trade-
the contents for something useful, which is
why they took up this dangerous occupa-
tion to begin with,

At this point, you'll want to decide what
kinds of files are in your computer system
and where you'll store them. Files are al-
ways placed in a memory for storage. Each
file (no matter what type), uses 1 MU.

Thera are six types of files:

Inter-Office: These files are records of memos,
letters to c|ien;s, gossip, games and other

generally useless stuff that gets stored on any
large computer system. Most of it's worthiess,
but occasionally a savvy Corporate will bury
something in the garbage just because he
knows no one will iook there.

Databases: These are lists; lists of names,
phone numbers, figures, records, etc. A data-
base might contain the entire list of employ-
ees of 3 corporation, of 3 list of clients who
regularly receive company catalogs. You check
out a database:to find out a particular per-
son's phone number, for-example.

Business Records: These are actual business
documents. They would include important
meeting notes, memos, reports and so on.
Most business information is stored here. You
might look in Business records to find a copy
of the Arasaka sales report for May, 2019.

Transactions: These are usually things that
involve money; checking accounts (write your-
self a check and mail it to your sate box),
financial records (wipe out that bill you owe
Militech for the five new missile launchers) |
and orders (tell Procurement to buy you a |
new AV-7 with alt the options). As you might
have guessed, this is where most Netrunners
go to steal money or order plane tickets.

Grey Ops: These are secret records and or-
ders. In Crey Ops, you might find records of
bribes, slush funds, blackmail information,
trade secrets, espionage information, etc, This
stuff is valuable; it's aiso well protected.

Black Ops: These are top secret records and
files. Assassination orders. Murders. Corpo-
rate sabotage, The stuff that's dynamitein the | .
right hands. Watch out; this stuff is always ™
guarded by lethal defenses. -

Inside each file are hundreds of documents;
individual pieces of information up to
100,000 pages long. A file can hold alot of
documents; for example, the file BLACK |
OPS might hold the following:

* ORDER TO ASSASSINATE PRESIDENT
¢ PEOPLE WE HAVE BLACKMAIL ON

» BRIBES TO FOREIGN AGENTS

« SECRET VIRUS PROJECT

* CHAIRMAN'S SECRET SLUSH FUND

By using the READ option of the Menu, you
can get a list of alf the documents in a fite.
Some files may be locked. This means a
special code has been attached to the file;
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you need the right code to read the file.
Youcan try to figure out the code indirectly
(always a good roleplaying option, as the
players search the Chairman of the Board's
trash cans for a scrap of paper and quiz
everyone who knows Saburo Arasaka to
discover the name of his childhood pet
because the Ref said it was a clue). Or you

can brute force your way into the file by

using one of the many decryption pro-
grams available (Codecracker, Wizard's Book,
Roffles).

The best way to keep track of your files is
to write the contents down on a 3x5 card
or other scrap of paper, making sure to
also write down what memory it is stored
in.

Virtuais Are Their Own
Reward

A virtual reality is a miniature universe,
created by use of advanced imaging tech-

nology and direct brain link. Activated by
a Netrunner entering their memory area,
they appear as pocket environments,
complete in every detail.

Virtuals are used as conferencing centers,
recreational environments for corporate
staff, offices where people on other sides of
the world can meet via Net-conferencing
to work on a project, and even realistic
‘simulations (to train solos and pilots), Al-
though we'll go further into virtual realities
further on (pg. 170, to be exact), you'll

need to know enough to decide if your
system currently has one. Like other things
in the system, virtuals take up MU and
must be stored in a memory; however, a
large virtual can be broken up over several
adjacent memories if need be.

Virtuals come in six sizes:

Virtual Conference Room: a misnomer; this
could be any average size room where people
can meet and talk.

Virtual Office: this is any larger space, usuélly
including 2 couple of conterence rooms, where
Net-conferencing groups can meet and work.

Virtual Rec-Area: this is 2 small recreational
area; » beach, spa or other small retreat not
much larger than a city block. Virtual rec-

areas are usually not very complex; a couple
smail rooms and a ot of empty space.

Virtual Building: this is a large scale con.
struct, equivalent to about a 10 story build-
ing. Virtual buildings are used when a large
number of people must conference together
via the Net. A good example of this would be
the Hunt Club, a virtual building constructed
ay part of a Netrunner's club called the Master
Hackers. It is basically an English Tudor man-
sion with surrounding gardens, libraries and
cartiage house.

A virtual building need not aiways be a build-
ing; the U.5. Navy maintains several virtual
aircraft carriers for use as training simulators.

Virtual City: these are literally cities. They are
used to simulate total envir For

" example, training disaster personnel to deal

with a virtual San Francisco earthquake is a lot
easier than using the real thing. Virtual Cities
are extremely rare; a rich man's toy.

-Virtual World:-as far as you can tell, this is a
totally developed universe. Victual worlds are
constructed as elaborate vacation spots (a
mentai version of the 20th century TV show
fontesy tsiond), taining simulations of large
events (such 3s war ones or Jlien environ.
ments), or asthe playthings of rich and powerfixl
peopie who like to play god. For examole, the
ESA has used robotic braindance information
to construct 3 huge Mars virtual world; some
400 colonists are currently using it to train for
the coming Olympus Colony Project. On the
other hand, Saburo Arasaka has a huge recrea-
tion of 16th century feudatjapan which he uses
to impress his Iriends (and as  training ground
for top Arasaka operatives).

Each Virtual has 3 Memory Unit cost based

on its type, as well as an eb cost.

Trpe MU Cost £8 Cost
Virtual Conference ] 10,000
Virtual Office 2 50,000
Virtual Rec-Area , 4 100,000
* Virtual Building 8 500,000
Virtuai City 16 1,000,000
Virtual - World 32 10,000,000

Realism: Realism is a measure of how much

like the real thing the virtual is. There are
five levels of realism,

Simple: a cartoon. Bright shapes, colors,
funny noises.
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SAMPLE SYSTEM INFORMATION (PAGE 2)

Number| Information MU
! Financial Transactions 2
2 Database (Employee records), Business records (Pay records) 2
3 Virtual Conference Area (Fractal) 3
4 Business Récords (Procurement), Grey Ops (Bribes) 3
[ Black Ops (Assassinations)., Black Ops (Secret weapons under development) 2
[ Black Ops (Bribes to U.S. Congressmen) 1
7 Microphone in Executive Washroom none
[ B Interoffice Memos, Database (Customers) 2
9 Vvirtual Rec Area {(Fractal Tropical Resort) 12
10 Terminal (Secretarial Area) none
L & Terminal iExecutive Offices) none |
12 watchdog S
3 Watchdog S
4 Poison Flatline 2
S 1Flagline . 2
16 - ‘|Hellhound 6
2. .. lBrainwipe 4
18- |Murphy 2
9 . watchdog - 2
20 LDL to Miiitech's Los Anceles Merrcpiex Research Station's Svsiem none
TR wall g 3 ~her v one . 1 $ PR
22 - dubich loaks tike a Mi'irgch Logo on Sr's side Fxcesg VR MY ik srored in
23 a¢iacent Memorv Slocks.
- 24
25
27
28
29
30
32
33
34
35
36
37
38
39
40
41 i
42
432
44
45
46
47
43
49
50
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SYSTEM INFORMATION (BLANK PAGE 2)

Number

Information

MU

O[NNI A Wik~

© 1991 ATakonan Cames, Inc. Photocopy permussion granted lor personal use. +

Contextual: Like a very good CD-ROM
video game. Textures, colors, better
sound. .
Fractal: Like true computer animation.
full color, sound.

Photorealistic: about as reai as being in
a video.

Superrealistic: just like real life.

To determine the effect of realism on your
virtual's cost, multiply the base MU cost
and the base dollar cost by the realism
value below.

Type Multiplier
Simple x1
CONtextural ......coovvicsnessorsnsrarsenens X2
Fractal x3
Photorealistic........... S— T |
SUPEIrealistic ...covuivericsuerernsevinsacees XS

Exomple: I build a virtual rec-area (Cost 4 MU
and 100.000eb). 1 decide to moke it as real
os possible (x5) . My total MU cost is 20, and
my eb-cost is 500,000,

Decide what virtuals your system has and
in what memories you will place them.

Defenses

These are the programs that are used to
keep the Netrunners from sneaking in and
messing with your nice new system. You
may select any program from the mas-
ter list on pg. 142 (if you pay for It).

A program can be placed anywhere in the
system (inside a memory, CPU, a blank
space, etc.) However, you must subtractits
MU cost from one of your memories.

Most programs are stationary; once you
place them in the system, they stay there.
However, Helthounds, Killers and Demons
are all mobile, and can patrol up to 1
square outside the data walls of their resi-
dent systems,

Remotes

These are devices in Realspace attached to
the computer system; manipulators for
moving things, auto factories for construct-

‘of videoboards, cameras, microphones,

ing things, remote controlled vehicles and
robots, monitor cameras, hidden micro-
phones, video display boards, printers,
holographic displays, automatic gates &
doors, elevators, voice boxes, alarm sys-
tems, terminals, etc. Each one is controlled
by the computer, using the most appropri- |
ate skill for it's function, or, as .in the case

printers and holographics, simply used by
the computer to gather and disseminate
information.
Remotes
Terminals: a terminal is basically a keyboard
and a videoscreen, used to input information
to the computer and get results back. Each
CPU comes with one terminal; additional
ones cost 5,000eb.

Autofactories:
fathes and com- °

putercontrolied -
assembly ro-

bots. Usually

used in indus- b{:
trial plants, al-
though there
are many small
fabrication
shops on the '
Street that use
this technology.

Gates & Doors:

comp con-
trolled gates.
Comon’; haven't you seen Mox Headroom
yet? And you call yourself a Cyberpunk!

Elevators: "Nulf said.

Holo Display: emits a 3 dimensional image
from a wall or floor port. Cood for meetings;
often part of an executive conference room,
Manipulators: required for repairing tasks,
painting, of doing any other sort of "hand®
work,

Microphones: common in a paranoid age,
Printers: Laser printers for hardcopy.

TV Cameras: also a common security meas-
ure. Usually in the halls of most corporate
buildings (60%).

Vehicles & robots: small house cleaner ‘droids,

taxis, corporate vehicles and limos (for execs
without human drivers).




Decide what remotes your computer has
.| and place a symbol for each one inside

Videoboard: a large, flat-screen high-defi-
nition TV. Up to 60 meters long. A common

type of billboard in 2020.

.| your compu_ter map.

Fast Fortress:

Construction
System

You know they're gonna do it; sooner or
later, your Cyberpunkers are gonna blast
right past the system you carefully con-
structed to waste them, and take some side
trip to the outback of the Net. "Whatdo we
find there?” they'll say, as you look at your

notes and groan.

No problem. We gotcha covered. With-a
few fast rolls (and a’judicious use of com-
mon sense; a system filled with office gos-
sip files and ten Hellhounds is pretty bo-
gus), you.can be ready 0 tackie even the

most wayward grouc.

1) Roll 1D6 to determine number of
CPUs. Remember; for each CPU, the sys-
tem's INT increases by 3. Also, for every
CPU, gain four spaces of memory, one

Code Cate and one terminal.

Note: if the INT of your system is 12 or
greater, your system is an Artificial Intelli-
gence (Al). To determine your Al's person-
ality, roll 106 for each of the following

tal

bles: .
Personality

1

[- JEV. R RV N

Friendly, curious

Hostile, paranod

Stable, intelligent, businessiike
Inteilectual, detached
Machineike

Remote and godlike

Reaction to netrunner,
1-2Neutral

Wb w

Kill all intruders

Observe intruders, then act
Report all intruders

Taik to intruder. to find intent

ICON

TN B W -

Human
Ceometric
Mythological
Voice only
Technic
"Humanoid”

2) Determine Data Wall Strength.
Strength is equal to 1D6/2 plus the num-
ber of CPU in the system (round down).
Example: LTRA 1500 has three CPU. | rolt 3
4. LTRA’s Data Walls are Strength 2+3=S5,

3) Determine Code Cate Strength by
rolling 106/2 + number of CPU for each

one,

4) Pick 5 skills. Roll 106~ for level of skill
in each one.

$)Roll for types of files. Fcr e3¢~ memory,
roif 2 imes for type-

[ O SV S

inter Office

Database

Business Recorcs
financal Transactons
Crey Ops

8lack Ops

Place each file in a memory ot your choice.

6) Virtuals. Roit 106. Ona 5 or 6, thereis
avirtual reality present. Roll another D6 for

type:

W h WwWwN —

Virtuat Conference
Virtual Office
Virtual Rec-Area
Virtual Building
Virtual City

Virtual World

Roll 106 for level of reatism:

1.2

N os

Simpie
Contextual
Fractal
Photorealistic
Superrealistic

7) Determine Defenses. Roll 106+ num-
ber of CPU for total defenses, For each one,
rolt 1010 for type, then 106 for subtype:

14

Detection/Alarm
1-2 .Watchdog

3.4 Bloodhound
5-6 .Pitbult

5-6 Anti-IC
~ 1-2 .Killer (roll 1D6 for Str.)
. 3-4 .Manticore

5-6 .Aardvark

7-8  Anti-System
1.....Flatline .
2.....Poison Flatline:
3.....Krash
4...Viral 15
5.....DecKrash
6.....Murphy

9-10 “Anti-Personnel
1.....5tun
2.....Hellbolt
3.....Brainwipe

8) Roll 1D6 for number of remotes. For

each remote, roll 1D10 for type:

1

wOPNOANEWN

9) Pick any one of the 6 possible layouts
of data walls below or create your own.
Plug your parts and programs into place

0 .

Microphone

TV camera

Extra Terminal

Videoboard

Printer

Alarm

Remote vehicle or robot
Automatic door, gate
Elevator ’ ’
Manipulator or Autofactory

and get ready to rockl

Ever notice how much
- subgrids resemble cross-

word puzzles? It's no

accident—we planned
it that way. A quick trip

to the supermarket
_ checkout line can pro-
.. vide you with endless
- “hours of Netrunning fun.
© And you can grab the
- fatest screamsheets

(World News, National
Enquirer) while you're at
itt- -

.
ER AT

L
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PROGRAMMING
101

Creating New Software for
Netrunning

Although you've got a lot of programs to
choose from, it won't take long before
you'll want to design your own. Home-
grown programs can be the edge your
Netrunner needs; because the old stuff
gets known pretty fast around the Net.

CONSTRUCTING NEW
PROGRAMS S
Every program is made up of three parts;
functions, options and strengths. When
you put functions, options and strengths
together, you create a riew program.

Functions
Functions arewhat the program does. Every
program has a function.

You can often combine several functions
into one program, making it more versatile
and powerful.

DIFF Yype

10 Evasion: this function makes 3 program or
the runner hard to trace

13 Steaith: this function makes the program
or runner hard to detect

20 Antl Program: this function sttacks and
destroys other programs.

15 Antl System: this function damages of
screws up & computer system.

10 Detection: this function detects intruding
netrunners/programs

15 Alarm: this function aierts the stystem or
Netrunner to intrusion

20 Antl-Personnel: this function attacks and

kills Netrunners. The  Netrunner is either.
killed (takes damage), taken over or mind

18 Intrusion: this function allows programs/
netrunners to get through dats walls.

10 Protection: this function stops attachks to.
netrunners or decks

13 Decryption: this function opens codes and
tocks .

10 Controller: this function alfows control of
machines in Realspace.

10 Utility: this: function restores damaged

programs, copies things, improves deck
speeds, reads files and does general librar-
ian work,
10 Interactive: this program acts tike a per-
sonin & virtual reality; it walks, moves
around; manipulates obiects in the. virtua
When combined with p
intellect and conversational ability, it can
act much like a real person inside a virtuat
reality.

ages other programs, and can - reduce
numb!aubypackinglhcmtighmunul
needed.

The functions list above is designed to be
_general; the netrunner decides what his
program is supposed to do, finds the func-
tion closest to his conception, and pays the
Difficulty price for the function. How that
function actually works is pretty much up
to him and the Referee of the individual
game; if your Anti-Personnel program kills
a Netrunner by encasing his ICON in violet
light and melts his braips with a burst of
energy, that's great. But in game terms, it
simply kills the netrunner.

Because functions leave a lot of leeway for
imaginative thought, the Referee should
always have the final word on whether a
program really fitsinto that particular func.
tion of not. He of she may also want to raise
or lower the Difficulty by a few points if the
program stretches the boundaries of the

10 Compiter (Demon): This program man- :

"Me, | only trust
what | write.

And-! write

good stuff.”.
~Edger




listed functions a bit too much. And hey, if
it gets out of hand, feel free to have the
sucker backfire and eat the player’s face.
It's the Cyberpunk way.

Options

Options are things that individualize a
program. They allow it to move freely
around the Net, to remember events, to
recognize things, even obey commands
and converse. You may want to create
(with your Referee’s approval), your own
options as well.

A Note on ICON: ICONS are the visual
representation of a program in the Net. An
ICON can look like anything you want;
people, monsters, objects, logos— you
name it. Programs don't come with
ICONS; they must be created for them.
Not having an ICON doesn’t mean the
program can't be detected, but it does
mean that it wilf just appear as an indistinct
shape rather than a fully realized image.

OIFF Option

S Movement ability: The program can move
freely throughout the Net while it's main
programming remains in memory.

2 Trace: the program can  follow another
program of netrunner through the Net.

3 Auto Re-Rez: the program can reconstruct
itself even if destroyed by rollinga Soré
on 106,

2 Recognition: the program can distinguish
between different netrunner signals and
programs.

3 Invisibility: the program is +2 Strength to
evade detection.

§  Memory: the program can remember
specific events and people.

2 Speed:the program aods +2to deck speed
when it runs.

3 Endurance: the program is tireless and will
never quit unless destroyed.

3 Conversational ability: the program can
speak.

6 Pseudo-intellect: the program can think
like a real person of INT 6.

1 ICON (simple): the program has a visible,
cartoon icon in the Net.

2 ICON (contextural): the program has 2
Net ICON about the graphic level of 3
high-res computer image.

3 ICON (fractal): the program has some
what realistic Net ICON, with shading,
texture and sensation.

4 ICON (photorealistic): the program has a
very realistic ICON about the level of a
good video image or movie.

§  ICON (superrealistic): the program has an
ICON that looks like a real person or object.

Strength

Strength is the power of the program. The
higher a program’s Strength, the more
capable it is of fullilling its functions.
Strength is rated from one to ten. Most
programs are around three or four.

WRITING THE PROGRAM
Once you've determined the functions,
options and strength level of the program,
you must determine how hard it will be to
write it. Add together all the DIFFICULTY
COSTS for all options, plus the level of
Strength; the resultis the Difficuity number
for the program. .
b
for example, Helthound consists of:  *
Antipersonnel crerseensnseremneres #20 N
Movement .......
Troce
Recognition..
Strength 6 ...
Icon (Superrealistic) ..

The total Difficulty of writing Helthound would
be 40

To make a skill check for this, you would
add your INT+ Programming Skill+ 1010
to get a value equal to or greatef than this
Difficuity number.

Pooling: Sometimes, you won't have
enough Skills to write a program. However,
two or more netrunners can pool their
respective INTs and Skills together, rolling
one D10 for the total. Exomple: Withan INT
of 8 ond a Programming of 10, Spider can’t
possibly write o Difficulty 40 Hellhound. But
with the help of Edger (INT 9, Programming
7), the two can mount on impressive total of
84104947234, Theyll need to roll @ 6 on
their D10 to successfully write the program.

HOW BIG IS THE PROGRAM?
Program size is determined by difficulty.
Check the table below for the difficulty

number, then read across for the size in
meg.
Difficulty MU
10-15
16-20
21-25
26-30
31.35
36-40
414+
Helthound has a Difficulty of 40, this means
it will take 6 MU.

HOW LONG WILL IT TAKE TO
WRITE?

For every point of Difficulty involved in the
program, it will take 6 hours of work. The
work need not be continous and it may be
divided between netrunners if more than
one is involved in the process. For example,
with a Diff of 40, it would take 240 hours of
work to program Hellhound. Spider and the
Edger decide to work in eight hour shifts; ot
this rate, theyll finish in about 30 doys.
However, they decide to work at the same
time, cutling the time to only 15 doys.

NN bW

HOW MUCH WILL IT COST?
Often, programs are purchased on the
market rather than written at home. To
determine the base cost of a program,
multiply the Difficulty by 10eb. Multiply
this value by the modifier below for the
type of program.
Type Modifier
intrusion, Decryption .
Control, Utilities .........c..ecveens 1% Cost
Detection & Evasion ...
Anti System .....
Anti IC...
Anti-Personnel ...

rersssansnsnnas 25% COSt

Example: Heilhound's Difficulty is 40; ot 10eb
per point, it would cost obout 400 eurd. But
as an anti-personnel program, it is multiplieq
by 25; it will cost 10,000eb on the black
morket! .

DEMONOLOGY

Demons are basically a specialized pro-
gram designed to manage several other
programs. These-subprograms are com-
pacted by the Demon’s compiler function
so that they take up half the space they
would normally need, allowing the Ne-

trunner to carry more programs in the
same amount of memory.

To build a Demon, you'll start by building a
normal program, using the Compiler/
Demon function. To this, you ¢an add as
many options as desired, as well as setting
its Strength. The Strength of the Demon is
somewhat modified by the number of
programs it carries; for each program “on
board”, the Demon will fose one point of
Strength. Example: Succubus i starts with
a Strength of 7. But by carrying 3 pro-
grams, this Strength is reduced to 4.

Next, build all of your subprograms. Don‘t
worry about their strengths; they’li fight at
the strength level of the Demon, not their
own. Now, after you've created them, add
all Difficulty numbers together and divide |
by 2. Add this result to the Difficulty of the
Demon and you have the total Difficulty
(and the amount of memory required) for ;
your compieted Demon.

Exomple: Edger builds a Demon to hold four
progroms. Nicknamed Pixie, the program is
constructed like this:

Compiler (Demon) ............... e e 10
Icon (Simple) !
Strength 7 7
TOTAL 18

He then plugs in four programs, one at 30,
one at 25, and two at 15 for a total of 70
Difficulty. But thanks to the Demon, the
cost is only 35 points! The result is a final
version of Pixie that has a vaiue of only 53
points, a savings of 17 points.

A Demon sounds like a great idea at first;
you gét a lot of programs in a small space.
But there are a couple of serious gliches:

First, the Demon is only able to control ail
these programs by linking it's program-
ming with theirs. This means that when-
ever the Demon is destroyed, all the pro-
gramslinkedtoitare also destroyed (sort of
like a ship going down with all hands).

Second, all the programs fight at the same
Strength level as the original Demon. Not a
bad idea; load the Demon up with some

VIEW FROM THE EDGE
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cheap programs and if the Demon’s
Strength is high, they'll all fight
like...well...demons. However, you won't
have a very powerful Demon if you load up
on a lot of subprograms.

Third, the Demon has to unpack each

program before using it, then repack it -

when it's done. This means that there’s a
delay in Speed; a negative value equal to
the number or programs currently loaded.
for example, if you've got four programs

‘| loaded in a Demon, this will mean a corre-

sponding -4 penalty to your deck Speed.
When you have to get off the mark, this can
be a disaster.

| Butif you're looking for a way to stash alot

of programming in a smalt space, a Demon
is the way to go.

VIRTUALLY THERE

Artificial Realities in
Netrunning

IN THE BECINNING, THERE WAS
CREATOR...

CREATOR, developed by Sificon Craphic
Technologies in. 2014, is a combination
animation/drawing program which pulls
objects from a huge database and tailors
them to the designer’s preferences. The
object is then animated based on the over-
all background and the new objects rela-
tionship to the Netrunner and other ob-
jects in the memory area. Creator was
originally designed as a demonstration

‘| program for Silicons LYREX 3000 cyber-

modem. However, it was so popular that it
was integrated directly into the operating
system of the LYREX and all other subse-
quent SG decks. Creotor was soon copied

| invarious forms by other cyberdeck corpo-

rations, so that by 2016, it was standard
operating equipment on 98% of all mod-
ern decks.

1 Creator, of course, is just perfect for gener-

ating Virtual Realities.

Virtual Real Estate
A Virtual reality is just that; an artificial
reality constructed via a combination of

sense stim and graphic imagery. it's fike a
pocketuniverse, often covering entire build-
ings, cities or even worlds. Virtual realities
are the crowning achievement of interface
technology in the 21st century.

How Big are They?

The extent of a virtual reality is based on
two things. The first is how much is actually
in the reality, or the number of objects
contained in it, to be exact. Size doesn't

. teally have much to do with the number of

objects containable in a reality; a tiny figu-
rine, for example, is far more complex than
a huge box, and will take up far more
memory to create.

To simplify this, we simply count the total

number of objects existing in the reality,
averaging the levels of complexity over all
the objects within. The. result gives us 2
pretty good thumbnail for howmuch mem-
ory (in MU) will
be required to
create a given
reality.

The actual space
covered by the
reality doesn’t
matter; you
could build a
huge virtual
reality with only
ahundredor so
items, if one. of
them is an end-
less sky and the
other is miles of empty grassland What's
important to the design is the humber of
separate objects that must be interacted
with inside the reality.

Thiscan lead to some nnteresung shortcuts,
Want to build a huge mansion but don’t
have the MU forit? Build itasa 1,000 object
reality, and make your vast shelves of books*
intheLibrary all one object (sure, youwon’t
be able to pick up and read an individual
book, but you don‘t often climb up there
anyway). Make all of the walls as single
objects; you won't be able to open win.
dows or move pictures, but they'll look
nice. And so on.

How much can be contained in a reality Is

VIEW FROM THE EDGE

pretty much up to the Referee; he’stheone
who is best able to judge how much you
will be able to interact with in‘a “game”
context, after all (besides, he'll bethe one
who describes your virtual reality to you as
part of the game). The ‘descriptions in the
table below are primarily there for refer-
ence; your Referee may decide that an
aircraft carrier with a squadron of F-18s will

textures, tastes and sounds. They can pass
through each other, around each other,
and throw shadows.

Here's an example. There are a lot of ways
to create a car. You can draw it as a box

with a smaller box on top and four dough- |-

nuts for wheels. You can sketch it realisti-
cally, with the color, curves and reflections

“Creator? it's
sortofiike a
© 5 BulldAe

Unlverse Kit

VIRTUAL LIMITS TABLE

100,000 objects ...
1,000,000 objects ....... "

@ Number of Objects Description MU
100 objects .......... Virtual Conference room 1
1000 ObJeCtS uvveicrnnsisussasesssnssses Complex Conference, or Office 2
10,000 ObjeCtS ..ccovviirersersssonarens Complex Office or Virtual Rec Area 4

.. Virtual Building . 8
..Complex Building or Virtual City 16
1,000,000,000 objects .......ici... Complex City of Virtual World . - 32

956- vk &P, P

o SCIENCE MEETS

3 CAME

3 Some of you more math- oriented
" types are qoing to immediately (as
% Stalf Editor Wil "Mister Sclence’
Moss pointed out when he resd
S this section) realite that the' num-
- ber of gbiects in a virtual reality
" rises by an order of magnitude,
- while the MU requited doesn't.

Here's the catch. Most of the ob-
jects in a large virtual reality are
actually ‘repeatars’~— things that
sre 3o much ke other similarthings -
that they don't require theic own
special codes to create them. In- -
stead, they steal their construction
formulas from something very

similar {sort of like & COSUB rou-

only require 10,000 objects, justasiong as
most of the. jets: are simple, non-flying
shapes, and that the only places you actu-
ally ever go to are your cabin, the flight
deck and the bridge. Or he may decide
that if you want a fully functional office, it
will require 10,000 objects just to cover
every piece of paper, mdwndual pencil, or
paperclip.

Creating Individual Objects

The creation of individual objects is- aiso
possible; it’s just a pain in the neck when
you have to make an entire universe. After

all, do you really want to visualize every

single leaf on every tree in a forest?

However, you may occasionally want to
create a single item for a specific reason; a
book you want to read or a meal you want
to “eat. As a general rulé, it takes about .01
MU to create any simple object. About .02
MU would create a fully functional object
of reasonable complexity. As with the crea-
tion of larger realities, exactly how much
memory is required to create a single ob-
ject is up to the Referee.

REALITY LEVEL -

The second component of a virtual reality
is the level of its realism. The greater the
realism, the more objects within the reality
relate in ways you expect. Things.in the
reality have color, shadow, refiections,

areal carwould have, You can paintitinthe
superrealitic style of a modern artist, so real
that the chrome seems to shine. You can
take a photograph of a real car. Or you'can
build a real car.

€ach one of these steps represents an in-
crease in the realism of the car. As you go
upthe scale, the car gets more real all the
time.. Reflections and shadow, texture,
tastes, sounds and weights can all exist at
varying levels of realism in a virtual reality.
All it takes is the right program and enough
memory to implement it.

Creator is that program. Using a huge
database of digital braindance recordings
and three dimensional reality modeling
routines, Creator sets the level of realism

for the entire construct, choosing and cre- |-

atingimages from the database. As part of
the reality’s ground rules, all objects con-
tained with the reality will be of the same

level of realism throughout. Cfealot has |

five levels of realism:

Simple: The object is like"a cartoon. There
are colors and blocky shapes, but no shad-
ing, texture or difference in tastes. All ob-
jects weigh the same, feel the same to the
touch, make the same limited sounds
("bonkl!” “beep!”). .

Contextural: The reality is like a very good {:

tine for you programming types).
Each time you creste an object ofs
particular class, you just use the
subroutine to create it. :

“For example, in the Arosako Castle
reality, there are hundreds of
guards; they just ali fock the same;

- - with only minor variations (see the
" Crowd, pg. 163). In a Virtual City,
all of the cars are pretty similac, just
" like altof the buildings, birds, trees;
tocks, 1igns, telephone poles, etc.

Thes is how (in our game universe,
- at least) we get around the prob-
" temof MU size va. object count. Of
" course, the main reason is thatin s
game contest, to hold a billion
obpct\ﬁnugiwaidwoulduquiu
at least 100,000 MU (reflecting
true orders of magnitude), which
E would intum require atjeast 10,000
= MU. No one would ever have
enough memory to build really
interesting Virtual Realities, and the
game would be a lot less fun as s
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water, etc.

each other.

lfrattal: The reality is very much like real Fractal
life. Each object has a distinct taste, sound Photorealistic
and texture. Colors are blended smoothly, Superrealistic
and objects are shiny, dull, transparent and

:s;?eu:s Tfhtere ishotand cold, butnotfine Getting the Job Done '

of temperature. Di i i isn'’ .

reiokomiins o’pm'w' :ble;s::::::z et:t; Creating a universe isn‘t an easy task; it taked
on each other; planes pass through clouds

and the air gets misty, the sun reflects off make a Skifl check higher than the Difficuity

Photorealistic: The reality is much like a
very, very good movie, Tastes ar i i i

to what thgey are in real life, asaa:ev;?tszif process of vinual eafly construction.
sounds and colors. Light reflects naturally 1 object
off of objects. Things relate aimost exactly 100 objects .

like they do in actuality; waves move and 1,000 obiect; ..... '
reﬂect_ light in interesting patterns, trees 10,000 obiect.; :
blow m.lhe wind, dust rises off the furni- 100,000 objects
ture, things are hot and cold relative to ‘I,O(;0,000 objects...

There is color and shading. Superrealistic: If there’s a di;;erence be-

Textures are limited, but soft things feel i
soft, hard things hard, rough thingxgrough P s anclthe e thing, you can'tell
) :;:e tsn::::hs ;'r;nagsd sm%qh:rhhs(es are Multiply the MU cost of the virtual c;nstruct

, A nd acidic. Things make by the multiplier for the level of i
sounds (h?tare muchlike they doinreallife  determine it's final MU cost. of really to
(a car engine sounds pretty much like a car, i
a bird like a bird), but lack definition as th ’

, but ey REALISM MU

are created from digital sound recordings. Simple LTIPLIERS x1

Contextural ........ rvesresnesasserisseseeare x2

_lhe patience andimagination of a god to pull
it off. To create a virtual reality, you must

number for that size of creation, This reflects
your ability to interface with the Creator
program and successfully direct it in the

1,000,000,000 OBJECts .oovrrrrrre 35

Making it more or less real isn’t a problem;
Creatorautomatically sets the level of realism
as desired and models it’s constructs
accordingly.

Pooling: Sometimes, you may not be able
to create what you want atall; the taskis just
too big. However, two of more netrunners
can pool their combined INT and Interface
skills- and add a 1010 roll to the total of this
amount. They can divide the time for
construction between themselves as well.
Thisis how very large commercial virtuals are
created; ateam of netrunners splits the work
up, witheachone takinga specificpartof the
visualization task.

How Long Will t Take?

Actually, a fot less time than you'd suspect.
Creator works from the users’- ability to
visualize. it then generates an object fromit’s
mermory as closely as possible to the user’s
visualization. Objects are created at the speed
of thought. As a rule:

LTI SUUORONCI P 1 second
..2 minutes
15 minutes

10,000 objects . ... 2 hours
100,000 objects .. .24 hours
1,000,000 objects . 240 hours

1,000,000,000 objects........ 2,400 hours

Spreading It All Out

You can spread out the memory cost of a
virtual reality by placing it over adjacent
memories. The actual load can be broken up
into equal amounts and delegated to specific
memories, or divided unequally with the
overflow going into an empty memory. All
memories used in a virtual reality must be
adjacent to each other in the architecture of
the system. :

Doing it in Sections

You can elect to start small when construct-
ing a virtual reality; most humans can't
possibly visualize every contingency of a
billion object reality, and there isn’t much
point to building a billion object space ifyou
can’tfillit. The easiest way to do this is to do
asmall section first, then add another part of
the “reality adjacent to the first, until the
entire memory is filled. You can then extend
new sections to the next memory. The

Arasako Costle reality in Osaka was
constructed in this way; the upper
managementhasafull team of programmers

POPULATING YOUR REALITY

Okay, now you've made yourself a real nice
place to play. Now it's time for some actors.
Virtual realities are basically stage sets, with
buildings, sky, trees and ground all serving as
the major locations. Cars, AVs, books,
furniture, etc., are all props in the virtual
construct, But if you want other people to
relateto, you needtocreate those separately,
asprograms. There are threekinds of “people”
you can construct to populate avirtuat reality:

The Crowd: The Crowd is an interactive
program with limited conversational ability
and a psuedo-intefiect. The Crowd tends to
act fike...welt...a crowd; alt of it's members
think and do about the same things. For
example, if the Crowd is at a party, they will
mill about, chatter aimiessty about nothing,
and “ooh” and "ah" if you do something
reallyinteresting. However, if you attempt to
engage a single member of the Crowd in
conversation, he or she wilt only be able to
utterbanal pleasantnes, like “Yeah, nice party”
and “Hey, what about those (Ciants, 49ers,
Bears, Yankees, etc.)?”. The Crowd doesn’t
have a Memory opuon, so if you meet
someone from the Crowd eisewhere, he will
stammer, try to pretend that he remembers
you, and generally do all the things you

would do in a similar situation. Who says this |

is an artificial reality?

To create a Crowd takes a Difficulty of 16
(multiplied by whatever you spend for it's
level of realism). A Crowd takes up 1MU
for every 100 people invoived. The same
crowd can be used in any part of the virtual
reality; it just gets moved around and “re-
dressed” for the next scene. Crowds are
often sold on the open market or traded
“among Netrunners, After all, everyone needs
a change from the same old Crowd.

Individuals: These are characters with althe
psuedo-intellect and conversational abilities
of the crowd, but with a memory option as
well. They represent key players in your
virtual reality, and can relate to you very
much as real people would. They remember
your name, whatyou've done together, and
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it loose.in a
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“simulation and
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One evening,
-the Street

his boss getting
out of a taxl,
The guy went
completely off-
‘line— it took
four C.SWAT

. . —~Edger
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created a .
virtual of his
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system. Every -
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he was out on .
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. or defenswe program can
2

even have their own personality quirks. Each
individual has a Dificulty of 21 (muttiplied
by whateveryou spendforits level of realism),
and takes up 2 MU of space. But this can be
well worth it if the Individual is your own
Virtual Cute Blond Movie Starlet (or Hunk).

Individual programs can often be bought or
copiedfromother sources; there s abooming
business in providing these one of a kind
programs for virtual use. Most butietin boards
and shopping boards have advertising
sectionstorindmdual copies; these are \nown
as “meatmarkets”, “slave pits” and "casting
couches”. Prices. rarge from a couple
hundred eb. (for the doring History Professor
model) 10 two of three thousand ({cr the
Zarkomen Love Goa, Govdess modei)

I I Offensive’Defensive Programs:Nct Mithe
CL Tinhabanty” ot 0 wrus reakty ce Simpie

mirded conversatan Seezos: Any grlerne
for a tews entra
Ditficuity points. be sutttied with an intes
active ‘cption, corversationai ability  ang
psuedo-intellect. This altows the programto
have a decorative tunction as ivéd as a
protective one; you Can come home 10 your
virtual castle, put your feet up in yout viriual
chair, have your virtual servant pour you a
virtual drink and relax while petting your
virtual(and deadly) Hellhound on it’s shaggy
metal head.

A SAMPLE REALITY

The HUNT CLUB is a 8BS established in the
Olympia region of the Net; its realspace
coordinates are probably somewhere out-
side of Denver (although. no one knows for
certain). The Hunt-Club consists: of a single
1,000,000 object (Complex Building) real-
ity. The realism level is superrealistic, which
raises the required memory space from the
base 16 MU to BOMU. Due to the limitations
of space, this virtual reality is stored in eight
large adjacent memory spaces in the Hurt
Club’s data fortress.

The majority. of the Club consists of the

.Mansion, which is contained in memories

one and two. Most of the Mansion is made
up of huge, English Tudor-style rooms filled
with brickabrack and curios. These many
rooms are quite simple; floors, carpets,
drapes, panelled walls with non.removable

paintings. Only the furniture is mobile. Each
room has a heavy oak door with a brass plate
designating its function; most are used as
conversation rooms for the many members
of the BBS who visit here. It's a good place to
exchange information, play games and
otherwise socialize; it fills the position of the
vatious areas of a standard bulletin board.
Because the Mansion is limited to a few large
objects, it uses very little actual memory

Most of memory number three is taken up

" withthe Garden; a reproduction of an English

garden with roses, walks, a smail reflecting
pool and 3 croquet green. The edge of the
Carden is bounded by a high hedge and the
sky; the virtual reality stops here and going
bevond *his is impossible.

The Drawing Room occupics a lirge part o1

memonics four and five, and is by far b
mast comples df the fooms, accessanie or ..
o Senior members of the Ciub. It Contams
the Hunt Club’s extenive fites (disguised as
0id boors betund moving paneis i the
wals), a message board (designed to
resemble a hotel cubbyvhole box), and w5

entertainment, game .and program library.

This library is presided over by an alarm
program known as Dent.

Dent contains functions for Detection, Alarm
and interactive options, including the ability
to remember events and people, recognize
cybersignals, obey commands, conversa-
tional ability, psuedo-intelligence and
constant activity. The Dent program is of
Strength 6 and is a superrealistic ICON of a
bored and somewhat nasal English butler.
In. addition to Dent, the Drawing Roorn is
also horne to the DOG, a Strength 8 modi-
fied Heilhound program. The DOG is pro-
grammed to react to any alarm raised by
Dent, whereupon it will attack the intrudier.

The Dining Room occupies mostof memo-
ries six and seven; it is a baroque hall with
a vast table loaded with rare foods and
wines. Because of the manyindividual dishes
served, this room. takes up a fot of object
space; when addi(iona_l memoryis required
elsewhere, parts of the Dining Room’s

banquet is de-rezzed by the Club SysOp to - )

free up space.
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ALL THINGS DARK & CYBERPUNK

- FUTURE SHOCK: Hlstory
of An Alternate Time

inthe United States, thirty-two years
of ‘corrupt .government and eco-
nomic destabilization have resulted
In a notlon divided— by class, by
race and by economics.

By the end of the 1980%s, it was evi-
dent that the naticn wias ir: trouble.
Mostsocial norms had dissolved under
an alt engulfing wave of competing
media fueied
fads. and an overait "me first”
worldview. By 1994, the: number of
homeless on the streets had skyrock-
" etedto 21 million: The technical revo-
lution had further torn the economy
apart, creating. two radically diver-
gent classes—a weaithy, technically

oriented, ma!enany acquisitive-group

of corporate pro!essionals and a down
class of homeless, unskiiled, blue-col-
tarworkers. The middie class was nearly
eradicated. It was this gismal begin.
ning that led 0 the current American
lardscane of the 2000s.

In large cities, business areds are
cican, reat, weil it srowcases, free of
crime and poverty, conttoiled by

cwertut corporations. Ringing the,
P 4 <

centralareasare the Combat Zones—
decreoit, sgualid suburbs and burned
out ghetios teeming wan booster-
gargs and cther wiolent seciopaths.
The outer suburbs are aisd corporate.
controlled zores; safe, wei-guarded
tracts where executives raise their
families in refative se:urity.

Throughou( the Midwestern states,
many small towns have been aban.
doned, as local farms, businesses and
banks collapsed in the wake of
drought, famine and economic chaos.
The farms have been bought up by
nuge agricorporations, and are main-
tained with hired workers, machine
labor, and well-equipped guards. The
open frecways are battlegrounds, as
armed packs of Nomads travel from
city 1o city, looting and pillaging like
mechanized Visigoths. .

in tnis bleak landscape is a bright tight
of hope. The upheavals of the last
‘decade have unified the poor, op-
pressed and angry of the nation, There
are signs that the gang mentality of

1990

START OF FIRST CENTRAL AMERICAN
CONFLICT. U.S. ENCAGES IN INTIRVEN.
TIONIST ACTIONS IN PANAMA,
MNICARAGUA, HONDURAS, EL SALVA-
DOR. MILITARY FORCES ARE SENT TO
SECURE THE CANAL ZONE FROM AN
EX-U.5. PUPPLT DICTATOR.

WEST, EAST CLRMANY REUNITED,
WARSAW PACT BREAKS UP INTO
SEPARATE NATIONS.

BREAKUP OF SOVIEY MECA-STATE.
FROM .THIS POINT, THE USSR SECINS A
MEW ERA OF REAPPROACHMEINT WITH
WESTERN EUROPE; BY THE 2000'S,
THE SOVIETS ARL THE EUROTHEATRE'S
MOST POWERFUL ALLIES.

SOVIET PRESIDENT CORBACHEY
APPOINTS PARTY SUCLSSOR. ANDREL
CORSOREY

FALL OF SOUTH AFRICA. FOR THE NEXT
4 YEARS, THERE IS UITTLL OR NO
COMMUNICATION, ALTHOUCH
TERRIBLE ATROCITIES AND CENOCIDAL

WARS ARE RUMORED.

ZUROSPACE ACINCY LAUNCHES
. NERMES SPACEPLANE |

A FUTURE HISTORY TIMELINE

CORBOREV RECIME PURGES LAST OF OLD
HARODUINERS

' CHOON2 DEVELOPED BY BIOTECHNICA

FIRST ARCOLOGY BUILT ON RUINS OF JERSEY
CITY. 16 "ARCO$™ BECIN CONSTRUCTION
OVER THE NEXT S YEARS, UNTIL THE
COLLAPSE OF 1992, LEAVING THE HUGE
STRUCTURES HALF COMPLETED, FILLED WiTH
SQUATTERS AND HOMELESS.

ARTIFICIAL MUSCLE FIBERS DEVELOPED AY
STANFORD RESEARCH CENTER.

1992

THE TREATY OF 1992 ESTABLISHES THE
EUROPLAN ECONOMIC COMMUNITY,
ZONES OF CONTROL AND PROTECTIVE
TARIFFS RECULATE THE ACTIVITIES OF
MEMBER NATIONS, FRANCE, BRITAIN,
UNITED CERMANY, ITALY. A COMMON
CURRENCY UNIT (THE EURODOLLAR) IS
ESTABLISHED. BASED ON AVERAGE
VALUE IN COLD OF ALL CURRENCIES
COMBINED. TRAPPED IN PARANOID
ISOLATIONISM, THE U.S. DECLINES TO
ENTER.

THE U.S. DRUC ENFORCMENT AGENCY
DEVELOPS AND SPREADS SEVERAL
DESICNIR PLACUES WORLDWIDE,
TARCETING COCA AND OPIUM PLANTS

COVERNMENTS OF CHILE, ECUADOR
COLLAPSE.

A SAVAGE DRUGC WAR BREAKS OUT BETWEEN
EUROCORP.BACKED DEALERS AND DEA ALL
OVER THE AMERICAS.

FIRST USE OF MIGH ENERCY LASER LIFT
ARRAYS IN USSR, SIMPLE MASSDRIVER
ESTABLISHED IN CANARY ISLANDS BY EICHT
MEMBER EUROSPACE AGENCY.

1993

FARST TRC BIOLOCIC INTERFACE CHIPS
DEVELOPED IN MUNICH, UNITED
GERMANY,

AV-4 AERODYNE ASSAULT VEMICLE
DEVELOPED TO DEAL WITH INCREASING
RIOTS IN V.5, URBAN ZONES.

COLUMBIAN DRUGCLORDS DETONATE
SMALL TACTICAL NUCLEAR DEVICEIN
NEW YORK. 15,000 XILLED.

1994

WORLD STOCK MARKET CRASH OF ‘94,
V.5, ECONOMY TEETERS, THEN COL.
LAPSES.

NUCLEAR ACCIDENT IN PITTSBURCH KILLS
257. CANCER DEATHS SOAR OVER NEXT
TEN YEARS.

1995

KILAMANIARO MASSDRIVER BECINS
CONSTRUCTION, UNDER JOINY AGREEMENT
SETWEEN ESA AND PAN AFRICAN ALLS.
ANCE.

ALL THINGS DARK & CYBERPUNI

the early 2000's is giving way to a new
movement, as Rockers, Nomads, So-
los and Medias take to the streets to
fight authority and oppression. Far
from being finished, the United States
seems to be, against all odds, coming
back. But only time will tell if the so-
called Cyberpunk revolution will suc-
ceed.

In the Eurotheatre, things are con-
siderably better. The World Stock Ex-
change and the Common Market have
created a stable, profitable economy
in which most of the European na-
tions participate —the exceptions are
italy, Spain and Greece—all of which
suffer chronic political upheavals, Here,
the international corporations also
have a great deal of power, but vari-
ous Euro-governments have skillluily
managed to keep these business bar-
onsunder control. Only Great Britain
has suffered major economic trouble—
swamped by massive immigration
and an antiquated technological base,

its streets are almost as explosively
dangerous as the United States’.

With the massive reforms of the early
1990’s (and the
subsequent purge
of hardliners in
1991), the Neo-
Soviet Union has
emerged as a
strong partner in
the expanding
Eurotheatre. Most
of Eastern Europe
nOW enjoys an au-
tonomy unthink.
able during the
days of the Cold
War. Where the
Soviet State is
weakest is in food
production. It still
cannot leed its
hungry population, and its technol-
ogy lags far behind most other na-
tions in the Eurotheatre. With con:

N
v

"Imagine a world whsere
- Central America didn't
become a battleground; *
where the U.S. solved its

Inflation and drugs; |

" where the Cold War

CKGROUND

tinuing failure of the revamped Nec
Communist Party’s economic and so.
cial reforms, the hardliners are once
again gaining strength and a show-
down betweer
the surviving cole
warriors and the
liberaj reformersi
coming fast,

The Middle East
T8 "Ml is  silent—omi-
nously so. The
Meltdown haslef
vast areas of iran
Libya, Iraq, Chac

Emirates as radio-
active fields o
glass. Only Egypt
Sytia ‘and israe
survived intact
“their aircraft were
able to down the incoming suicide
bombers . The majority of regiona
peopies have been reduced to mot

1996

THE COLLAPSE OF THE UNITED STATES,
WEAKENED BY LOSSES IN THE WORLD
STOCK CRASH, OVERWHELMED SY
UNEMPLOYMENT, HOMELESSNESS AND
CORRUPTION, MANY CITY
GOVERNMENTS COLLAPSE OR CO

8. T. THE U.S. G

SNARLED IN A STACCERING Dlﬂ(ﬂ’ AND
THE MACHINATIONS OF THE CANG OF
FOUR, 1S TOTALLY INEFFECTIVE.

NOMAD RIOTS, BY NOW, T INY
AMERICANS ARE HOMELESS. HUNOREDS
OF THOUSANDS RIOT FOR LIVING SPACE
THROUCHOUT THE U.5. , NOMAD PACKS
SPRING UP ON THE WEST COAST AND
SPREAD RAPIDLY THROUGH THE
NATION.

FIRST APPEARANCE OF BOOSTERCANGS.
LAWYER PURCE. IRATE CITIZENS LYNCH

HUNDREDS OF CRIMINAL DEFENSE
ATTORNEYS.

. CONSTITUTION SUSPENDED. MARTIAL

LAW ESTABLISHED IN U.S,

1997

MIDEAST MELTDOWN. TENSIONS IN
MIDDLE EAST ESCALATE TO NUCLEAR
EXCHANGE. IRAN, IRAQ, LISYA, CHAD
AND THE ARAB EMIRATES REDUCED TO
RADICACTIVE SLAG. WORLD OIL SUPPLY
DROPS BY HALF.

TOXIC SPILL KILLS OFF MOST OF SALMON
POPULATION IN PACIFIC NORTHWEST.
SEATTLE ECONOMY CRIPPLED.

'‘ROCKERBOY' MANSON KILLED IN ENGLAND.

1998

NEO-LUDDITES RE-ESTABLISHED IN
WESTERN KENTUCKY, OVER THE NEXT TEN
YEARS, THE "LUDS™ ARE RESPOSIBLE FOR
BOMBINGS OF AIRPORTS, FACTORIES.
FREEWAYS AND MASS TRANSIT TERMINALS,

THE DROUCHT OF ‘98 REDUCES MOST OF

THE MIDWEST TO PARCHED CRASSLANDS.

BETWEEN ACRIBUSINESS CORPS AND

DROUCHT, THE FAMILY FARM ALL BUT
_DISAPPEARS,

10.5 QUAKE SHATTERS LOS ANCELES, .
OCEAN INNUNDATES 35% OF THE CITY, AN
ESTIMATED 65,000 ARE KILLED.

1999

FEDERAL WEAPONS STATUTE ESTABLISHED,

MILLENIUM CULTS BEGIN TO APPEAR,
PREDICTING AN APOCALVPSE ON JAN 1,
2000. THOUSANDS MIGRATE TO ISOLATED
COMMUNES AND TEMPLES TO "AWAIT THE
END". N

TYCHO COLONY ESTABLISHED. A -
MASSDRIVER 13 CONSTRUCTEO YO PROVIDE
RAW MATERIALS FOR ORBITAL PLATFORMS.

2000

MILLENIUM CULTS RUN AMOK ON JAN
13T IN AN ORGY OF SUICIDE AND
VIOLENCE, MOST DESTROY THEMSELVES.

FIRST "EXTINDED FAMILY” POSERCANCS
ESTABLISHED.

MASSIVE FIRESTORMS RAGE OVER

NORTHWESTERN U.3., DESTROYING
MILLIOMS OF ACRES OF FARM AND
CRASSLANO.

CRYSTAL PALACE SPACE STATION BEICUN
AT L8,

WASTING PLACUE MITS V.5, EUROPE,
KILLING HURDREDS OF THOUSANDS.

2001

THE FRAMEWORK OF THE NET 1S NOW
FIRMLY IN PLACE WITH CONSTRUCTION
OF THE WORLDSAT NETWORK.

2002

FO00 CRASN: MUTATED PLANT VIRUS
Wlm OUT CANADIAN, SOVIET CROPS. U.S.
CROPS DUk TO
N!w S10LOCICAL COUNTERAGENT, USSR
ACCUSES U.3. OF HOLOGICAL WARFARE.

and the Arar- .



ALL THINGS DARK & CYBERPUNK

BACKGROUND

rule, clustered in their blasted cities or
cowering under the tyranny of a local
warlord. Many have fled into the
desert, to reappear as warsior-tribes.
Others have embraced religious fa-
naticism,

democracies and socialist states.
Eventually, as the Euro-nations

" negotiated with Tanzania to build the

Kilimanjaro massdriver, many of the
African nations began to see their
place in the 21ist

sweeping ) century.  Bargaining
“out of the . with manpower, raw
ruined Mid- THE RISE OF THE materials,” and
East  to EUROPEAN valuable land on the
avenge . COMMUNITY. critical Equatorial
themselves : - orbital belt, the Alri-
S Forget the Pacific Centu this Is : .
with acts of - 40 oge of N,,_Eum::. 2;':,., lote  Canstatesestablished
‘terrorism 1980's, itbecame pretty obviousthot  their footholds in
andmurder. - the Europeans needed to put aside. . SPace—nearly one
Rumors of thelr oid tivairies and ally against In third of all space con-

- jihad~—the

olllonces.

what form ~
“the coming
war with the
“infidel” will
take  this
time.

From the bioodbaths of Capetown,
.- New Africa emerged as a fractured
continent of warring countries under
8 bewildering array of dictators,

Increosingly competitive world. The
- Europeon Economic Community was
" estoblished to meet thl: eed for new

Unfortunately, this didn't meon that
the EEC had to cooperate with other
notions gutiide of Europe. - Jopon,
Chiha, Koreo and the US ore not
members of the EEC (Jopon was kicked
out In 2015), ond have suffered
heavlly from protective Europeon
tariffs ond unfair trade practices.

struction workers are
Alrican; and the ma-

facilities and con-
struction areas are on
African soil. Technol-
ogy has joined Africa
under one govern-
ment, and the last
petty dictators ang
tribalisms are failing
fast before the lure of
the stars.

in the Far East, Japan faces an age of
new chailenges. Out from the protec-
tive shadow of the United States, it
must not only cope with its own de-
fense in a nuclear age, but also rising

jority .of spaceport’

competition with Korea, China and
the re-organized New Phillipines. In
recent years, the Japanese have
changed from economic rivals and
tobber barons to economic support-
ers of the U.S. economy. But-old scars
from the trade wars of the 1990s die
hard, and true mutual cooperation
between the U.S. and Japan is a long
time coming. This is further aggra.
vated by the fact that China, a nNewly
emerging power in its own right, has
further strengthenediits relations whh
the U.S. through the Mutual Defense
Treaty of 2009.

After a lengthy war with the United
States, Central America has emerged
as a strong union of independent
states, working under a pact of mu-
tual cooperation. The U.S. has been
expelled fromallbutthe Panama Canal
Zone, which it holds by sheer military
force against ongoing guerilla ag-
gression. South America is a warzone
of juntas, secret police, ex-drug lords
and military oppression, torn by peri.
odic combat and revolution,

Legal
Background

The police of the 2000s are organized
much as they were during the 20th

2003

SECOND CENTRAL AMERICAN WAR, U.S.
INVADES COLUMBIA, ECUADOR, PERY,
VINEZUELA. THE WAR i3 A DISASTER
THAT COSTS THOUSANDS OF AMIRICAN
UIVES. EVENTUALLY, THE REMAINDER OF
THE CANG Of FOUR IS SWEPT AWAY ON
A WAVE OF REFORM.

WNS MEDIA STAR TESLA JOHNANNESON
LXPOSES SECRET NSA TRANSCRIPTS OF
™ mr CENTRAL AMERICAN CON-

2004

RRST CLONED MISSUL CROWTH IN
VITRO. MICROSUTURES, STERRIZER
ALLDS DEVELOPED.

TESLA JOHANNESON ASSASSINATIO
W cAIR0, i
FIRST CORP WAR. 12 MULTINATS,

{INCLUDING EBM & OA) BATTLE FOR
CONTROL OF TRANS-WORLD AIR.

2005

'CYBERMODEM INVINTED.:

€BM 30103 ATTACK TOKYO OFFICE OF KENJIRS
TECHNOLOCHS, XKILLING 18,

IND OF 15T CORP WAR.

2006

FIRST HUMAN CLONE CROWN IN VITRO.
MINDLESS. IT ONLY LIVES FOR 6 HOURS.

2007

SECOND CORPORATE WAR: iNVOLVING A
NUMBER OF FIRMS INCLUDING PETROCHEM,
THE DISPUTE IS OVER OILFIELDS N THE
SOUTH CHINA SEA.

SRAINDANCE DEVEILOPED AT UC SANTA
oL,

2008

U$ ASSAULT ON SOVIET WEAPONS PLATFORM
MIR Xil, EUROSPACE AGCENCY INTERVENES.
AND ORBITAL WAR BREAKS OUT BETWEEN
THE “EUROS™ AND THE “YANKS", UNTIL TYCHO
COLONY MASSDRIVER DROPS A ROCK ON
COLORADO SPRINGS. AN UNEASY PEACE IS
REACHED.

2009

JOINT EURO-SOVIET MISSION TO MARS
DEPARTS.

CORPORATIONS ERADICATE MOS RULE IN
NICHT CITY,

ASORTIVE TAKEOVER ATTEMPY BY .8,
"TIRRORIST CROUP” OF CRYSTAL PALACE
CONSTRUCTION. ESA DISCOVERS . DEFENCE
INTELLIGENCE ACENCY PLOT AND DROPS 12
TON ROCK OFF WASHINGTON AS A WARN.
NG,
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century with Homicide, Vice, Burglary
and Tralfic Squads; about S men each.
The most recent addition to police
organization has been the addition of
the Cyberpsycho Squad (also known
asthe Psycho Squad), whose main job
is to deal with cybernetic criminais.
While the average beat cop hits the
Streetin an armored squad car, wear-
ing an armor jacket, helmetand carry-
ingasmart-chipped Berettasidearm,
the Psycho Squad detail employs aer-

. ogyros, AV-4‘s, miniguns, assauit

weapons and Stinger missile launch-
ers.

City cops can patrot all areas of the
city. Corporate Cops are deputized to
pauol only corporate facilities. How-
ever, in areaswhere alarge number of

- office areas are side by side, this effec-

tively can turn an entire downtown
region into Corporate Cop territory.
Corporate Cops are usually better
armed and armored, and often have
full Trauma Team medical coverage.
They are also more vicious, sadistic
and likely to shoot first—after all, they
know the Corporation can cover the
incidentup.

The Uniform Civilian
Justice Code

. Skyrocketingcrime ratesinthe 1990,

7

proved that the existing legal struc-
ture was falling apart. Following the
Purge of 1996, (when citizen’s groups
lynched hundreds of criminal defense
lawyers), the Government declared
martial law throughout the U.S. for a
period of three years. During this time,
justice was dispensed by local military
courts. Theamazing thing is, it worked.

UNIFORM CIVILIAN JUSTICE CODE

BACKGROUND

A death penalty for l6oting bringsa
wonderful element of sxab:h!y toa
rioting neighborhood.

During this period, the Military justice
Codewas the mainrule of U.S. law, Its
draconian standards of crime and
punishment served so well that when
martial law was suspended in 1999,

HERE ARE THI MAJOR CRIMES OF THE 2000°S AND THEIR PUNISHMENTS. umwuo FoR ’ 2
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2010

END OF SECOND CENTRAL AMERICAN
CONFLICT.

NETWORK $4 NOW CONTROLS 62% OF

ALL MEDIA BROADCASTING IN U.S, <

FOOD RIOTS IN DENVER XitL $2.

2011

CRYSTAL PALACE IS COMPLETED. ESA NOW
HAS A PERMANENT HOLD IN HICH ORBIT
ZONL.

£3A/SOVIET MISSION REACHES MARS.

2012

SIOPLAGUE KILLS 1,700 IN CHICACO,

CONCERT RIOT IN NIGHT CITY KNLLS 18,
WOUNDS ST. OLD ARASAKA COMPLEX
GUTTED,

2013

NETWATCH ESTABLISHED BY JOINT U.5./
EUROTHEATRE TREATY,

FIRST TRUL ARTIFICIAL INTELLIGENCE

"DEVELOPED AT MICROTECH'S SUNNYVALE, CA,

FACHITY,

2014

$G TRANSFORMATIONS REDESICN THE
NET.

“METAL WARS" BEGIN IN NICHT CITY AS
. GANGS BATTLE FOR TURE.

2015

RISE OF THE CYRER-MERCENARIES:
UTHUANIA HIRES CYBER-SOLDIERS TO
REPEL INVASIONS BY LATVIAN
NATIONALS.

2016

THIRD CORPORATE WAR 1S FOUCHT IN
THENET. AS RIVAL CORPS ATTACK EACH
OTHER'S DATA FORTRESSES.

2017

FIRST SILF-AWARE HUMAN CLONES
CREATED.

2018

BRUSHFIRE WARS LRUPT IN ZASTERN
tuRoPE.

€BSA MSION LAUNCHED TO JUPITER

2019

ORBITAL COLONY REVOLT AT L-3.

2020

THE PRESENT.
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the Government established a Uni-
form Civilian Justice Code in its place.
Although the law is now adminstered
by civilian governments, the Code is
the guideline for all criminal proce.
dure in the United States of 2020.

Plea bargaining (pleading guilty to a
lesser charge to speed up 3 trial) has
been eliminated. Probation is almost
unhead of. The death penaity is stan-
dard for murder cases—there is 2 3
month appeal process during whict
new evidence can be produced. Most
felonies have mar.datory prisonies™s
of § to 10 vears. Lesser crumes a2
covered by exile or personality aausi-
ment.

justcause thathis/her fife, or the life of
_another party was threatened, in cir-

officer of the law could not be sum-
moned, of where it wasimpossible to
restrain the injured party by any other

Theoretically, narcotics may not be
possessed within the premises of the

United States. However bioengineered .

plant diseases developed through the
1990’s by the Drug Enforcement
Agency wiped out 96% of the coca
and opium plants in existence, mak-
ing the point moot. The law also does
not cover “designer drugs” such as

endorphins, which are defined as

medicinal.

Crime & Punishment

The punishment for criminal actions
under the Uniform justice Code of
1999 are swift, certain and draconian.
The simplest is personality adjust-
ment-—a process which implants an
_aversion to comitting the crime ever
again. Adjustment has some nasty
side effects, including exaggerated
fears of situations and events related
tothe crime (such as aterror of money
based on an anti-robbery adjustment).

~ Exile implants are keyed to a transmis-
sion signal broadcast thru the city

Self delense is defined as “any in-
stanceinwhich theassailantcan show -

cumstances where a duly appointed’

phone Net. If the offender enters the
city, the implant causes excruciating
pain. The offender is effectively exiled
from ever entering that specific city
again. Repeat offenses in other cities
simply cause additional city codes to
be added to the implant. After enough
crimes in enough cities, the offender
will be unable to enter civilization
again.

Peisons of tre 20C0’s are horrendously
overcrowded and dead'v. After the
nots o the §0's, orison authorities
towdn’ are ‘ess about rehabiita
sign--they are mostly interested in
perring up t3¢ 1’3 “Mad gogs” anc
keeoing the streets clear. To cope
with “overcrowging, many - prisons
forceinmatesinto rbraindance”—they
are placed in cryo tanks, wired to
interface loop programs, and “shut
down" for ‘periods of two or three

years. Continuous braindance creates.

a nightmare of unending, bland hor-
ror, making it the thing cons fear
most. .

The simplest method of punishment
is still execution. Most states have a
State Executioner who administers
justice with one well placed .44 slug at

*-point blank range. He is also empow-

ered to hunt down escapees from
Death Row.

Weapons

By 1997, even the most well-inten.
tioned gun control statutes were
buried under a wave of public protest
as crime rates niade America a siege
state. Self-defense soon became an
American lifestyle, and there was an
explosive increase in light personal
protection weapons.

By 1999, most gun control statutes
involved 1) filling out a “carry applica-
tion” allowing you to carry a con-
cealed handgun; 2) waiting 4 days for
an extensive background check and
approval, which could be refused on
the basis of a criminal record or history
of mental illness; and 3) paying the
$25.00 fee and having a serial.num-

ber laser etched into the butt of the
gun. This Aumber is cataloged with
the ballistics firing pattern of your
weapon at FBI/CIA Headquarters in
Washington D.C.

The Federal Weapons Statute of
1999 states that if a gun with your 1D
number is used in the commission of
a crime, you are liable for that crime,
unless you have previously reported
the weapon as lost of stolen, and have
had this report tiled with your tocal
poiice-agency.

Unrder the grovisions of the Federai
\eapons Statute, .t s not ‘egal to
¢arry submachineguns and other fully
automatic weapons—possession car-
ries a stiff S to 7 year mandatory prison
sentence. Not that this stops anyone.

While there’s a certain style in using
an old model sidearm like a Colt .357
or .45, the sensible cyberpunk. knows
that a modern pistol makes a good
backup. Since the introduction of the
Glock 17 automaticinthemid-1980’s,
most major handgun manufacturers
now produce polymer resin pistols in
a variety of calibers. :

The most ubiquitous of these is the
Federated Arms X-22 and X-9 series, a
line of polymer plastic handguns.
Manufactured in a variety of bright,
designer colors, these so-called
“Polymer One-shots” carry an easy to
load 10 or 8 round clips of caseless
ammunition, retail at $150 to $300,
and are available in most sporting
goods stores. . They combine
practicality, durability and style in
potent little packages. The new
Cyberteen™ line includes airbrushed
casings with colorful shapes. and
artwork molded right in—the perfect
giftfor the young consumer interested
in personal defense.

Vehicles

Surprise, surprise. Contrary to expec-
tations, the year 2000 has not yielded
any staggering new developrhents in
transportation. Years of economic strife

ALL THINGS DARK & CYBERPUNK

A typical medium sedan. Top speed about 90mph. Prce around

BACKGRO

Toyo-Chrysier Omega
10,000¢h.

and civil unrest have discouraged
research into new ways to travel—in
fact, the very act of travel has become
very restricted. Expect the inner city
world of 2020 to be much like the
20th century—a network of crowded

Do freeways, packedtrains, and swarming

airports.

Automobile

(Manufactured by Ford-Mazda, New
American Motor, Toyo-Chrysler,
Yugo-Marakovka, BMW, Mercedes,
Porsche, etc.)

Powerplant: Alcohol or methane fu-
eled internal combusion.
Groundspeed: 100 to 160mph.
Structural Damage Points: 50. Ar-
mored cars may have up to 30 SP of
armor on all surfaces including win-
dows. :

There haven’tbeen any major changes
in automobiles since the 1980°s—
externally. Most cars are still basically
abox on wheels, with smooth or hard

“edges. The Cyberpunk ethos being, “if

itworks, keep it tillit doesn’t work.” In
the cash poor environment of the
2000's, auto manyfacturers have kept
to conservative, unimaginative de-
signs, so that by today, the average
family car is little changed from it's
practically antique Ford or Toyota
roots.

With the extremely high price of pe-
troleum; almost all cars of the 2000°s

are powered by tanks of liquified,

methane or meta-aicohol fuels such
as “CHOOH-2." Electric cars are the
‘exception, not the. rule. Control
systems are roughly like those of the
late 20th century employing a few
more digital displays and pushbutton
controls. : K

The biggest change has come with
the introduction of cybernetic control
systems. These employ servos at the
wheels, throttle and . transmission,
which are controlled by a modified
cybermodem in the dash. The driver
simply “studs” into the cybermodem
and thinks the car through the mo-

_tions. Cybervehicles are relatively

uncommon—the upgrading price is
steep, and the removal of external
controls renders the vehicle useless to
anyone but a cybered driver. So far,
no major manufacturer has produced
a purely cyber.driven automobile,
although there are several after-mar-
ket firms which will converta standard
car to cyber control.

Bell Boeing V-22B Osprey
Powerplant: Allison 937 Gas Turbine
Performance: Max speed=275 knots.
Range=600 miles

Structural Damage Points: 200 (Os-.
preys are not armored). "

The Osprey mounts two large, wide
propped engine nacelles at the ends
of long, high-lift wings. The engines
can be tilted from a forward facing
direction to a vertical position, allow-
ing the aircraft to take off and hover
vertically. The wings can be folded
back along the body for easy storage,
making the Osprey a perfect vehicle
to work from rooftop airpads and
unprepared airstrips.

" A revolutionary concept when it was

unveiledin 1988, the Osprey tilt rotor
aircraft has become a standard ve-
hicle throughout the 2000’s. The
military version served with distinc-
tion throughout the riots of the 90's
and the Central American Conflicts.
Various civilian manufacturers (Cessna,
Lear, Avionica) have licenced the
original Boeing design and applied it
to smaller commercial and business
applications. The Lear Tiltjet even
applies the Osprey principles to a
titwinged turbojet version.

Ospreys can be found as commuter
vehicles between city centers and
hub airports, or as corporate aircraft
operating from. rooftop pads atop
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headquarters skyscrapers. Small ver-
sions such as Cessna’s AE-800 Feath-
erlite are . popular light aircraft
throughout the world, allowing flight
operations in even the most remote
and unprepared sites.

Light Rall Lev Train
Numerous Manufacturers
Powerplant: Electric third rail induc-
tance field.
v Groundspeed: 200 mph.
£ Structural Damage Points: 80 per car
of train,
Superconductor magnets have made
it possible to build extremely cheap
and durable “levitation trains.” Riding
on magnetic. cushions, these "levs”
/e become one of the major trans-
portation- resources in the 2000°s.
anced by Corporations or city
governments, they are presentin most

major cities.

* Levs are usually underground within
*_ the city limits, running on high pillars
_outin the suburbs. Usually one line,
. headed outto the Corporate suburbs,
is sealed off and requires an entry
code or pass to get into that station.
Corporate lev stations are alwaysclean,
well lit, and well guarded by corpo-
- 'rate security. City lev-stations are
usually not up to these standards,
although most cities run police pa-
trols on the line to control crime and
vandalism.

Lev-tickets are charged ata rate of 50¢
per station passed; a trip’ passing
through three stations, for example,
would cost 1,50eb. - Tickets may be
purchased from automatic ticket
machines, using credit cards or cash.
These machines are located in the
stations themselves and in local con-
venience store outlets.

" .Bell F-152 Aerogyro )
Powerplant: one Bell-Mazda 2600
rotary aircraft engine.
Performance: Max airspeed: 300
mph. Operational radius: S0 miles.
Structural Damage Points: 40

The riots of the late 90°s required new
tactics for operating in urban areas.

Chief among these was the introduc-
tion of light, one man helicopters or
aerogyros. The F-152is currently used
by police units, Corgorate defense
teams, Solo assault operations teams
and drug-runninggangs. An unarmed
version, known as the Bell-1S5, is a
popular recreational vehicle. -

McDonnell-Douglas AV-4
Tactical Urban Assault
Vehicle

Powerplant: one Rolls-Royce Pegasus
#l Vectored Thrust Turbofan (21,180
ibs thrust)

Performance: Max - airspeed: 350
mph. Operational radius: 400 miles,

“Structural Damage Points: 100. Most

AV-4s are armored to an SP of 40.

The nearest thing to a science fiction
jet-car, the AV-4 Tac Vehicie was
developed as a'light assault aircraft
capable of operation in close urban
areas where rotary and tiltwing air-
craft ‘cannot penetrate. - Short, bul-
bous, and equipped with only rudi-
mentary manuverwings, the AV-4 has
the aerodynamic characteristics of a
rock, relying on the brute force of it’s
huge jet engine to keep it aloft (the
original Pegasus engine lifted 3 19,550
Ib Harrier jumpjet, while a fully loaded
AV-4 weighs about 8,600 Ibs).

The AV-4 is used-by police or corpo-
rate troops for urban assaults (using 2
belly mounted CAU-12U minigun
pods). They are also used as emer-
gency vehicles—specifically by the
Trauma Team organizations—or as
corporate vehicles for special deliver-
ies and meetings.

AV-8 Combat Assault
Aerodyne

Powerplant: two Rolls-Royce Pegasus
V' Vectored Thrust Turbofans
Performance: Max  airspeed: 480
mph. Operational radius: 600 miles.
Structural Damage Points: 100. Most
AV-6s' are armored to an SP of 40.
This is a high speed, fully combat
capable version of the AV-4 aerodyne,
withfans mounted in heavily armored
side housings. AV-6's mount cyberas-

This is the letterwriting mode of the

sisted chin turrets (20mm cannon),
plus rockets and missiles. AV-6's are
primarily used by military units.

AV:7 Personal Aerodyne
Powerplant: one Rolls-Royce Pegasus
Mini-Turbofan. .
Performance: Max airspeed: 250
mph. Operational radius: 400 miles.
Structural Damage Points: 50.

‘A recent development of the AV

‘classes, these are small aerodyne ve-

hicles designed to fulfill the light heii-
copter role, While the internal avion.
ics-and engines are usually designed
by Douglas, a unique licencing ar-
rangement permits other vehicle
manufacturers to build their own body

/' shells on the basic chassis. Manufac.
turers now include BMW, Mércedes,

Toyota and Maserati.

Information -,
Services 'L

Letter :

A stamp in 2020 costs 95 eurocents.
Thereare usually two deliveries—once
in the morning at 10.00 a.m. and
once in the afternoon at 3.00 p.m.
Letters are normally used for personal
correspondence, of in regions where
fax machines are not avajlable.

Data Term

The Data Term is a streetcorner com-
puter terminal, built into 2 heavily
armored concrete post. Data Terms
have a direct Net link to a central Data
Term service in their home city, and
can provide maps of the area, infor-
mation, news updates, phone num-
bers, current events and entertain-
mentinformation and shopping serv-
ices. Data Terms may also be used to
jack into the Net. Rates are about 1eb
per minute.

Most Data Terms are operated by a
local DT service, which is often a
subsidiary. of a local newspaper or
screamsheet publisher.

Fax
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future. Fax terminals %3
are ‘located in most
corporate offices, post
offices, computer shops,
malls and convenience
stores, You may type your
letter in using the keyboard \
provided, have it scanned
from your own laser disk, or use the
built-in scanner to “read”any typed
letter. Thefaxed copyis then transmitted
by wire to a local post office in your
destination area, where it s
automatically typed off, inserted into
an ervelope, and delivered by letter
carrier to the mailbox, Fax copies may -
also be sent directly to a Fax receiver at
your destination. Fax letters costs 1eb

per page.

Cellular Phones

The phone of the future is mobile and
cordless, allowing the cyberpunk on
the go to talk from his car, office, or
even on the street. These “cellular”
phones operate by using a series of
stationary transceivers which pick up
your phone signal and relay it into the
regular phone Net. Calls can be made
not only from within the city, but also

long distance (with a Long
Distance service of your
choice) all over the world
and even into orbit.

Cellutar phones come in a
variety of brands and styles,
although most are about
the size of a hand held
walky-talky. They operate
on. rechargeable batteries
good for.about 12 hours,
~recharging-:from - a wall
. socket in. 6 hours. - Brand
names. include Magnavox,
NEC, Okidata, GE and Radio
Shack. Prices range from
$400:00 for aninexpensive
maodel, to $3,000.00 for
models with multiple lines,
built in” hold-buttons and
memory-autodial.

Like other - phones, you
charge. Baseline rates are
$40.00 per month plus 20e¢ per

minute for local calls. tong Distance

varies—a- call from Los Angeles to
New Yorkmightcost $2.00 per minute
during daylight business hours, $1.50
for evening hours. Ceil phones. also
have a limit on how far they can
operate outside of the city limits; about
20 miles.

Screamshoets

To stay competitive with tefevision,
most newspapers now use Fax tech-
nology. Entire pages are typeset and
laid out by computer, photos scanned
into places, and the entire newspaper
reduced to digital code. This code is
transmitted to hundreds of newspa-
per boxes all over the area. The news-
boxes reassemble the code and print
the paper (using high speed xerogra-
phy) on the spot. The result is a slick,
flimsy newspaperknownin streetslang
as a screamsheet.

Screamsheets have many advantages
over previous newspapers. You can
dial the newsbox to print only the
sections of the paper you want, pay-
ing 1¢ per page printed. New edi-

must pay.a monthly service.
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tions can be compited in hours, allow-
ing the public to keep abreast of a
story even as it happens (although
most screamsheets are updated at
6:00 a.m.,.12:00 p.m., $:00 p.m. and
10:00 p.m.).

Television & Radlo .
An all pervasive force in 2020, televi-
sion has moved into the realm of total
entertainment. One hundred and
eighty one channels now ¢rowd the
airwaves, as well as various cable and
subscriber channels. These cover
everything including sports, news,
music video, old movies, foreign -
shows, - religious programming, de-
bate, erotic and aduit programming,
business news and weather. in addi-
tion, there are at least 200,000 radio
stations throughout the Western

“world,

In the Euro and Asian theaters, most =
programming is state-controlled; the . -
BBC in Creat Britain, and NCK TVin -
lapan, for example. In the United
States, three privately owned enter-
tainment networks predgminate: 21st
Century Broadcasting Network (CBN),
World Broadcasting Network (WBN)
and Network News 54, These net-
works are the broadcast divisions of
three ‘massive, entertainment con-
glomerates, each producing records,
tapes, videos, movies and. books for
the masses. The product is bland,
mindless, and caters to the lowest
possible denominator. -

In addition to network programming,
there are satellite feeds, featuring
programming from around the world.
There are also a large number .of
“pirate” TV stations, operating out of
hidden stations: and through cable
and satellite patchups. These are of-
ten a major source of news and infor-
mation untainted by corporate and
government interference.

in addition to the now standard high
definition flatscreen TV, experimen-
tal (and expensive; up to 10,000.000
per set) holographic. TV systems are
now available.




. . B ..,:g
ALL THINGS DARK & CYBERP_UNK \ | ’ ALL THINGS DARK & CYBE,RPU“;J'I

'BACKGROUND AKR-20 Medlum Assault Rifle 'BACKGRO
T Common assault rifle for battiefield combat. 500 eb.
LJ'J ’

Toyota Avante
Exolc sportsc ir, combining Cyberintertace
tecnnolegy with 3 hig sowered CHOOH2 engine
Too speec 22 moh. Price is 24,000 ez

N - -~ ; =T
BMW-McDonnell Douglas AV-7

Highly advanced personal aerodyne. Airpspeed : 250
mph. Operational radius: 400 mites. Cost. 400,000eb
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‘Honda Metrocar

Common type of city car, powered by CHOOH!,
Top speed about 40mph. About 2000eb.

Bell-Boelng
V-22F Osprey

(et Wit version of the

<+ gendt tilt-rotor cra‘t.
canapie of arfting large
car;0s to isolated areas. Cost

750,000 eb.
; Zetatech Hi- ;
: Profile® Dataterm
" VideoCam Providing news,
i Afavorite design used by information, weather ' .
: Medias for mobike reports, Ford-Mazda Luxus 14

entertainment news.
Data Terms may also
be used to access the

assignments, Pickup mike
range is 200 feet. Cellulor

Cybercontroiled fuxury car, favored
by many high level Corporates execs.

y > About 40,000 eb.
. v , uplink ""%"‘_‘"": Net and to make
: ansmussion !'0 ﬂNOf- phone calls. Teb per
broadcast studio. Cost is nute use
875eb. inute use.
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*Life in 2020
Isn't just oll guns
and drugs. If it:
was, we woulda !
nomed the game
Dungeons &'
Drug Deglers. |
" The best'
Cyberpunk
gomes are a
combination of
“doomed}
romance, fast
action, glittering .
parties, mean'
~ streets and i
quixotic quests ,
to do thié'right’
- thing against all "
odds. It's a little ;
" like Casablanca
with
cyberware..."!

~Maximum ' . :

Mike !

FPIRUNNING

CYBERPUNK

Assorted tips, clues, §00d stuff and tricks of the Cyberpunk genre

So how do ! run this gome?

Clad you asked. Cyberpunk is a chailenge for
even an experienced Referee, in that you

1 must create the right’ atmosphere of

grunginess, sieek technology and pervasive
paranoia throughout your entire game. The
Cyberpunk environment 'is almost’ always
exclusively urban, Its landscapeé is a maze of
towering skyscrapers, burned out ruins, dingy
tenements and dangerous alleyways. Inshont,
any majorcity in the world at about 2:30in the
morming when the lowilifes come out in force.

The Urban Environment

The urban environment is caticai to your
Cyberpunk world. Whether you use our
Night City or create your own, remembe:
that your setting has to have all the right

| elements. There should be garbage-strewn

alleyways. There should be bodies lying in
the gutters, There should be wild-eyed
lunatics, staggering through pre-dawn
streets, muttering darkly and clutching sharp
knives. Taxis won't stopin the combat zones.
There are firefights at the streetcorner as the
local gangs stug it out. Players should find
their apartments regularly broken into, their
cars vandalized, their property stolen.
Crossing town should be like crossing a
battlefield, filled with looters, riots, crazies

and muggers.

| And it always rains. Every day should be

grim, gloomy and overcast. The stars never
come out. The sun never shines. There are
no singing birds, no laughing children. (The
last bird died in 2008 and the kids are grown
in, vats.) The ozone layer decayed, the
greenhouse effect took over, the sky is full of
hydrocarbons and the ocean full of sludge.
Nice place.®

* Qhay, we' o0 g Sut Aot erach.

Trust No One. Keep
your...er..Minami 10 Handy
Paranoia is important in a Cyberpunk run.
Players shouldn’t be able to telt who are the
good guys and who are the bad just by
looking at them. Choices between ‘sides
should be ambiguous—there should be no
clear cut sense of good and evil, much like
real life. Sworn enemies may be thrown
together ‘without notice or preparation.
Heroes may have to do something illegator
gistasteful to accomptish something good;
witianis may have to do a little good once in
awhile, it's the breaks. '

Your world should have staggering con-
trasts. In the giittering citadels of the rich,
there should be fine food, expensive vices,
and beautiful scenery. On the Street, things

should be cold, hungry and desperate.

There’s no middle ground between the
haves and have nots. It's all or nothing.
. LY

Know The World .
First trick to running Cyberpunk: Immerse
yourself in the genre. We've given you a
start with the story Never Fode Away—it
should give you the style of speech, the
urban feel, and the hard-edged realities of
the Cyberpunk world. But you should also
hit the local video-store, the library and the
record shops for source material. We've
included a bibliography of places to statin
the sidebar.

Play For Keeps

Second trick to running Cyberpunk: Play
hard and fast. You should not be afraid to
kill off player characters. You should con-
stantly be getting them into fights, traps,
betrayals and other soap operas. There
should be na one they can trust entirely, no
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place that’s absolutely safe. Never let ‘em
rest. This doesn’t mean you shouldn’t play
fair. But you should aiways play for keeps.
If they cache weapons somewhere, steal
them. If they stop for a rest, mug them. |f
they can‘t handle the pressure, they
shouldn‘t be playing Cyberpunk. Send them
back to that nice role-playing game with
the happy eives and the singing birds.
We've given you some great encodnter
tables which we suggest you use everytime
the action drags (in Friday Night Firefight).

Set the Mood
Third trick to running Cyberpunk: Atmos-
phere. Get out your heaviest rock tapes and
play them during your run. Encourage your
players to wear leather and' mirrorshades.
Adopt the slang” and invent your own.
_ Réplace all the lights in your room with dim
blue bulbs, This is the dark future here; and

it can‘t be accurately portrayed in a brightly
fit room with milk and cookies on the table.

Teamwork; The More

the Bloodier

Fourth and last trick to running Cyberpunk:
Teams. You'll notice—Cyberpunk groups
are not social. The players will have no
reason to trust anyone, and the conven-
tional reasons (stop evil, kill monsters) for

an adventuring party won't work. A bar {.

isn't a place to meet new adventurers——it's
3 place to scope out potential victims.
Parties are more likely to kill each other in
a firefight than divide the spoils fairly.

For this reason, you'll need a more solid
“hook” “‘on which to hang a Cyberpunk
adventure. Our hook is the team. Ateam is
a group of people who are already thrown
together by Fate in some way which forces
them to co-operate. They don't have tolike

each other, but they have to work to- |

gether, Besides giving the party a spring-
board from which to work, the team also
makes the adventure easier to run. Players

RUNNING CYBERPUNK
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FILMOGRAPHY

Justin case you ran out

:. Blade Runner .

Max Headroom

Terminator 1 & 2

. Allen/Allens

" Uquid sky

{... Overdrawn ot the
I~ .Memory Bank

Mod Max
The Rood Warrior

Thunderdome

®o
3o

Cyborg -

(A

FIL A

TR s

Total Recoll

IR

Robocop 1 & 2

Lo

| can be given assignments from a “higher

power”, or the entire group can be faced
with a problem which requires co-opera-
tion to solve. The group stays tcgether or
it dies. Simple. |

We've given you a number of Teams which
might naturally evolve in the Cyberpunk
world. Each proposes a good mix of charac-

1 ter roles and offers many ways. in which all

the players can become equally involved.

Corporate Teams: Corporate teams are groups
that are oriented around 3 specific corporation,
working together to accomplishthe company’s
goals. The main base of operations is the
corporation’s offices or security areas. A good
corporate team might consist of one or more
Corps(an executive and an assistant), a Netrun.
ner {who runs the team's intrusion and com-
puter systems),” a Fixer (who deals with the
team’s Street contacts), a Tech (either miedical
or mechanical), and two to three Solos (who
handle the combat).

Bands: Bands are.any group of Rockerboys who
have gotten together to play music. The band
travels from place to place, getting intd trouble
at each new gig, holding concerts and raising
hell. The main base. of operations can be a
practice hall, aciub, or arodd bus. There may be
any number of Rockers in the band itself (al-
though three to four is considered best). in

* | addition, there will be at least one Fixer (who

acts a3 manager), a possible Techie (to handle
equipment needs), and several Solos (who are
both bodyguards and roadies). Various other
slots such as groupies and tour personnel can
be Nomads, Corporates (playing record execs),
and Medias (as rock-réporters of reviewers),

Trauma Teams: Trauma Teams are groups of
licensed paramedicals who patrol the city look-

.} ing for accident victims. They operate from an

AV-4 Urban Assault Vehicle, redesigned into an
ambulance configuration and armed with a
belly mounted minigun. Atypical Trauma Team
would include a driver (Corporate, Fixer or
Solo, although Nomad is best), one or more
Medtechies, and two or more Solos acting as
"security”. The team may also have a Dis.
patcher (Corp or Fixer) in charge of sending
them on their missions. A Media might also tag
along with the team, writing stories about their
adventures.

| Mercenanies: Mercs are often hired through-

out the Cyberpunk world. A typical merc group
could include at least oné Fixer (to handie

contracts), one Netrunner (to handle security
systems, computer assauit, etc.), one Techie
(for weapons), one Medtechie (for wounded),
and any combination of Solos or Nomads (as
grunt soldiers). it wouldn’t be out of line to have
4 Media there, writing as a war correspondent,
A merc group could operate out of a club, abar,
or a well-hidden paramilitary base camp,

Gangs: Gangs and countergangs are usually
the enemy in Cyberpunk. But why not turn the
tables? Gangs can also be created for positive
purp ighborhood def , to stop other
more violent gangs, or to resist a major invasion
by Covernment or the Corps. In this context,
you could fook at Robin Hood of the Wwii
Resistance as gangs. Atypical Cang would have
lots of Solos, Nomads and Fixers. There might

be a Medtechie or Techie around, and possibly -

even a Corporate if the gang is one of those
controlied by a covert organization, A Media
could be covering the gang from the Street
angle. Cangs operate out of clubs, bars and
deserted buildings.

Nomad Packs: Nomad packs are naturat
teams——they are slready togéther in one group,
and everyone knows each other. Agood Nomad
pack could includge a few Fixers (to handle in-
town negotiations), a Netrunner (who handles
the pack’sintelligence work), a mixture of Techies
and Medtechies, and any number of Nomads
and Solos. The pack operates from the Cara-
van-—an assemblage of RV's, trailers, buses and
cars moving across the blasted landscape of
freeway America. The pack members could
travel with the main caravan, or as scouts trav-
eling ahead in their own vehicles.

Cops: The Cop team operates out of a seedy,
heavily-fortified police station. They might in-
clude a few Fixers on the Vice Squad, a Netrun-
ner on Counter Intelligence, a Captain (Corpo-
rate) who handles connections with the City
Covernment, and a large number. of grunt
Cops. Don't forget a few maddened Solos on
the Psycho Squad. Cop teams are better than
most, as they allow the Referee to break the
team nto smaller groups of “partners”if needed.
A Media might also choose to follow the Cop
team, looking for hot stories on the crime beat.

Media Teams: Media teams. go anywhere, do
anything to get the story" A Media team can
operate out of 3 TV or radio station, a newspa.
per office, or even a major fetwork news by-
reau. A good Media team might include two or
three Medias (as hard-hitting reporters), a
Netrunner (running communications, informa.
tion gathering, and computer snooping), a
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Techie lor the equipment, and a couple Solos or
Nomads to provide muscle and protection. A
good newsroom also will have at least one
harried Corporate who has to cover the team

with the bosses upstairs.

Don't Give Up Your Day Job
Any one of these Teams can fit a character
role that isn‘t described. A low-level Rocker-

boy ¢ould moonlight as a Trauma Teamer
while waiting for that big score. A Netrunner
might do a littie time with a Corporate tearn,
while sneaking into the Company mainframe
atnight. ANomad mightdo almost anything
to earn money while his pack is in town. In
these cases, the main character role should
be treated as an interest, which maybecome
more important to the team as time passes.
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. | —Johnny Silverhand | ‘

"Sixteen and'

! sixteen hundred/ |

Wired with thc’

max processor. |

edge. |

Never die and |
never breaking/

Throw my self!

over the ledge. |

Have you ever'

seen the L

sunlight/
. Screaming fast
and mean and '.
low?,
Get your self
illuminated/

! CGet yourself that |

cyber glow. |

Made of steel |
and hard |
emotlon/

Clve my love
and face the |
day/ |

In your face and
here to party.|
Never gonna |
fade away"'

K
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" NEVER FADE AWAY

- He's coming out of the

\ Hammer, about midnight, and
he sees them. Three punks,
‘mohawks bright and bristly
with reflected neon, wearing
high-collared jackets;
gang colors. -

“Yot Rockerboy!” one of

them yells, “Cood show!

Cood noise!” johinny Sil-
verhand waves absently.
Fans. They're right; the
gig was good. He'd
rarely been better. But
the shows over.

They start walking
towards him. One
waves a bottle; the fight
strikes ofy yellow tequila
sloshing to and fro. "Yo,

smaller one, with the face
scarred in- African tribal
“tattoos. “Join us! Share
some! Fair price for 2 good
gig, eh?” The distance is
closing; Johnny steers Alt, his
girlfriend, to his bad side, The
one without the Hand. “Hey,
Icebrothers,” he says, noting
the gang'scolorsand speaking
in a temporizing tone. “Your
offer’ssolid, butit’sbeenalong
gig. 'm nearly flatlined as it is.
How ‘bout a replay, next
night?” By that time, they're
almostonhim. Heletsthe 9mm
Wa'ther drop from the spring
hoister, settling into the Hand,
Probably nothing, he thinks.

“Yeah, Replay next night!,”
the big one says enthusi-
astically, andthat' swhenthey
hit him. This fast, they're a
biur. The Walther booms in
" the close confines of the

Sitver-rocker!” he says. The

altey; whines as spent rounds ricochet off
into nowhere. There is a metallic “snick” as
the smaller punk brings up his arm—light
reflects off the fisttull of razors that pretends
to be a'hand; then an excruciating impact
lifts Johnny off the ground. 8lood sprays
over wet concrete. Silverhand hits with a
bone wrenching impact. His pale eyes stare

blankly at the sky. Alt's terrified screams .

recede swiftly into the dark. Sixty to zeroin
eight seconds flat.

johnny comes to. There’s something like
broken glass in his guts. Red fire blots out
the cool blue neon. He rolls over in a pool
of something greasy. 8lood. His:

A cat topples off the dumpster, picking a
cautious pattern around his body. No fool,
this cat. A survivor. Not going to get in-
volived. It’s eyes are tiny red LEDs moving
upalley; jJohnny watches it. Smug bastard,
he thinks. And closes his eyes.

Behind his eyelids, red digitals feebly clock
out his remaining moments. Bio-clock
running down. Cars whispering past on
the filthy, rain-wet street beyond. ATrauma
Team ambulance in the distance, siren
screaming. But not for him. He's checking
out.

He balls the Hand that is his
trademark into a chromed fist,
servos clicking in one by one.

He stares blankly up at the flat black ceiling
of the city. Overhead, there’s the shimmer
of distant heat lightning interacting with
the pink actinic glow of the City lights. The
stars look painted in, AVTOL passes over-
head, giant propblades thrashing the night.
Johnny tries reaching up to it. He can see
the Hand etched against the sky; slick,
superchrome winking back at him. He balls
the Hand that is his trademark into a

chromed fist, servos clicking in one by one.
He thrusts it into the gaping belly wound,
gasping at the shocking pain. Somehow,
he getstohis feet; staggers to the alleyway.
He leans his feverish face against the cool,
wet bricks. He makes a decision. He's not
going to die. Theyre going to die. Closing
his eyes, he pitches forward into the streak
of passing traffic blur.

: Something stops him. Handsfirmly grapple

him, holding him up. Silverhand has just
enough strength to open his eyes. There'’s
afacelookingintently athim, thin, bearded.
“Lord Almighty”, the face says. “They re-
ally did you, didn’t they?”

Fade to b_lack.

Something is screaming when Johnny
wakes up. Fine. just as long as it isn’t him.
He must have missed the ambulance ride
to the hospital, but here in the trauma
ward he can hear the sound of jet engines.
That's the screaming. It mounts higher
and higher, while the ward fills with warm
air and the smell of ozone. From his

stretcher, he can see the bulky AV-4 vehicle

spin on it’s fans and hurtle upwards. The
din dies down and he can hear screaming
for real all around him; casualties of the
regular firefights around the City.

The doctor puts him back together. The

same doctor who did his transparent Kiro-’

shi eyes; his trademark silver hand. The
same doctor who “plugged” him for inter-
face and installed the software chips in the
back of his skull. Johnny considers taking
out a service contract.

Microsurgical waldoes ripcut through the
perforated guts, swabbing, tying off, prep-
ping. The doctor stitches in three feet of
glistening wet, tark-grown intestine; plugs
the punch holes with synthetic skin and
muscle. Aithypoes inject the area with
speeddrugs, fasthealers, endorphins and
antibacterials. Microscopic stitches hum
off the serrated teeth of a mini-closer,

bonding flesh together almost as well as '

the original. In amonth or two, there won't
even be a scar. Let’s hear it for newtech,

The doctor’s hands are quick and sure. He
has done this a thousand times. He has a
., Germanaccent, “Ach...Johnny..Johnny” he
says, over and over as he works. Over his
head, the sterilizer lamps glitter fike an
insect’s multifaceted eyes. “Johnny.. When

are you going to give this up?” says the

doctor,

When it ends, thinks Silverhand, from the
fog of the dorphs and generat anesthetics.
“lohnny,” says the doctor sadly. Silverhand
is a second son to him. His first son was

Johnny’s best friend. His first son was killed |-

in-an inter-corporate war eight years ago.

No man should lose more than oneson.in |

a lifetime. -

Thanks, thinks johnny. | owe you one,
ogain.

His alleyway benefactor is named Thomp-
son; a thin, reedy type, wearing an armor
jack trenchcoat three sizes too large. He
packs no visible hardware. But a minicam
mount straddles his head like an oversized
headphone; a mike loops in front of his
mouth, the camera itself coming around .
the right side of his skull and hardwiring
into a startlingly bright green cyberoptic.
He’s a Media; a one man team of camera-
man and reporter, direct feeding to sorne
mediacorp downline.”Hey, Rocker”, he
says, leaning over the table as Sitverhand
recovers under the sterilizer beams,

“*Ready for a little vengeance?” -

lohnny pulls on a red T-shirt. The shirt has ;
the logo of his last band, Somurai, The shirt
drags over the freshly stapled wound; hangs

up onthe bandages. He curses in Japanese. |

He pulls an armor jacket over his shoulders,
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ABOUT THE
STORY
Never Fode Awayis the story
of twenty four hours in the
life of johnny Sitverhand, a {*!
famous Rockerboy sud-
denly catapulted into a
deadly game of cat and
mouse with 3 sinister Cor-
porate foe. As the cy.
berpunk genre is mostly
literary, it seems fitting we ~ {
intoduce you to Cyberpunk. '} .
roleplaying the same way. . |

Never fade Awoyis primar: .
ily a story; but we've made
it easy to run as an adven-
ture 3s well, In these side-
bars, you'll find notes on
key ‘characters, maps of ‘|
important locations, data
‘on weapons and. combat,
andideasforusing the story
as a springboard to the ad-
venture, :

We suggest youbegin your |
players as charactersiin the !
ypcoming scene in the At-
lantis, hired by Johnny to
help nim get his girifriend i
Alt back. Or your players | |~
may want to ply one of :

the NPCs from the story. {




JOHNNY

SILVERHAND
Ex-Central American vet,
now Rockerboy, johnny is
the leader of a top band
called Somurci. He's known
for his musical skill, his
compeliing songs, and a
history of trashed relation-
ships. -
Stots
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cLs

Crbemnetics

Chromed cyberarm with
recorder. Sandevistan
boost. Two cyberoptics
with IR, Low Lite, Enhance.
ment.

Skills

Charismatic Leader +10,
Handqun +6, Rifle +4,
Cuitar +9, Perform +7,
Notice +6, Seduction «8,

. | Possessions

'} Heavy Armor facket, Light
Helmet. H&K MPK.11,
Arasaka Rapid Assault.

LR TPN

He pulls the autoshotgun out of his bat-
tered bedroom dresser, checking the load
and weight. He slips it carefully into the
worn under-arm holster, under the jacket.
He stuffs shiriken into pockets on the out-
side of the jacket. He picks up the heavy H
& K smartgun and slides it into his back
holster. There is a fury behind glittering
pale eyes.

”50." he says. “Teil me.”

Thompson leans back into the wail, body
bracing against johnny'sintensity. He grins;
takes a slug of Silverrand’s tequila. “They
didn't want you. They wanted her. She’s
an extraction. Business as usual.”

fohnny’s eyes are Btank. “No surprise”, he
comments shortly. He gathers up a ragged
handfuil of sheils and begins to stuff-load
the HBLK's spare clin. Only the trembling of
his hand—the meat hand— betrays any
emotion. “So why'd they do'me?” he asks.

"l let you take it, becouse |
knew it would take at least five
minutes for you to bleed your-
self dry...”

"You was home”, grins Thompson. It’s an
oldline. They both smile like friendly sharks.
Thompson stops smiling. “They wanted
you flatlined so it'd look like a gang job.
Boostergang sees the high and mighty
Mister john Silverhand out strolling with
his input; decides to slash him a bit. Yougo
down, they grab her; they're gone like
vapor. Real convenient when the cops find
her body in an ailey ‘bout a week later.

i They'lthave motives—Iots of ugly motives,

butthey'libe those of high-gowered boost.
ers, not pros.”

“Pros.” Silverhand finishes loading the
second clip. He stuffs the remaining shells
in the armorjack’s pockets. You can never
have enough ammo. ’

“Yeah, pros,” repeats Thompson. “Yougot
shredded for fine, bra. At least a clean ten
thousand Eurobucks of hardware on those
boys. The speed they hit you with took
maybe a seventy percent reflex boost, and

those were custom rippers. The type that
fold out along the fists. That sort of hard-
ware isn‘t something you pick up on the
Street.”

“You saw them on me?”

Thompson’s eyes are cold, slate-like. You
could write anything you wanted in them.
“Get real,” he grates. “These were pros. If
¥'d jumped in, we’'d both be dead. * The
eyes appraise him. "You've been off the
Street 00 long, Rocker. You think every-
one has a nice agent, a couple Solos cover-
ing their butts, and a comfy apartment like
this somewhers. | let you take it, because |
knew it would take at least five minutes for
you to bleed yoursetf dry. | waited for them
to move on, then used my Trauma Card.”
There is a longish silence. Then, “Look,
Rocker. You want to guilt-loop, or you
want o get your girl back?”

“So name names, “ says johnny. He sits
down on the edge of the bed, favoring his
stapled side. He reaches out for the tequila
and takes a shug.

“Good news/bad news,” says Thompson.
He's unlimbered the cybercam unit from
around his head and set it down on the
table between them-—the only indication
of hardware is the silvermounted skull plug
drilled through his right temple. The cam’s
cellular link through the NET is off. Thomp-
son says, “Good news is, it isn‘t one of the
really big guys, like Eurobusiness Machines.
“Fair enough.” says Silverhand, taking
another swig from the bottle,

“Bad news is, it's Arasaka.”

“lesus H. Christ!” explodes johnny. The
Hand, resting cn the edge of the table,
convuises. There's a rending noise and
sphinters fly in all Girections.

“Your input was playing with hotdeck
materials, rocker. You know she ran for ITS,
right?”

“Yeah. So you gotta work somewhere. Alt
didn’t taik much about her work. “

“True. Butyour Alt was ITS’s pet netrunner.
She moved info up and down the NET and

handled their security as well. She made alot
of classy software just for them.” Long pause.
“She built Soulkiller, you know. Or maybe
you didn‘t. Like you said, she didn’t talk
much about her work.”

johnny sits back on the couch, the bottle
halfway to his lips, Even the normally discon-
nected Silverhand has heard of Soul-kifter,
the legendary black program that sucks the
very soul fromit’s Netrunner victims. Soulkiller
.Whatajoke. Soulkilleris a 2,000,000 meg Al
superroutine that can track an intruding
Netrunners’s cyberlink faster than a
boostergang snorts drugs. it tears out the
cyberpirate’s brain with brutal force,
recreating itin a frozen storage matrix inside
the mainframe. The word is on the Street
that Soulkiller may be the closest thing to Helt
on earth, and in these days, that’s saying a
lot.

And Alt made that? johnny bites down a
momentary wave of revulsion, superimposed
over Alts’s big green eyes, tousled mane of
hair. “No wonder she didn’t tatk about her
work, * he says finally.

“1 was following her, Rocker,” says Thomp-
son. “Word’s out that Arasaka is working on
it’s own version of Soulkiller. Something that
canwalk the NET freely, getting upclose and
personal with people Arasaka doesn‘t like.”

“A black program assassin for a security
company?” |ohnny is up and pacing now.
He knowswhere thisis going, andhedoesn‘t
fike it.

*“You probably believe in Santa Claus too,”
says Thompson, reclaiming the dregs of the
bottie. “Your Alt is the missing link. | figured
they'd have to recruit her sooner or later,
whether free or forced. Souikiller’s main
programming is buried in her head
somewhere. So | followed her.”

“Thanks for the concern.”

“Youdon't getit, Rockerboy. Iwant Arasaka.
Iwantthem bad. I'llput anyone and anything
on the line to get them. Even myself—if |
have to broadcast this story from the grave,
'l do it. They're mine. You get in my way,
you're flatlined. You go with me..”
Thompson lets it trail out.

Johnny stops pacing. The room goes still.
Only the Hand moves, like something alive;
silver metal joints clicking, takeup reels
whirring, tiny pistons shooting in and out
in simulation of a pulse. The Hand turns
johnny to face the mediaman. It makes him
say, “How long do we have?”

Thompson reaches down to his
feet; draws up a long black,
nylon bag. “FN-FAL assault, ”
he says, standing up. “l was in
the War. Iliked lead. Lots of

. lead.”

Thompson smiles lopsided. "How long will
it take your input to rewrite Soutkiller? A
day? Two?”

“Yeah.” johany turns, scoops uo the keys
to the Porsche. “You chipped for a
smartgun?“he says.Thompson reaches
down to his leet; draws up a long black,
nylon bag. “FN-FAL assault, " he’ says,
standing up. “l was in the War. | like lead.
Lots of lead.”

Rain runs down the front of the speeder. A
wall of Corporate glass and steel looms to
either side as they pull out into the down-
town traffic. The Porsche whistles slightly.
in the chill air, it's methanol powerplant
throwing it against the City night. “So
where are we going, Rocker?” says Th.
ompson.

johnny grits his teeth. “I've got a marker |
have to pull in,” he says.

Rogue hates the Atlantis. But she goes
there because the contacts are good, and
the pickings easy. Corporates looking for a
fast freelance assassination. Medias and
‘Runnerslooking to trade information. Fixers
with guns, armor and smuggling jobs. But
the place has bad memories. She only
comes here because $Santiago insists on it.

THOMPSON
A top reporter for World
News Service, Thompson
has a running feud with the
] infamous Arasaka Corpora-
tion, whom he suspects of
having murdered his wife.
He will do anything to get
the elusive security firm—
anything. Thompson also
served in the Wars as 3
correspondent, and is fond
of heavy weapons.

Stats
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Cybernetics

One cyberoptic with IR,
Low Lite, Targeting scope.
Cyberaudio with radio
spiice, sccambler, chip
recording.

Skhils

Credibility +8, Rifle+6,
interview +9, Composition
+7, Athletics +6, Notice +6,
intimidate +S,

Possesslons

Med. Armor Jacket, Light
Heimet. FN-RAL Hvy.
Assault Rifle.
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“You don't let personal caca get in the way ~ Santiago’s eyes grin in his swarthy face. He
of business,” he says. A lot he knows. scratches his chin with his free hand. His
partner has a real mad on about this guy.
Her back is to the wall of the booth—her  But he’s a Face—he’s got credit; that pulls
mirrorshaded eyesscanthe roomlikemonitor  weight in Santiago’s world. “How long?”
cameras. What she can’t see is covered by

| her partner, Santiago, from the opposite  “Two days max. | need an extraction. |
| side of the booth. His burly shoulders bulk won’t haze you—it's Arasaka.” A long
the heavy armor jacket—he looks like pause. “I' understand if you think it’s too
| scowling mountain. He's not her type. But  much for you.”

he wants her. Somehow, they’ve managed
to work this out—the way they worked out
a combat style; the division of spoils. But he
keeps hoping. Stupid Nomad.

into overdrive. Her hand is a blur as it stabs
up off the table, the bunched knuckles
smashing the Solo’s nose back into his
face. He's dead before he hits thefloor, but;
scles tighten on the trigger o .,
:ﬁ:sbr;;e:e?:t]taﬁherge's adeafening EOOM! “Weare serioufly tagged.” gasps Rotg:e as .
in a very small space, butJohnny'sboosted  they hit the sidewalk. “T' he"y musts :\’l‘e
reflexes have already thrown him up and  tracked my Trauma Card, gr?n' ; th;.
over. There’s a scream as the slug rips ompson. Guess they :Nanted to ;ﬂs hthe
through the back of the booth and blows  job. You know some nice people, Rocker.
through the chestof a Corp sitting on the
other side of the thin wall. Rogue’s other
hand fires the silenced Automag from under
the table, ripping the smaller solo in half.

They reach the Porsche just in time to see
the shadow of an unmarked AV-4 sweep
over it. Garbage, oil, and filthy water ex-
plode into steam as the jet exhausts hit the

Rogue reacts, her chipped re-
flexes kicking into overdrive.

Then she finds herself facing what she’s
dreadedforthe lasttwo years; the reasonshe
hates this crummy bar; hates this crummy
town. Johnny Silverhand walks into the
Atlantis.

He still has the moves, she thinks, as he
strides through the big brass doors. Head
held high, a cocky light in his pale glass eyes.
After all this time, Rogue still can’t decide
whether she wants him, or just wants to kil
him. He looks like he owns the place as he
crosses the room towards her; acommentto
an old friend here, smiling at a fan there, a
narrowed glance ata potential troublemaker;
then he’s standing in front of her. “Rogue.”
he says. Like nothing’d ever happened. “|
need your help, Rogue.” His voice is urgent,
magnetic.

Rogue and her partner
Santiago, are hit men and
bodyguards. The word on
the Street Is that they're the
best. Rogue's one weak
spot is johnny Silverhand,
her ex-lover. Their violent,
passionate relationship
disintegrated in a massive
blowup a year ago, but the
scars haven't healed yet for

this hardbitten Solo. *You can go to hell,” she replies levely. On

stats the other side of the booth, there's a faint
a A .
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Cybernetics Johnny leans closer. “Look,” he says, “I'm

Two cyberoptics with IR,

Low Lite, Targeting scope,

Sandevistan boost, Karate
chipped to +3.

Skills

Combat Sense +9, Hand-
gun +10, Brawling +9,
Drive +7, Rifle +10, Melee
+6, Athletics +9, Notice +8,
Seduction +8.

sorry. | know how youfeel. | wouldn’t do this
if | had any other choice. He pulls up a chair
and straddies it, staring at her. “Tough.” she
shoots back acidly. She hopes her voice
sounds steadier than she feels.

“You owe me one,” he says, his voice taking
an edge. “For Chicago. You owe me one at
least. Andit's not like lwon’t payyou. I've got
euro.” )

Possessions
| Med Armor Jacket, Light
| Helmet. Armalite 44 Very
1{ Heavy Pistol.

“How much?” interjects Santiago. Johnny
turns to face him. “Word on the Street is
you're pulling five grand a night. I't match
and double it. “ -

Her hand is a blur as it stabs up
off the table, the bunched
knuckles smashing the Solo’s
nose back into his face. He's
dead before he hits the floor...

Santiago’s eyes narrow. On the Street,
their team is known as the best. Who does
this choob think he is? Then the nomad
realizes he's being baited. Silverhand’s al-
ready figured the score between the two
partners. if Santiago backs up on this, it'll
be alt over the Street tomorrow. If he goes
with it, Rogue’s going to have to back his
play. Rogue’s right—Silverhand is a bas-
tard. Santiago grins. He can take this punk
with one hand behind his back. “It's going
to cost you thirty thou, Rocker.”

“Done.”

Santiago grins and raises the stakes. “And
you come with us, * he finishes. From her
side of the booth, Rogue’s eyes smolder at
her partner. She’d object, but the rule of
the game is, “You don't let personal caca
get in the way of business”. When Johnny
pulled out his wallet, as far as Santiago was
concerned, it became business.

“Done” says johnny. He is reaching out
across the table to match grips with the big
Nomad when one long shadow falls over
the table, then another.

“Ah, Mister Silverhand,” the bigger shadow
says, leaning close. You can see red LED
light scrolling behind his optics, forming
crosshairs as he brings the smartgun up.

Rogue reacts, her chipped reflexes kicking

Santiago rolls, hitting the floor. Over by
the bar, threefiguresin armorjackets stand
up, weapons in hand; Santiago’s MAC 10
hammers a short burst. The figures
one staggers back into the window_and
falls through in a shattering sound like a
hundred dropped chandeliers. Thompson
brings up the FN-FAL with stuc!ie.d noncha-
lance, covering the two remaining, prone

figures. “Gotcha,” he says.

johnny hits the bar fioor; gun high and
eyes scanning the corners. Patrons keep
their hands away from weapons—every-
one plays cool. The disemboweled Soloon
the floor whimpers. Back to back, the four

of them edge out of the bar.

goflat;

pavement. Rogue is already down, draw-
ing a bead on the cockpit with her .44.
Above her head, Santiago’s MAC 10roars
in deafening staccatto. The tiny red spot of
her laser scope pinpoints the AV-4 pilot’s |
forehead, even as she sees the minigun |
sweep around towards them. She’s not |
going to make it. The canopy’s got to be |
armored. She doesn't even have time to |
watch her life flash before her eyes.

NOMAD SANTIAGO
Santiago is a Nomad who
runs with the Aldecaldo

1 pack; displaced farmers -
thrown off their land by the
Corporations. Santiago isa
simple guy— he likes girls,
guns, and fast cyberbikes.
He teams with Rogue
mostly because she's the

Then the laserdot is eclipsed by a scream-
ing WHHHHHOOOOMMMMPPP! as some-
thing slams into the AV-4. The ’entire can-
opy—the entire front of the aircraft bells |
out in a horrible slow-mo inferno—a ran-
cid smell of hot metal, melted plastic and

THE ATLANTIS
¢ Start with the Basic Goons on page 186. They've

: to tackie the Atlantis Firefigh 1 -G on
;:Jity:/:lrk::ir?n 3: the front door. Pick a place where your party is sitting. It's time to rock and rollt

one girl he hasn't been able |
to score with yet.
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Cybemetics

| Two cyberoptics with IR,
Low Lite, Targeting scope,
Kerenzikov boost, Cyber-
arm with Kevlar armor,
9mm SMG, Cyberleg with
9mm pistol in thigh
holster.

Skills

Famnily +8, Handgun +9,
judo {9, Drive +7, Rifie +9,
Melee +9, Athletics +9,

‘| Notice +8, Seduction +8.

Possessions

Heavy Armor jacket, Light
Helmet. AKR Medium
Assult Rifle, Bimoda
Cyberbike.
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seared flesh gusts against her asthe AV tilts
to one side and drunkenly impacts the
street. A fireball shatters the night. “Love
those grenade launchers, ¥ smirks Th-
ompson, lowering his steaming FN-FAL,

Santiago’s MAC 10 hammers a
short burst. The figures go flat;
one staggers back into the
window and falls through in a
shattering sound like a
hundred dropped chandeliers.

“We gotta get out of here,” grits johnny
from behind a parked car. Rogue looks into
his eyes——she can see the faint red etching of
a targeting pattern flickering in thewr pale
depths. “Right,” she says, already up and
moving. Her breath cotches ragged in her
throat as they run back into the shadows.

Santiago takes point; he knows all the best
boltholes in the area. Thompson is next,
the big FN-FAL sweeping their way fike a
flashlight. johnny keeps his H&K close to
his body; his nerves are tingling with
booster effects; he’s running like he’s on
speed. Alleyways streak by as blurs—he
compensates his time sense. Rogue is
covering the rear, and he can hear her
breathing behind him. He says over his
shoulder to the breathing dark shadow,
“I'm sorry, Rache.”

Her voice is flat. “Never call me that,” she
says. “Never again.” He keeps running.
“Okay,” he says finally. “fair enough.”

She stops running. She says, “Why Johnny?
Why now? Couldn’t you have gotten any-
one else?” She can hear him slow ahead of
her. He says, “I needed the best. Andyou're
still the best, Rogue.”

The best. Damn him.

She wakes with her mouth full of cotton
wool. She’s smart enough to keep her eyes
closed; to stifle any urge to scream. Boos-
terboys like it when you scream. They like

itso much, they’ll do anything to make you
scream over and over again.

At sitently triggers commands to redline her
senses to maximum. She's relieved to find
herself still clothed and relatively unharmed,
Not typical Booster, but she won't complain.
Her enhanced heanng picks up breathing
nearby; theclick of glasses andice, computer
termunals. Definitely not Bocsters. ARt wakes @ }

chance and opens her eyes, spits out the gaq. I}

A slender, Asian-looking man is watching
her. Neat, well-tailored suit. A glass of real
Scotch in one hand, which ne offers towards i
her. “Welcome, Ms. Cunningham”, he says, |

his mouth smiling ancd his eyes frozen. "tam i}

Toshiro.” He gestures towards another man; |
a hulking presence ‘ounging by the bar. :
“This i3 Akira”, he says.

Alt sits up slowly, cautiously, her boosted
senses gving her clues. The comiorting :
weight of her plasuc autogunis missing. But
she still has her cybered arm. “Can f get a |
drink of that?” she says, gesturing towards
the glass in Toshiro’s hand. “Certainly” he
says. A gesture to Akira, and the hulk turns
obediently to mix a drink. Altis surprised at
the grace of the big man’s hands. He moves
like an athlete. He moves like a professional
killer. Akira brings her the drink, and Alt doesn’t
even think about making a break for it

“Thanks.” The drink cools the pounding
flame in her head.

"Certainly. It is the least we can do for a
promising new associate.”

Bingo! she thinks. She's been grabbed by
corporate headhunters. Fine. Creat. She can
deal with it. Just learn the rules, play the
game, and go to work, After a week, it'll be
just like checking into work at the ITS offices,
“$0...” she says cautiously. “What kind of
work do you have lined up for your
new...um...employee?”

Toshiro leans forward, setting the drink
down on the couch. He says, *So.” He says,
smiling, “Ms. Cunningham. | wish you to tell
me all about the program you
call... Soulkiller.”
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BASIC GOONS
These are the type of
disposabie cannon fodder that
often shows up on the Street.
They're just what your players
need to get themselves
blooded and ready for tougher
chatlenges.
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Cybemetics

One cyberoptic with IR,
Targeting scope, Korote. -
chipped to +3, Rippers,

Skitts - .
Combat Sense +5, Handgun
+5, Brawling +§, Drive +7,
Rifle +5, Melee +5, Athletics
+S.

Possesslons )

Med Armor Jacket, Light
Helmet. Sternmeyer Type 35
Heavy Pistol. .

Her blood freezes. like a silenced scream
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‘| and flex of theit own volition.
| Thompson speaks up, “Makes sense.

1 japan.”

“ S0 this means we've gotta punch into the
main offices of the most rabidly paranoid
security company in the universe. * consic-
ers Santiage. "Homeboy, you pick some
great piaces 10 iose your wormen ©

“Stuf it,” cuts in Rogue.”Here's the plan.”

johnny, Santiago, Thompson and Rogue.
They are perched two hundred ———

feetintheaironarusting = """ éf:\r\._ 2

fire escape. from. their SINS

vantage point on the

blackened brick side of

the old Mark Luxor Hilton
"they can see ten biocks in
any direction. Regue's eves
are switched to infrared.
scanning for AY's and airogyros.
johnny is watching the street
below. Thompson is scanning

By

the radio chatter and Santiago 2.
is talking. “We go in,” he says.
It's been two hours since the [N

firefight.

“Fair ‘enough, “ replies
Rogue. “But we do it ASAP.”
Santiago grins. “You got a
reason?”

“Cetting shot at always pisses me off,”

she grins back. "Besides, Ifigure they're
combing the Streetnght now, 'ooking
forus. Theyexpectus tabetrving
todiichthem—they i be putting
their best out to find us.

Meanwhile, the second stringers

are guarding the offices.”

“How you figure they':2 holding
her in the Arasaka office complex?”
says johnny. The Hand is in standby
mode, running a test routine. Servos
click andwhirr and silver fingers spasm

The only mainframe big enough to
run Soulkiller is in the main Arasaka
building. Either that, or in Tokyo.
We're not a big enough problem to

“Thanks.”
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‘Headfirst in the Net, Alt weaves magic.

They've studded her into the Arasaka

" mainframe, given her room to run,

hemmed in only by three Arasaka
netrunners who watch her every move,
Her body lies comatose on a contour couch,
linked by cables to a cybermodem. She's
pulling down subroutines, crunching the
compilers, getting comfy with the CPU's.
From memory and notes, she’s recreating
Soulkiller, the eater of minds. :

Soulkiller is a stationary program, locked to a
partof the systemarchitecture, Thechallenge
Toshirohasgivenheris to giveit movement—
the ability to navigate the Net on it's own.

TOPRP FLOOR

) I offices l SATHROOM

STARS
1
a OFFICE

SABURO'S
SUITE

A313

SIVU0

g,

COMPUTERS  SOFA
C ]
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SUITE (DETAIL)
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1t's a subltle problem—navigation data and
decision subroutines take up 3 huge amount
of memory; the reasonfreeroaming programs
are so limited in scope. Soulkiller already eats
a lot of megabytes, to make it fre¢running
will take more memory than any normal
computer can handle. The problem excites
her professionalism even as the creation
revolts her humanity., ’

Cod, they know her so well.

The original Soulkiller started as a matrix to
contain artificial personalities. She'd studied :
the concept, worked out the parametars for. |
creating a storage matrix, She'd been
facinated and awed to discover that the

same matnx could contain living engrams;.+.
transfer them from computer to body and
even back again. it was immortality. i

ITS had taken it from her to build a killer. !
And she hadn’t known how to stop them. ;

Now Alt looks over her options.  If she
doesn’t build Arasaka’s monster, they'll
torture or kil her. If she builds their horror,
they'll keep her alive. But.

8ut once it’s built, they’ll put her into it.
t, they'll p ALT
Johnny's new girifriend, Alt has
a history he hardly suspects. A
| | hotshot programmer and Net
i | whiz, she'swritten anincredibly
ceadly program that can suck .
your mind out and eat it. But
At is no heipiess heroine, as
Toshiro learns to his undoing.

A plan hinges on strange elements.

- Stats
Rogue leaves their motel bolthole at nine, | | INT10 REF7  CL9
She moves fast, travels light, moving from MA 6 8QOY .6
place to place. Here, she picks up five Cybernetics

pounds of plastic explosives; there, flash-

Sive: " interface plugs. Cold
bombs, timers and tripwires. Santiage

cyberarm with hidden

covers her. He picks up more explosives, a compartment.

combat assault cyberdeck, and a long, hilts

bulky black sniper rifte. Interface +10, mnd%un +2,
Drive +4, Athletics +S§,

Johnny's on the celiular, working the con-
nections, He pulls his bandmates in from
around the City, carefully dodging the
phone taps, shadowers and snoops. He
sets the time and place and the gig is on.

Notice +8, Seduction +7.

Possessions

Light Armor Jacket,
monoknife, Federated Arms
X+22 pistol. c

Thompson is on the Street, working hard,
Aphone call here, atip to the screamsheets

|
J
|
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THE ARASAKA
FLOOR PLAN
Here's the internal layout of the
Arasaka Tower. Place your
players at the front door, sbout
to enter the Security Desk area,
AL the start of the attack, the
guards have been over-
wheimed by the mob rampag-
ingthroughthe lobby, and may
not attack the players for three

] rounds.

there. A Fixer picks up a little euro on the
side, and passes the word down. By ten
a.m., the Street knows there’s going to be
a party. By noon, the word is all over the
Street—the band is Samurai, the time is
sundown, and the Smash 15 free.

By one, the Street knows the parnty 5 going to
be on the edge of town at Industrial Park.

Arasaka’s twenty two story oifice com.-
pound faces Industnal Park.

Like a single, hungry thing, the mob converges,

7.29 p.m. .
The twisting construct spins, 3 blazing pillar
of white fire, sparkshowers of stars. Agiowing
DNA chain, a whiring dervish takes shape
and form, in the construct renty of the
interface, towering above her, ‘coming ke
fear itself. Dazzling, # exudes trne paipabie
scentof terror. it speaks in a voice hine ¢rystai,
and momentarily Ait’s breath is taken by it’s
periect, murderous beauty “lam.” it sings
triumphantly to the coid stars.

“tamyour Controller.  Alt replies. "You will
follow my commands.” Aslight hesitation in
her voice.

"As always,” it says, as though doubt had
never existed in the universe. “What is your
bidding, Mistress?”

Alt lets out a long, exhausted breath. She’s
gotten the Controller override past her
watchdogs. Now she has a chance.

“This is what | want you to do,”she begins.

Seicho Harada is second in command of
Security for the Arasaka compiex at Indus-
trial Park. Seicho is afraid. Since early after-

noon, the people have been pouring into

the large, grassy park opposite his guard
position; at first a trickle, then a stream, then
atorrent. He can’tfigure it out. They don‘t do
things like thisin Tokyo. In Tokyo, people are
consistent. They make sense. Here, people
are animals. He thinks about calling the City
Cops, but thatwould reflect badly on Arasaka.
The world’s largest security corporation
caiting for help? Whataloss of face. But there
are six thousand people crammed into the
tableau in front of him,

Up on the makeshift stage, acting as though’

invulnerable, struts Johnny Silverhand,
working the crowd up. Seichowants him. He
wants_him dead. But Silverhand might as
well be onLuna as far as Arasakais concerned.
A single gunshot could trigger-a riot of
unbelievable proportions. Seicho can feel
the tension building.. So can Johnny. An
invisible thread binds them as adversaries,
eye to eye over a battlefield of unwitting
bodies.

johnny smiles. He's got them, so far. The k

crowdis oaranoid-—they expect to be thrown
out at any minute. He's been pumping them

for the tast hour with chromatic and metal .

rock, getting them edgy and irritable; in a
party mood to scream and shout, kick some
tail. The first uniformed bozo who interrupts
their party is going to get himseif hosed.

Got the chrome in the bloodstream
Cot a metol soul,

1'm out looking for action,

Guess I'm on a roll

It's like driving the freeway at two hundred
miles per hour. The crowd swells and breathes
as the first verse goes down, taking on the
cohesiveness of aliving thing, The bass player
picks up the back beat and the two of them
staminto the next turn of the song, dragging
the crowd with them.

Cot the old mega violence,

When 1 boost, it's for reol,

The copacitors roorin’ inside my brain
You know just how 1 feel

Cold chrome, molten leod

Can't be hurt cuz I'm olreody dead
Ain’t no time as reol os realtime
I'm chipping in

Chippin in.

THE ARASAKA TOWER
Here's the story. The group that johnny is
leading numbers about 100 people. There
are twenty guards facing the park. Each
turn, roll 106 for the Arasaka side and
remove that many people. Then, rol 1010
for the crowd and remove thatmany people.
When the guards get down to four men,
they'll break and run. Meanwhile, you and
your group should use the crowd as cover
togetintothe bulding. Coodluck, chomba.

Johriny’s eyes scan the perimeter of the park.
To one edge, he can see Santiago in position
on the rooftop opposite of the Arasaka
complex. Deep in the crowd, Thompson
and Rogue are poised, ready to make the
break. All he has to do is give them the
chance; the diversion. -

guitar over to “remote”, johnny leaps off the
stage, pushing his way through the crowd.
His voice holds solid over the radic mike:
powerful, pleading, entreating, seducing,
and the huge crowd turns with him; surges
around him, swallows him. it's knifeedge
balanced—six thousand pecple teetering on
the edge, chanting, singing. Atthe perimeter
of the park, Arasaka police stand guard
nervously, their eyes nveted on'the “mob.
sitverhand starts towards them, and they
choke on the decision-——twenty guardsfacing
down a wall of humanity, centered on one
man whose voice holds them, binds them.
An assault rifle comes up, andthe crowd, like
arwritable tog, notices the small army facing
them down. The scene is sct; the guards ¢
distracted, and on the rooftop, Sanliago
takes aim..’

At’s like driving the freeway at
two hundred miles per hour. The
crowd swells and breathes as the
first verse goes down, taking on

the cohesiveness of a living thing.

4
Then it goes wrong. One of the faceless :

guards loses his nerve. The staccatto sound
of gunfire splits the air. But Johnny-is already
gone, faded back into a mob that howls like
a wounded thing, then surges. forward,
shattering like surf against armored bodies,
lobby doors, massedvehicles, guns. Screams.
Gunfire. The strobe flash of the mob tearing
aguard apartwith vampire teeth, and ripper
claws. The sound of a sniper rifle high above
the melee, as Santiago methodically picks
out guards and blows them away with his
Walther WA-2000 rifle. The lobby doors
expiode inwards as six thousand bodies slam
against them.

Rogue is already in—in when Santiago took
out the pair of guards by the main doors.

All he has to do is tum around and lead six  She'son the floor and rolling, a fast dazzle

thousand people right into a wall of weapons.

Chippin in (got my head to the wall)
Chippin in (con ya hear me coll)
Chippin in (I'm the-man of steel)
Chippin in (Is that how yafeel?)
Well, comon!

bomb palmed over the top of the security
desk to fry the optics of the monitor team,
. followed by a frag grenade a second later .
The deafening explosion goes unnoticed in
. the typhoon roar of the mob. Thompson's
right behind her, his video rig and FN-FAL
sweeping everything in his path. Both wear
armor jacks with the colors of the infamous

The moment freezes, hanging in air like a  lron Sights boostergang, a known Arasaka
death. Punching his battered Telecaster hit group.

ADVANCED GOONS
These are Arasaka's front line
defense; the guards covering
the inside of the Tower. Use an
equal number of goonsasyou
have players, At the start of
the attack on the Tower, the
Arasska guys will be in the
Lobby. Remember; if it get's
too hot lor your players, use
Rogue and Santiago to bail
them out.

Stats :
INTS  REF 11 cLs
MA 6 BOOY 10

Cybemetics

One cyberoptic with iR,
Targeting scope, KXarate
chipped to «3, Rippers.:

Skills :
Combat Sense «7, Handgun
+2, Brawiing 5, Orive +7,
Submachinegun «5, Melee
~5, Athletics «6. e
Possessions

Megium Armor Jacket, Light
Helmet. Sternmeyer Type 35
Heavy Pistol or Minami 10
submachinegun.

NEVER FADE AWAY
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AKIRA:
SUPERCOON FROM
HELL
Hmm. Wouldn'tit be chitlif Alt
flubbed the play and Akira was
still up and round when the
players burst into Toshiro's
office. Sure it would. one
should have 2 <h.srfe£;?a\n§

the Hulk from Hell. .

-

Stats

INT2  REF 12
MA 8 80DY 12

CL3

Cybemetics

One cyberoptic with IR,
Targeting scope, Body
plated.

Skills

Combat Sense -9, Handgun
+10, Karate +9, Submactune-
Qun +8, Melee -8, Athietics

Possessions

Medium Armor |acket,
Minami 10 submachinegun,
8ad Attitude,

TITT

_causing SD6 damage. It

LASER DEFENSE
SYSTEM
Powered by building
current, the laser can hit
any point in the room ,

hits on a roll of 7 or N
higher on 1010,

There are four lasers, one
in each comer; and each
has 10 SOP.

Rogue skids around the corner towards the
elevator bank, moments shead of the crowd.
Rapidly, she opens each car, spraypaints the
monitor lens, punches a destination, then
ducks out. The last car in line, she places a
shapedcharge explosive onthe ceiling, wired
to a microtransmitter. This one she sends to
the twenty:secondfloor; the executive office
suites. Then the rampaging mob hits, and
carries her along in the swell.

She’s on the floor and rolling, a

1 - fast dazzle bomb palmed over

“the-tog of the security desk to fry
the optics of the monitor tepm,
followed by a frag grenade a

second later . ‘

Thompson is waiting for her by the stainweil.
Moments later, Johnny shows up wearing an

Akira turns from the security board. It has
started,” he announces. “Instructions,
Toshiro-sama?* Toshiro considers. It was a
masterstroke for Silverhand to raise a literal
army of fans against him. Toshiro is check.
mated-—Arasaka cannot gun down the crowd
with impunity, But he does have options. He
turns to Akira. “ Serid teams to the elevators.
Guard the top and bottom of the stairwells,
and kill anything in the elevator cars.” He
looks over at Alt’s dormant form. “We have
the program,” he says. “if we do not have
her body, there is no evidence.”

Seemingly oblivious, the plugged in Alt
permits herself 3 brief smile. A lot he knows,

Elevators chime open onfloors ten, eighteen
and five. The fire teams on ten and eighteen
throw a hail of lead through the doors. The
elevators are empty. The team on five is
warned, and opens the doors with greater
caution. Empty. “it’'s a trick!” shouts the
team leader. “To the stairweil!”

On floor six, a par;ting Johnny and Th.

ompson reach the stairwell landing, crack

‘Arasaka company jacket he's puiled off a
guard’s body. The name tag reads Harada. *

open the firedoors and scout the hall. They
can hear other doors slamming open as the
fire teams converge; they bolt for the efeva.
tor bank. Prying the doors open, they can
see the top of the car on floor five. They drop
down to it's top. Thompson  hotwires the
motor, and they start up.

Rogue can hear running feet behind her. She
pauses frorn her vantage pointon floor seven
and fires a quick burst down the stainvell,
How much time? she thinks. She judges the
breathing and the heavy booted tread, and
punches six seconds on the timer, then rolls
out of the seventh floor firedoor. She is
haifway-down the hall when the first of the
charges go off, collapsing the stairwell in on
iself and burying.the pursuing fire teams.

Jamming open the elevator doors with her

gunbutt, she drops down onto the rising car.

“Hold her”, says Toshiro. Dimly, througn
the interface, Alt can feel Akira’s hands
pressing her into the seat. She strugales as
the techs strip her plug guards off and hoid
herwrists. “Canthe programbe run?” Toshiro
demands. His techs nod. Helpless in the grip
of the interface, Alt can only sense Toshiro
jacking himself into the cyberdeck, giving
the command to RUN.

Then her mind is ripped away.
L N

The elevator streaks upwards, the shalt
echoing to either side. They can hear explo-
sions; the sound of running feet, the hammer
of machinegun fire. They pass the burned
out husks of the cars on floors ten and
eighteen. At the twentieth floor, the elevator
starts to slow. Just above them, they can see
the bottom of the express elevator on the
twentysecond.

She is halfway down the hall
when the first of the charges go
off, collapsing the stairwell in"on
itself ond burying the pursuing
fire teams.

“Duck and cover!” yells Rogue. She taps the
transmitter button on her collar and the
world blows up.

She floats naked in a sea of stars. Around her
swirls the matrix of Soulkiller, towering into
measureless space. Alt reaches out with her
enhanced mentality, shaping and forming.
A brief flare of thought, and Soutkiller sucks
away the minds of her three guardian techs,
letting their bodies drop.

From the mind of the head techie, she pulls

" out the access codes to the mainframe's

inner levels. She strips the memory of data,

.downloading it to her hidden files through-

out the Net. Twenty million dollars vanishes
from Accounting, to reappearinasubaccount
under her name. Pulling Toshiro’s signature
from his checking account file, she signs his
name with a flourish.

Using the access codes, she: activates the
room monitor, She can sce the three techs

slumped senseless in their chairs; her own

unconscious body limply sprawled across
the central console. Akira moves towards it. Alt
triggers the room lasers and cuts him in two; his
body hits the floor with a steaming thud.

Toshiro’s eyes widen in shock, then narrow.
as he realizes what has happened. “Con-
gratulations, Ms. Cunningham,” he says
with mock formality. “It seems you have
found a way to escape your demise.”

“You zaibatsu bastard,” she says through
the interface, a tiny voice in his ear. “You're
going to sit right here with your hands on
the table, where | can watch: them.- You
move, and you're laser meat. “ Shetracks the
defense system onto him, locking it to fire at
the slightest position change. Then she
turns back into the Soulkiller construct,
wrapping it's power around her, gathering
herself to transfer back into her body.

The room staggers; lurches, as five pounds
of plastique explosive slams through the
ceiling of the elevator, creating an instant
fireball. The lasers go wild, spilling a maze of
ruby light in every direction. Toshiro throws
himself flat, toppling the cyberdeck and
breaking Alt's connections. She flails wildly

ALL THINGS DARK & CYBERPUNK

with the Construct—too little, too late.

Three figures burstinto the room, smartguns |
laying down a pattern of lire though the
maelstrom. IR suppressed, enhanced vision
on, Johnny spots Al’s still form slumped over
a contour couch. He bend down her, taking
her inhis arms, trembling. Across the room,
Rogue looks away. .

Silverhand raises the big black
gun. A red pinpoint centers on
Toshiro's forehead. “Bang.” says
Johnny. The Hand convulses.
“Bang'"says the gun.

“Well, well, well,” says Thompson, striding
across the wrecked room: towards the
corporate head. “What do we have here?
Looks like kidnapping and maybe murder.
They're going to put you away for-a long,
long time, Toshiro-chan.” His.green cyber-
optic winks bright as he transmuts live and
direct to his news net; his head swivels right
to left with practiced ease as he subvocalizes
the opening to his story; the story he will use

1o break Arasaka in Night City.

ohnny stares a long time at Alt’s almost
lifetess body. There is afeeble pulse. ButAlt—
Alt is gone; lost.in the machine; trapped
behind crystal. Lost forever. Gone,

He stands away from the couch. "Cut trans-
mission, * hesaysto Thompson. The green
cyberoptic goes dark. Silverhand’s own eyes
are featureless white marbles.  The Hand
convulses infury by his side, locking onto the
H&K in it's lowslung hip rig. The metal
fingers lock to the butt, scrabble-clicking
along the parkerized grip.

He just doesn’t care anymore. He's dead
inside. To hell with it. '

Sitverhand raises the big black gun. A red

pinpoint. centers on Toshiro’s forehead.
“Bang.” says johnny. The Hand convulses.

“Bang” says the gun.

Silverhand turns to gather up her still warm
body in his arms. Behind the wall of moni-
tors, a disembodied Alt Screams to him.

‘But he can’t hear her as he walks away. 3

NE\IER FADE AWAY |




: *Of course | work for
I the Corporations.
You think I'm crozy?
Look, you have to!
i be realistic. Appraise

nothing but grunt

Jobs on the Street.
! Most of the good)

) Jobs out there are
managerlal; you're!
bossing a bunch of
Als and robots. To!
score that kind of
work, you need an
Y MBA minimum thesey
X days.

| "So once you've put,
. in six, seven years,’ '
e you want to,
maximize that
4 Investment. And the i
Corporation mokes
that possible. Health!

1 core when everyone,
. else s festering on .
& the streetcorner)
becouse doctors cost

200 eb on hour. !
| Compeny sponsored

L

housing, because the
| average two,
" bedroom home

comes in at|
| 500,000.¢b. Perks,
like an office, a!
| secretary, and o
bodyguard.
"So of course I'm al
! Corporate Man. Only}
} . an idiot wouldn't
be."!
J ~Dave Whindam |

. your optlons. There‘:‘. X
i

Corporate Life
lt;so (B’ig Business As Usual in the
2000's ’

The modern corporations of 2020 are much
tike the corporations of the fate 20th cen-

tury, ‘only much larger and more fully -

autonomous. They are very nearly nations in
themselves, with their own laws, aties,
factories and armies. Most corporations in
2020 are multinational; i.e., they have
branches and operations all over the world.
These branches may be as smallasaresearch
taciiity or sales ctfice, or as large as a major
manutactunng facility and secunty center

There are two types of corporations: putic
and privately held. A public corporation can
and does sell stock to the public. The stock s

for sale in any of the offices of the World

Stock Exchange, and anyone with enough
money canbuy it. Privately held corporations
are more like family businesses. All siock
(and thus ail power) is concentrated in the
hands of a very few—usually partners,
relatives, or one extremely powerful
individual (Howard Hughes would be a good
example).

Most corporations are manufacturers—they
produce some kind of commodity for sate on
the open market. Oil, steei, automobiies,
aircraft, weapons, computers, cybernetics,
biotechnologies; these are only a few of the
literally millions of corporate operations.
Many corporations have several commodities
on the market—they may control chemical
plantsinEurope, computerfactoriesinjapan,
and steelmaking operations in the United
States.

: Mediacorpbrations

One type of corporation that deserves special
attention is the mediacorp. These huge

[ erates grew out of a tend in the late
1980's, in which certam firms bought Lo TV -

retviorks, fim comparies, record comparues,
radio stations, and book, magaane, and even
comic publishers; effectively centraiizng the
mediay under the control of 3 very tew propie.

Entertainment has become genenc and
bland. Print matenial has a “sameness” 3s a .
rundred magazines are produced by the !

same company. Dissenting . opinions and
wddependant produciions are usually buned

under an avalanche ¢t medio hype, of vorse,

o3-opted of dest'oyed. by the wicious

compeliive praciices of the maor :
mediacorps. Stll worse is the efect on newss |
and informaton. Poitical cancidates have °
realized that the right connections to tne -
nght mediacorp exec can win elestions— |

only a short step to where the mecia

corporations actually sclect, package and set

e own candidates. While no major
government is yet directly controlled by a
mediacorporation, most socioanalysts
suspect that itis only a matter of time.

Agricorps - .
The Age of the Family Farm came to an end
somewhere in the 1990s. The Urited States
has always been the world’s foremost
producer of raw food stock. Coupled with
the increasing need tor grain and butk crops
to create aicohol fuels and organic plastics,
agribusiness became one of the most
powerful forces of the post-crash U.S.

]
I. -
"Most people who ! ‘
| don't know anything
| think being a
Corporate is a |

| sellout; you'd lick
. the bottoms of Usr!
| Grinwald's shoes for
a safe desk and g ',
computer terminal. |
" But you can octually .
do some good in the |
; Corporate arena,
’ because warking for I';
i- a Corporation gives b
you a lot of power.

-4y, “Not all Corps are l
' bad guys. Take myl
i bunch. Last year, we
’ " bought up 23,000 "
: acres of Amazron |
rainforest and set It
aside os a bio- |
preserve. Some
people soy we did It |
for selfish reasons;
;’ we make biotech
i animals, and buy_lﬂgI
i - up thot environment
. Just puts a little
: { . more Nature In our
i
t

F)

pockets. i
’ “But I see it another I‘
{  way. That's 23.000'
acres thot won't be
' cut down to make |
i furniture. That's a
dozen endaongered |

!
'
C
}
4
|

| specles that will exist
’ somewhere else’
I . besides a gene |
bank...”
=-lyle Harrison ! .
Staff Biologist, -
Blosystems LTD.
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MEGACORPS 2020 -

Agricorporations now control (directly
or indirectly) nearly 65% of alf of the
farmland in the United States, feeding
roughly a third of the worid’s
population and supplying organic fuels
and plastics to nearly two thirds. As
the technological world underwent
crash conversion from its dwindling
petroleum reserves over to advanced
forms of methanol, ethanol and meta-
alcohol, many of the leading oil
producers bought up agricultural fands
and shifted their refineries to 0rganic

+ fuel production. As a result, a fist of

mostmajor agricorps reads like aWho's
Who of energy corporations.

Corporate Powerbrokering

‘The modern corporation is usuaily or-
ganized as a vast hiérarchy, with a
President and Board of Directors at the
top, and a huge sea of workers at the
bottom. In the middie of this, one finds
k!he"rkealm of the corporate executive, a
struggling ‘middle class overachiever,
usually with the singleminded goal of
grabbing as much power and privilege
as possible. The average corporate
begins as a junior executive, "bossing”
a particular project or group of people.
kAm\,enexxlevel,hebecomesaManager,

" controfling 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 other opera-

tons. They are, in turn, bossed by Vice

Presidents, who control entire divisions
of the company. Near 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 stockhoiders)
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, cheating,
lying and credit stealing. Extortion,
blackmail and frameups are common..

One of the most disturbing factors in
thisweb of corporate powerbrokering
istherole of organized crime, Realizing

in the early ‘90s that the new
megacorps represented an unprece-
dented new field of opportunity, the
powerful families of the Mafia and
other crime groups began to offer
their services as bodyguards, hitmen,
and general corporate enforcers. This
pattern had previously been estab.
lished among the zaibatsu (corporate
tamilies) of Japan, who routinely hired
both ninja (assassin) and yakuza (gang-
ster) clans for their covert operations.
In some cases, the retainers remain
faithful—at least to the people who
pay the most, In other more unforty.
nate cases, the hired guns have taken
direct control of the corporations
themselves, leading to a new age of
intercorporate infighting unchecked
by even a sham of tegality. ‘
Employment Contracts

In the savage world of Big Business,

it’s not unusual for an executive to
jump from fiem to firm, looking for a

big success. To prevent this, most
Corporations require their employees

to sign Employment Contracts,

specifying how long they must work

for the firm until they can quit.

Contracts may run from a year for a

fow-level executive, to an entire

lifetime for a key researcher or

company president.

The penalties. for breaking Employ-
ment contracts are extremely severe;
ranging from garnishment of wages,
lawsuits, and loss of licenses (in the
case of lawyers or physicians),
Corporations have also been known
to use sabotage software and deadly
booby traps to ensure loyalty.
Blackmail is common. Assassination
and kidnapping are expected.

This makes Corporate “headhunting”
(hiring away another company’s staff
for use by your own company) a deadly
game of cat and mouse. Most Corpo-
rations have their own “extraction
teams” of Solos, who, like the KCB or
ClA,  arrange “"defections” of key
personnel from one side to the other.
Headhunting can be especially lethal,
as most corporations will use any and

all means to stop a rival extraction
team.

Corporations
& Goverments

Since the Crash of '96, the govern.
ments of the world have been in-the
uncomfortable position of having to
let the muitinational corporations do
pretty much as they please. Paying lip
service to pollution control, product
safety and minimum wage rules, the
modern multinational usually strikes a
bargain with the local government.
Sometimes this may be as simple as a
_bube to the right places, or military
support for the local dictator. In the
more . sophisticated United States,
corporations tread fightly, going out
of their way to hide their more illegal
operations, and making sure to toe

the line in their more visible ones. On. -

the local level it's often a case of
trading power, influence or money
with the right leaders; a judge o
police chief here, a senator or
congressman there,

One major exception to corporate
domination is the Soviet Union.
Although interested in acquiring the
technologies of the West, the Soviets
have successfully kept most corpora-
tions from gaining any political
foothold within its borders,

Most corporate offices now hold a
status roughly equivalent to a national
embassy, with employees carrying
corporate-issued international
passports and identification cards
(better, by far, than almost anything
national governments can produce).
Since the unfortunate Yasubisu Affair
of 1997 (in which guards of Tokyo-
based Arasaka Corp killed 24 French®
policemen who attempted to storm
Arasaka’s Paris offices to arrest an
executive charged with rape), most
corporate foreign branches maintain
apolicy of shipping criminal employees
back to the company’s home office,

Company negotiators then arrange

to extradite the felon back to the
nation where the crime took place.

The World Stock

- Exchange

The modern corporation rests on its
stock. Stock is essentially a “share” in
the company’s assets, which can be
traded and. sold much like property
cards in Monopoly. Corporations sell
stock to outsiders in exchange for hard
cash, which the corporation can then
use to finance it's activities. As a
stockholder, you are gambling that the
stock you hold (which is a percentage
of the total value of the company) will
increaseinvalue asthe company's assets
increase in value. For example, if in
1975, Cyber Computer. was worth a
grandtotal of $100.00, and you owned
20% of this, your stock would be worth
$20.00. Eight years later, when Cyberis
worth two milion dollars, that same
20% is now. worth $400,000.00! On
theother hand, if Cyber goes bust, that
stock is worth nothing.

The more stock you have, the more
control you have over the assets and
activities of the corporation. One reason
for this is that each share you hold is
equaltoavoteconcerningwhatisdone
with the company. As a general rule, if
you own more than 50 percent of the
stock of a corporation, you have the
majority vote. This vote can be used to
fire or choose the leadership of the
corporation, direct corporate decisions,
andevenforce the corporation tomerge
with another company. ’

The basic form of corporate stock
holding is little changed from the
early stock exchanges (places where
people go to buy, sell or trade stock in
‘companies) of the 20th century, What
has changedis the scale of operations.
The stock exchanges of London,

- Tokyo, New York and other major

cities were merged into a gigantic
World Stock Exchange late in the
1990’s. A generic exchange rate
(known as the Eurodollar) had been
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established, and a system of trading
imposed over the various subex-
changes worldwide,

While there are stockbrokerages all over
the world, the major Exchange offices
are located in London, Paris, Zurich,
Tokyo, New York, Cairo, Rome and San
Francisco. However, with the creation
of the Net—the vast web of
communications that blankets the
planet—- the ability to buy, sell 3nd
trade shares has been extended to
aimost anyone. Investors can now use
their phone nets tocontact theirbrokers
at any time or from any place, even the
remotest jungles. Never before has the
business of making millions on the
“market” been 30 universal. And never
before has the Market been balanced
on such a razor's edge between
incredible  wealth and. worldwide
economic disaster.

Corporate
Espionage &
Covert Activity

in the 2000’s, almost every corporation
employs at least one force of highly
trained covert operatives, specializing
in espionage, counter-espionage,
sabotage, and counter-terrorism. in
extreme cases, measures such as
assassination and terrorism ‘are not
unknown, whether against other cor-
porations or within the corporate struc-
ture itself.

Thisis notan entirely new phenomenon.
For many years, the powerful Japanese
industrial combines, or 20ibatsu, were
known to secretly employ ninjaclansin
‘many of their covert operations. These
connections ‘stretched back into the
distant past, when many of the same
clans served the feudal ancestors of the
2aibatsu rulers. Less covert operations
requiring muscle and a lack of subtiety
wereoftendelegated tovarious japanese
gangster mobs, many of whom had full
or partial interests in the corporations
themselves. As Western corporations
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began to adopt varlous methods of
lapanese managementand production,
itwas a simple step for these companies
to adopt or create their own “ninja”
forces. This historical reference may be
one reason why hired corporate killers
and spies are known on the street by
colorful terms such as ninjo, somuroi,
ronin and yokuzo.

A corporate covert operations arm
usually is made up -of weapons
specialists, computer, technicians, and
wvarious “hired guns”, Aimost all of these
covert forces are cyberenhanced with
the best technology available. Covent
action arms frequently search the
deadzones and arcologies for promis-
ing youngcriminais torecruit, promising
them high pay, the bestenharcements,
and a life of glamor and advénture:

Corporate Wars

\Vhile most aspects of corporate com.
petition remain on the economic level,
there are instances where it moves into
the arena of actual warfare. While these
are notdeclaredwars, per-se, they have
all the ‘aspects of the real thing, as
mussiles, armored vehicles, jet aircraft
and cyberenhanced ground troops are

brought into play.

By its very nature, a corparate war must
be covert—very few nations are willing
to allow two companies to “dukeitout”
on their soil. Early on, mostcorporaticns
hired actual terrorist groups to strike at
enemy targets. Asthese groupsbecame
more undependable,’.the companies
began 0 actually create battle forces
disquised to resemble terrorists. Many
terronist groups such as the infamous
Red Flog Army and the New Aryan Sons
are actually fully equipped corporate
strike lorces, whose seemingly random
attacks on rival offices and strongholds
are part of farger covert warfare actions.

A corporate war never lasts longer than
necessary—if combat activity becomes
néticeable, there is too great a charce
of government intervention. While no
corporate army js yet powerful enough
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to challenge a major government
directly, there are already reports of
smaller nations who have capitulated
to the power of the business armies.

The
Corporate City

In the 1960°s thru *70s, soc:i unrest
and upheaval tore througn the central
cities of America, leaving burnec out
tactories, a~d
dying businesses in it’s waxe. “.1agt
major corporations soon moved e
operations to safer suburcan business
parks and malls.

7 But as real estate prices tegan 1o nise,

andthe suburks became more crowded.

“the major compan.es Segan i
T reconsidertheir stratecres . 3

e s
1980's, corporations waraing wath

governmenu becan 10 feraoitate the.

inner city. The corporatiéns proviced
themoney fornew buicings. snocming
malis and mode! community areas,
while the government proviged tax
incentives, inexpensive land, ana Do-
lice protection. By 1989, many inner
Cityareas across the U.S. including New
York, San Francisco, Baltimore and
Boston had undergone this
“gentrification” process.

The human cost of this restructuring
was the displacement of the
“undesirables” of the urbandead zone.
Poor, drug dealers, pimps, gangs and
streetpeople were all pushed out trom
the city center, creating a region
bounded on one side by affluent
suburbs and on the other by the now
showcase central city. This “doughnut”
effect had a further impact on the
community—by shoving the dead zone
inhabitants between the two areas,
crime rates on both sides of the line
began to skyrocket. Street gangs rou-
hnefyshumed between the middle class
suburbs and ' the model inner city to
prey on new victims.

By the mid 80's, corporations routinely
hired guard patrols to supplement

already overloaded city police forces.

. quretly arrange %o cover the incis

These corporate police were
weli paid and had access to the
best equipment available. As
police services began to
collapse throughout the U.S,
many cities took to hiring
corporate forces outright,
deputizing them and turning
ety law enforcement over 1o
them, ».

The ¢orpcrations were squal
10 the sk, Ruthlessly, they
eauered tne:r teams with the
bestweaponsand armor. \When
Wn arrest was made, they mace
the  best. use of the:
corsderable legal taient and
intiLence o ensure the severest
peralties. When anoarrest
wasn's possible, they ofien re.
sorted 10 the harshest of
_poicigs. Entire gangs weuid be
e mated in a singie night by
"edVY NEIDORS eams ang ar.
mored vehicles, The bodies
wOUd summarily end up i the
lancfit, and the iegal satf wou'd

dent over.
Inthe 2000°s, the corporations

usually control both the inner
city and a large portion of the

company owned suburban
developments outside of the
city. Tofacilitate their commuters, many
of the megacorps have installed lightrail
andunderground systems between the
showcase innercity and the well-
protected suburbs. Patrolled by
corporate guards, monitored by
cameras and the most sophisticated
sensors, these railways are always clean,
quiet and ominously crime free.

Corporate Suburbia

By 1990, a two bedroom house cost a
median $200,000.00; more than most
families could hope to raise. As the
corporations fought for skilled
employees, they realized that an
affordable home could easily become
one of the many fringe benefits to offer
a prospective worker. Soon, in the U.S.
and abroad, corporations began

building or buying large tracts of
housing, which were then offered at
drasticaily reduced prices to company
members

A further stage of development was
reached in 1995, when, in the historic
Tennicorp vs Davis decision, the Supreme
Court ruled that while a corporation
could not restrict housing sales on the

basis of race, creed or color, it did have '

the right to offer housing to its
employees on a preferential basis. Asa
result, most areas of corporate suburbia
are routinely comprised of upper

middle-class execs and their families.

While made up of widely varying races,
religions and nationalities, alf corporate
communities share acommon origin—
the Company.

Corporate
Profiles

The following report contains essential
information and breakdowns on some
of the 21st century’s most prominent
and powerful corporations. These
profiles are intended to be used by the
Referee as guidelines, not as inflexible
parameters. )
Head Office is the location of the firm's
board of directors, usually, but not
always, the largest and mostimportant
executive facility the corporation has.
Offices are other manufacturing. or
executive sites owned by the
corporation. Listed sites are major offices.
A corporation may have small bureaus
worldwide.

Stock is the total number of shares in
existence for that corporation. Listed in
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each profile is the name and location of
residence of that company’s major
shareholder. This is the single person
who wields the true power behind the
company. Any person of organization
(such as the board of directors) which

holds over 50% of the total stock wields

ultimate control over the corporation.
Open Shares are the shares currently up
for sale on the World Stock Exchange.
Usually in the neighborhood of ten
percent.:

Troops represent the combined number
of combat soldiers available to the cor-
poration.- Usually, troops are spread
among the offices of the corporation,
with heavier numbers stationed at
potential trouble sites or high_security
compounds. Covert Operatives are

CORPORATE PROFILES

industrial and political esélonage agents
and covert combat Operatives. Among
other things, troops and covert
operatives are used in the dangerous
fieldof corporate extractions, removing
valuable personnel from one
corparation to another, either by
riefection or force.

faupment ang resources are the
«ohucles, techrnlegy and weapons
o xned by the corporation, as well as
equioment it can commandeer of
srocure from other sources. such as
governments, in an emergency. Most
<0rporat:ons own  private he'icopters
and jets which can be retrcfitted for -
ragid depioyment and combat use, as
weil . as dedicated  military
vehicles...commonly the AV.d urban
assauit venicle and the Osorey U V-TOL -
aircraft. The Oscrey 1l is aiso used as 3
corporate ‘ransport in hign.secuyrity
situations. Large companies main@ina.
private airlift capability, usually using -
the Boeing C-25 heavy cargo aircraft.
The C-25 can haul six AV.4s, two
dismantled Osprey Hs, three tanks, or
five hundred troops depending onhow
it is fitted. Combination loads are also
possible due to the aircraft’s modular
interior design. It can be assumed that
such things as armored fimosines and
high-tech site security are standard.

Some corporations have small orbital -
workstations for specialized zero-g pro-
duction and research, These worksta-
tions consist of a number of pressurizec
“shacks” with no gravity of their own.
The shacks are anchored together by 2
flexible structural framework that also
supports power and life-support pods,
and are normaily staffed by afewdozen
people and a small contingent of space
troops. These stations also maintain
weagons systems to repel attack from
rival corporations if necessary. Worksta-
tions each have a few small pressurized
andunpressurized service and transport
vehicles. Alf corporations, with the ex.
ception of the Orbital Air Corporation
rely on government lifting vehicles. or
Orbital Air to shuttle products and
personnel to and from orbit.
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Multl-role computer and
electronics manufocturer.
* Headquarters: Hamburg.
* Regional Offices: W. Berlin, Rome,
Madrid, Paris, Stockhoim, Ceneva,
Oslo, Helsinki, London, Tokyo, Cairo,
b Jerusalem, Los Angetes, San Francisco,
| Washington, Chicago. Dailas, New
York, Hong Kong. -
» Name and Location of Major Share.
hoider: Or. Rudolf Muier, Bremen,
:Cermany, holding 20 8% of totai

Employees: -
1,000,000

.~.20,000

2000

ackground: In ‘the late 1990°s, EBM,
“diready the largest computer and high.
tech manufaciurer in.the world, and one

= 'of ‘the most significant corporations in."
existence, pulled off the greatest free.

* market hostile takeover in history. Led by

" .master corporate. raider Dr. Kurt Muller,
this maneuver caused the merger of
EBM  with many ' other prominent
computer companies around the worid,
consolidating EBM’s. aiready fearsome
market power. Currentiy, Mulier, and his
two partners in the triumvirate, U Crun.
walder of Munich and Sir Nathaniel Poote -
of London, comprise the majority vote of
€BM, holding 52.19% between the three of
them. Their long-term goal is to consofi-
date as much of the world's high-tech
manufacturing as possible under their la.
bel by any means.

Equipment and Resources:  Dispersed -
among the EBM offices as dictated by
need are forty-six AV.4s, twenty Osprey Il
V-TOL attack craft, twenty corporate jets
for the use of the executive board and five
heavy cargo planes. In addition, each of.
fice has two helicopters and a fully statfed
¢clinic and infirmary. EBM's power and
stature gives it access to the highest levels
of military technology. EBM al36 has a top
secretunderground medical and research/
training facility hidden in the Alps. E8M
maintains 2 small orbital research facility
with about thirty researchers and ten
soldiers.

EETATECH

Wetwore ond k_ompuler hard-
wore and software design.
+ Headquarters: Cupertino, Cali-
forma. {Silicon Valley).
* Regional Offices: San Frandisco,
San jose
* Name and Location of Major
' Shareholder: Bob Rosemont, New ™
York, hoicing 58.8% of total shares,
* Employees:
* Worldwide _Troops Covert
12,00 150 12

Background: Zetatech is a typical upé
and-coming nigh-tech company doing its
best to grow and diversify. It has carved

itself a smail niche in the industry through'

the traditional methods: quality products,
industrial espionage, and strategically
applied vioience. Having made it over the
firsthurdie, Zetatecn is attempting to build
3 heavy name for itseit by expanding
overseas, the sssured way toward success,
and a hign inflow of stable* EurodoMars.
This means encroaching on markets occu-
pied by other companies, most.of which
are not inclined to share ‘their profits,
Zetatech's Y a3 an established,
growing,: but small and relatively weak
company make it 3 prime target for hostile
takeover, anc they must be continually on
/guard.

Equipment and Resources: Three AV.4
assault vehicles, three helicopters, one

“private jet based out of San Francisco

international Airport. Each office has an
emergency first 3id infirmary, but only the
San Francisco office hasa surgery capable
trauma ‘center, Tre military hardware
available 1o Zetatech is only of
moderate  power. High-tech personal
arms, armor and vehicular weapons sys-
tems are readily available, but only limited
amounts of heavier weapons are  avail-
able, and usually they can not be obtained
on short notice. Zetatech has no airlift
capability of its own, but could arange
accesstoheavylifting aircraft given enough
ume.

Natlonwide broadcasting service,
* Headquarters: New York.

* Regional offices: Atlanta, Chi-
cago, New Orleans, Dallas, Indian.
.apolis, Denver, Arizona, Portland,
Seattle, Los Angeles, San Francisco,
Oetroit, Washington, with subsidiary
stations in-most major cities.

* Name and tocation of Major
Shareholder: Edwin R. Dreyer
Foundation, under control of Michelle
Dreyer. Located at Filty Pinés Ranch,
near Santa Fe, New Mexico. The es-
tate controls 27.9% of alf shares,

* Employees:

*Worldwide _Troops __ Covert
78,000 . ..5,000 . 750"

Background: Network News 54is a wave-
length monopolizer, operating on the
same frequency across the country, Ac-
cordingly, no matter where you go in the
country, Network News 54 is on Channel
54. Despite its name, News 54 offers
many diversionsin addition to news. Every
regional office offers a slightly different
schedule to its district, with syndicated
series, non prime-time movies, independ-
entlocal news programs. Certain elements
of the broadcasting are universal nation.
wide, such as prime-time series and bi-
hourly national and world news shows,

Equipment and Resources: Network
News 54 owns 42 AV-4s, ostensibly used
as mobile news gathering and broadcast-
ing facilities. These vehicles also retain
much of their combat function, News 54
aiso owns 30 helicopters for weather and
tratfic reporting at each of the network
offices, a3 well a5 for shuttling company
executives, and ten corporate jets and five
Osprey I aircraft. The network has stan-
dard personal equipment for its troops,
but fittle access to military weapons of a
non man-portable nature, with the excep-
tion of a few vehicles. News 54 has no

|~ airkift capability of its own.
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Cargo and passenger transport
to Eorth orbit, and maintenance

of commercial orbitol facllities.
* Headquarters: Nairobi, Kenya.
* Reglonal Offices: Anchorage,
Vancouver, Montreal, New York,
Washington, Miami, Houston, St.
Louis, Chicago, Denver, Portland, San
Francisco, Los Angeles, Mexico City,
Rio De Janiero, London, Paris, Madrid,
Cairo, ‘Sydney, Singapore, Tokyo,
Honolulu 3nd the johnson Orbital
Facility in low Earth orbit.
* Name and Location of Major
Shareholder: Antoine DuBois, Paris,
holding 15.2% of :otal shares. .
* Employees: i
*Worldwlide _ Troops _ Covert

104,000 10,043 700

Background: Orbital Air holds a key posi-

tion in the twenty-first century; with their . |
targe fleet of French-made Hermes space- |

planes they monopolize all orbital lifting
capability, with the exception of a few
governments, none of which offers com-
parable service. Many corporations rely
on Orbital Air for transport of cargo out of
the gravity well. The Euro-Space Agency’s
Crystal Tower1-5 colony, a massive orbital
hotel complex for the uitra-rich, would be
out of business without them, With 2l
commercial space bound cargo depend-,
ent upon them, Orbital Air is.in a lucrative
position that it would like very much to
maintain, Alarge part of OA’s budget and
covert resources is put to use ensuring that
they remain the leader in orbital technoli-
ogy. and that the competion does not
make it off the ground, literally or figura-
tively. ‘Currently, their eye is on China,
which is improving its commercial lift ca-
pability rapidly. Also, Euro-flight
Corporation is expgnding its operations,
and expecting to bring orbital services on
line soon. This has OA worried about its
monopoly. The johnson Orbital Facility is
a transfer station for passengers bound for
the Crystal Tower, where they switch from
the space-planes to space transport shuttles

assembled at the OA orbital workstations,
or purchased from the Euro-Space Agency.

Equipment and Resources: 35 orbit ca-
pable Hermes Scramiet space-planes, 35
corporate jets, twohelicopters per office,
70 AV-4 urban assault vehicles, 15 Boeing
C-25 heavy cargo jets, and 30 Osprey H V-
TOL aircraft, Al major offices have surgery
capable infirmaries. Orbital Air is well
equiped, and hasaccess to almost all fevels
of military equipment. It is primarily inter-
ested in space defense and air-superiority
weaponry to protect its- orbital and air-
borne resources. tn addition to the johnson
Facitity,. Orbital Air_ maintains two smail

crotech is worried not 30 much about
acquiring proprietary data through
espionage  as protecting itself sgainst
such theft. This is where most of its covert
and military resources go, as well as a
sizable amount of its own computer power,
Microtech must be vigilant for external
threat as weil, however, as there are severat
larger corporations. who would like to
acquire Microtech, or see it eliminated in
order to further the success of their own
products. Accordingly, Microtech is at-
tempting to beef up both its financial and
military security.

Equi t and R

P

maintenance and research: work L
and has.a small fleet of orbital vehictes to
transport crews between the facilities.

B e
—
g Microtech

Ultra-sophisticated mainfromes
and workstations.

* Headquarters: Dallas, Texas.
* Regional Offlces: Sunnyvale,
California, Miami, London, Tokyo.
* Namie and Location of Major
Shareholder: Stephen Lew and
family, San Francisco, holding 55.5%
of total shares.
* Employees:
* Worldwide  Troops _Covert

52,340 1,000 52
R
‘Background: Microtech does one thing,
and they do it weil: build tull-size comput.
ers. They concentrate ail of their efforts
intoimproving their mainframe computer
systems, without dabbling in cybernetc
computers of mini-computers. indeed,
they take pride in the fact that their main.
frames and workstations are used by other
companies to design those types of sys-
tems. They are to the 2000°s what Cray
wastothe 1980's and '90's, buton alarger
scale. Microtech is the industry standard,
Delense agencies around the world rely
on Microtech mainframes, and the Euro-
Space Agency has several. With its hold on
the specialized mainframe industry, Mi-

u:.m venicles, ten helicopters, two Osprey
Wis and three corporate jets are dispersed

among the offices. Microtech has access

to sophisticated miltary hardware on

faly small scale, with good amounts ef -
personal weaponry and armor, inchuding -
man-portable heavy weapons. It has ro

heavy, mobile armored vehicles (such s
*anks);, and only limited access to other
vehicularly based heavy weapons. With
sufficient time, however, Microtech can
usually acquire whatever equipment it
needs. Only the Daltas office has a surgery-
capable medical center, but ait of the
other offices have well staffed infirmaries
capable of dealing with most non inten.
sive care needs, including trauma and
iliness. Microtech has no orbital platform
otits own, but it occasionally ships experi-
ments up by Hermes space-plane if zero
gravity is required.

OORPORA'I’E PROFILES

ces: Six AV-4 a5
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B Terhnien

Cenetle rnglnn-rlng,
miceoblotogicnl and blochemical
research,
¢ Headqguarters:  Rome
* Reglonal Offlces: London, Ronn,
Pariy, anct La Jolla Cahtornig
* Name and Location of Major
Shareholder: Nioln Loggaga,
Monte Carlo, Monaco, holding
13.8% of total shates
s Employces:
* Worldwide Troops_ Covert
36,256 1,833 124

INFOCOMP
rw e ——— ]

elni v ]
Corporate think-tonk ond
Information brokers.
* Headquarters: Lo Angeles.
* Reglonal Offices: San Franciscn,
New York, Washington, Chim’?’u,
Denver, . Vancouver, London,
Honoluta
* Name and Location. of Major
Shareholder: Robert D, {Bob) A\
varez, Kapaas, Kauai heiding 19.2%
of total shares.
* Employeces:
*Worldwide __Troops . Covert
9,352 400 34

Background: When the tuel crisis really
Began toatfect the industnalized comniny-
nity :n the fate 19905, Siotechmica, then 3
small tiem with anly one office, came Up
with the answer: CHOOH2'™ (pronounced
chew two’). CHOOH2™ (not.its ‘actual
chem:cattormula) is o compsiexarain alco-
ot produces by genctically enguneered
yeasls  3ng. - wheat strains crested by
Biotechinica. The potential of CHOOH2™
was realized gimost immedistely after it
was introduced, and within a few years it
fuel burning vehicles and power plants
had converted 10 the new fuel. Although
- Biotechnica held worldwide patents, it
. lacked the production facilities to meet
worldwide demand, forcing it to license
production to several large agribusinesses
andpetro-corporations. These deals made
Biotechnicaan extremely wealthy, but stitl
not particularly large, company. It is cur-
rently expanding, and working onits neat
big biotechnical breakthrough.

Equipment and Resources: Biotechnica
has ten AV.4 assault vehuctes, five <orpo-
rate jets, three Osprey I aircraft and one
Boeing C-25 heavy cargo jet, moved as
needed among its olfices. In sddition,
each office maintains two helicopters and
& surgery capable infirmary. Due to the
worldwide importance of its develop-
ments, Biotechnica has a fair amount of
power in the political community, and it
an usually obtain whatever military
equipment it needs, sithough some iterns
may take more time to procure than others.
Biotechnica has one orbital research work.
station.

Background: Infocomp bruvides scien.
tite, techmeat and personal data pertain.
nQ o any subject to anyone who can
afford to pay for it. The ultimate detec-
tives, they pride themsclves on their elite
scientific. and research statf’s ability to
unearth, coguate, formulate and theorize.
For the right price, clients can access
tinfocomp’s buge library of existing infor-

mation, of have them provide information -

pertaining to a subject not yet explored.
Watch out—the tougher the problem, the
higher the bil. . . ,

Equipment andResources: Each office has
a surgery capable infirmary, an Osprey #
aircralt, aprivatejet, two helicopters, two
AV.4 urban assault vehicles, several Micro-
tech Corp. advanced mainframes and an
extensive library and and information
gathening network,

MERRILL,
‘ASUKAGA
& FINCH

Exclusive Investment and
financlal coumeling firm,
* Headquarters: MNew York,
* Reglonal Officus: San Frang iscn,
Lus Angeles, Chicago, Hong Kong,
Tokyo, London, Panis, Munich, Rome.
* Name and Location of Major
Shareholder: How.ird Merrill, New
York, holding 22.0% of totai shares.
* Employeces:
> Worldwide . Troops Covert
21,926 100 10

Background: if you have money, and you
want more, or you just want it safe, Mernll,
Asukaga. and Finch are the people to talk
to: They are without 3 doubt the top

- people in investments of all kinds, from

stock to real estate tc frog-larming fu-
tures. ‘However, it you don't have 3 good
dealof moneyin thefirst place, they aren’t
interested— the commission on a $1000
investmentisn't worth their rather expen-
sive time. MA & F's high caliber of service
has attracted many of the richest and most
powerful people in the world. If, for some
reason, they were to go bankrupt, some of
the greatest powers in the world, both
legal and illegal. would be overturned.

Equipment and Resources: Dispersed as
needed among the offices are 15 AV.4
assault vehicles, eight corporate jets, and
two Osprey N aircraft. Each office also has
two helicopters and a non-surgical infir-
mary. Merrill Asukogo & finch controls the
tinances of many powerful people, and
even some small nations, Accordingly,
they can command a great deal at short
aotice, including politicat favors and pow-
erful military equipment.

.
World Nets Serviee™
Worldwide news service,
* Headquarters: Londnn,
* Roglonal Offlces: Anthorage,
Seattle, Otlowa, New Yok, Washitiy-
ton, Mismi, Dallas, St Louls, Chi-
cago, Denver, Portland, Sen Fran.
cisco, Los Angeles, Phoenix, Mexico
City, Caracas, Rio De janicro, Osla,
Stockhoim, Hebsinki, London, Berlin,
Jerusalem, Cairo, Tokyo, Honoluly,
Tangier, Beijing, Shanghai, Crystal
Tower.
* Name and Location of Major
Shareholder: Mahmet Al Hamedi,
Riyadh, holding 31.6% of total shares..
¢+ Employees:
*Worldwide _Troops _Covert.
215,000 7.005 644

Background: WNS keeps tabs on the
world, by any means possible. Newspa-
pers and news stations around the world
pay large amounts of money to receive
WNS stories via the WorldSat Network.
WNS has more offices than most corpora-
tions, but most of these offices are fairly
small and limited in function, intended to
serve only as bases ol operations lor the
Operatives and reporters working in an
area. WNS has at least a small office in
almost every maijor city in the world, but
these are sometimes no more than rooms
with a few provisions, one resident agent
and a Telecom-Terminal linked to the
nearest regional office. Few competitors
can match WNS’ information gathering
capabilities, and WNS ensures that it re-

mains at the forefront, not only through *

legitimate means, butalso through spying,
espionage, sabotage and ilfegal snoopin

of all sorts. WNS$ does not run any stations
of its own, choosing instead to broker its

. information to the highest bidder. There

isno shortage of buyers, as ratings-hungry
broadcasters will fork over miltions for
exclusive rights to an especially juicy story
and the included multi-media presenta.
tion  package containing WNS' videos,
write-ups and commentaries,

Equipment and Resources: Dispersed
among the regional offices as needed are

65 AV-4 urban assault vehicles, twenty-
five Osprey Il aircraft, twenty-five corpo-
rate jets, and five Boeing C-25 heavy cargo
aircraft. Each reglonal office has two hell-
copters and an Infirmary. Only the ton-
don, Los Angeles, New York, Paris, Tokyo
and Seoul offices have surgical capability,
WNS has access to moderate levels of
military technology, including personal
amor and weapons, light vehicles and
aircralt,

PETROCHEM

Petrochemical products. and |
agribusiness. Worlds’ lorgest

- CHOOM® producer.

* Headquarters: Dallas, Texas,
* Regional Offices: New -York,
Washington, - Miami, Chicago, San
Francisco, Tokyo, London, Hamburg,
Hong Kong, Paris, Rome. Oil fields in
Canada, Texas, Alaska, California and
Antarctica. Agricultural areas in Cali-
fornia and the Midwest and Southeast.
* Name and Location of major
shareholder; Elien Trieste, Crystal
Tower orbital facility, holding 23.7%
of total shares.
* Employees:
* Worldwide _Troops _Covert
338,000 30,000 2,500

Background: Petrochem Industries keeps
the world running, literally, They are the
world'slargest producer of CHOOH2, and
control millions of acres of arable land
across the United States, This land Is used
to grow the genetically altered wheat that
is used to make CHOOH2. (Surplus grain
is shipped across the world as food.) Pet.
rochern is also one of the largest remain-
ing oit producers. With the oil supply
dwindling, all remaining fossil. fuels are
used to make plastics and other synthet-
ics. Petrochem has more fertile oilfields
than any other company. All of these
assets are huge, and accordingly hard to
protect from other companies that would
like to usurp Petrochem’s wealth. As a
result, Petrochem invests huge amounts

CORPORATE PROFILES

of money in protecting itself, maintaining
an armed force worthy of a smatl country.
Currently, all of the major petrochemical
corporations are in 2 research race to
come up with a viable artificial plastic base
to entirely replace petroteum products.
Consequently, industrial espionage is rite
in the industry.

Equipment and Resourcest Petrochem

as vast interests (o protect, and Is thus

“Hiercely armed. Dispersed among ther

major offices, oil ficlds and agricultural
areas are 150 AV-4s, forty Oiprey il air.
craft, ten Boeing C-25 heavy cargo jets
and fifteen corporate jets. Each office has
three helicopters and a surgery capable
infirmary. Petrochem has considerable
access to the highest fevels of military
technology, due to their national and
worldwide importance. They also have a
large orbitat research facility that is well
protected, physically and electronically.

A
INTERNATIONAL

Ambulance and paramedical
- services

* Headquarters: Los Angeles.
* Reglonal Offices: World wide in
all major Cities R
¢ Name and Locatlon of Major
Shareholder: Carrie Lachanan of
San Antonio, Texas, holding 33.3%
of total shares.
* Employees:
* Worl,

16,526 350 25

I

Background: As one of the fargest private
medical firms in the world, Trauma Team
provides ambulance services and para-
medical supportior a clientbase of atleast
fifteen million people. Equipped with top
line AV type vehicles, Trauma Teams pro.
vide an essential service in the 2000's—
recovering wounded clients from the field.

Equlp and R Dispersed as
needed among the offices are 1,305 AV-4
aerodyne: vehicles, thirty corporate: jets,
twenty two Osprey i aircraft and four
Boeing C-25 heavy cargo jets. Each office
also has it's own surgical-capable infir-
mary.

<A
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WorTus at

Communications
Neotwor
Satellite tramsmivslon and
communications,
s Headyuarters: ffare
s Reglonal Ottlcos: Loraton R

A S AN SIS TTI N { IV R

vy, VWarhuiagton, ey
orto, Token, Beerig,

[t N

* Name and Location of Major
Shareholder: Ravmond Roaweas

Aty o Srencty Riviera, totd

2,444 ASH

: lackqiound: w@wldSat hasihe monopoly

on tyrge-scaie satellite communications,

anc - responsible.for the ransmnsion ot
phone, minary, computer and commer.
cid data These communications are cru-
cidl wericwede, and their disruption could
be disastrous. WorldSat invests 3 great
deat in making sure this dovs not happen.
i The satelites are even shielded against
eleciro-magnetic pulse, although no one
is_really sure how well this will work,
Although it is illegal, it is also posuible for
WorldSat to monitor any of the communi.
cations it is transmitting,

Equipment and Resources: Dispersed as
neeced 3mong the offices are thirty Av.4
#153u° emcres, twelve Osnrey IF awcraft,
tive corporate rets and three Boeing €25
Reda argn et Each oftice aiso has two
heticopters 31a 3 surgicat inhrmary, World
Sat's sateihtes are crucial 1o many nation'y
communu ations,  Consequrntly, most
high-tech military hardware o avaslabie to
them on short notice.  WoerldSat has a
large, weil protected orbital service
facility.

ARASAKA

Corporate securlty, corporate
police ond varlous corporate
siiboperations.

s Headguarters: Tobye
e Heglonal Oftices: “arn Lagure, Hinw)
Peang hara byoto, Ranghok,
Banttbnd ‘natoey Lonbon thamising,
Farn Machind Kovpe cenesa, Hetanks,
The Haqgue, Ruo de faweto, Montreal,
Yashurston, San Fran.
o, Les Anaedes, Cheano, Hon-
Subortces throughout the

* Name and Location of Major
Shareholder: Saburo Arasaka, To-
kvo, hohting 19-9% of total shares.
* Employces:

* Worldwide  Troops:  Covert:
1000300 100000 - 5,000

Background: i you want it protected,
these are the people to speak to. They
maintan the fargest armed force of any
corporation, although they do not main-
tain & particutarily lorge amount of on.’
hand military heavy weapons. These troops
are mostly licensed out to other firms as
corporate security guards, couriers and
mercenadties. They are the best trained
and hardest in the business, and will fol-
low their client's orders second only to
Arasaka‘s. Tothe Arasaka corporation, they
are layal to the point of death. Arasaka is
more interested in fostering its own politi-
€3l goaly than protecting other compa-
nics, and they use their position of trust
with major corpordtions yround the world
10 qain wsice lormation, contacts and
advantages that will heip them to realize
ther ultimate aoal of peiitcal and aco-

nurtte conteni of fapan

Equipment and Resources: Dispersed
among Arasaka’s offices are 250 AV-4 as-
saultvehicles, 250 Osprey ltaircraft, eleven
corporate jets and twenty Boeing C-25
heavy cargo jets. £ach office also has two
helicopters, and 2 surgical infirmary.
Arasaka’s wealth gives it access to atmost
alt levels of military technology on fairly
short nofice. Arasaka has 3 secret traning
facility in Hoikmdo, wheee it trang ts

secutty trrinps and Opeeatwves

MILITECH

Arms monufocturing and
disteibution, mercenaries.
= Headguarters: Washimgton i) o,
* Reglonal Ottices: Mew Youk,
M, Clieavgo, Montreal, London,
Rome, Zuth, Night City, Wastumg.
ton, Los Angeles, Toronto, Tokyo,
Beijing, Hong Kom).
* Name and Locatlon of Major
Shareholder: Cen. Donaid Lundee,
USMC (ret.), Annapolis, Maryland,
holding 13.9% of total shares.
* Employees:
ide___Yroops __Covert.
100,000 2,033

Equipment and Resources: Dispersed
among ils offices and mercenary forces as
needed are 200 AV-4 urban assault ve.
hicles, 150 Osprey ¥ aircralt, tiwenty cor-
porate jets and twenty Boeing C-25heavy
cargo aircraft. (Usually, 50-75% of this
equipment is in the field at any given
time.) Additionally, each office has two
helicopters, and a surgical infirmary.
Naturally, MTihas accesstolarge amounts
of the best military technology available.
MTI maintains secret training camps in
Texas, the Sierra-Nevada Mountains of
California, and Florida.

Background: MTl is the world's targest
producer and seller of military weapons of
ol kinds. From revolvers to tanks to jet
fighters, MTlis a major military suppiier to
the United States, and the United States,
in turn, is MT1's largest customer. MTI wilt
deal worldwide with anyone who has
money, MTI's mercenary forces and in-
house supply of weaponry make it the
most militatily powerful company in the
world, if not the most economically. That
will come later. . . .

ALL THINGS
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N "I love this place,
On the other

-hand, I've also

been accused of
belng a

- masochist,”
. =~johnny Siverhond

”Nbbbdy ever
feaves Night City.
Except in a body
.=+ . bag'

‘ Fallen Angels.

-I/“ Not to mention

’ - the Legion, the

Chromers, the

Gilligans, the

Inquisitors..."

/ . —18. Strawberry

Morressey
NCPD

‘W  "Night
A City....Ahwoooo!"

" «~Unknown
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WELCOME TO iy
NICHT CITY
Night City is 2 modern urban
- environment, complete with
dark steents, filthy alleys and
tovedy clubs. Where is it bo.
Cated T What's ity real name?
Notimportant. Night City i
arry big city in the world--it
couhb by fate rwght

and up agaumnt the wall,

The important thing about
Night City is the feel, not the
substance. It shoutd bé s place
thatthe Reeree has animme-
diate grasp of, allowing him
to_give: his- descriptions. the
proper “you are there™ ambi. .~
ance; Night City plays best
when you use:a city that the
‘players-are somewhat famii-
iar with; the: recagnition of
street names and places jux-
taposed with Boostergangs
and hovering 3tsault vehicles
will make the 215t century
even stranget than fiction.

| Night City:
| The Overview

Name: Night City

Founded: 1994

Poputation: 5,000,000
Businesses: Technlcal light
lndustry. trade, clectronics.

Background

Night City is a moderately-sized c-ly lo-
cated on the west coast of the United
States: It has a population of about five
million in the Greater Night City Area, with
the majority living in sprawling suburbs to
the southwest. The city itself lies on a large
bay, surrounded by several small subcities
and suburban communities (Westbrook,
Heywood, Pacifica, South Night City).

But we realize some ol you

don’t live in a major urban

area. For those-of you who
. €Nt just'use 2 map of your.
. - home town, here’s our own - .
.- Night:City to begin your
 adventures in, a

Years of poliution, neglect and one of the
most corrupt governments in the world
have reduced most of these cities to clut-
tered, semi-deserted sprawis, with burned
out homes, empty shopping malls and
rampant street crime.

History

Night City was founded rather recently as
cities go. Betore 1994, the city was merely
aclutter of unincorporated suburban sprawi
between San Francisco and Los Angeles.
During the Collapse, an enterprising land
developer named Richard Night bought
up the majority of what was later to be-
. come the Corporate Center and City Cen-
ter areas. He proposed to start a new, safe,
-1 clean corporate city, free of crime and
urban blight. By offering lucrative tax

packages to several major. corporations
(PetroChem, for example, had established
drilling rights off the coast), he was able to
establish a strong economic base as well as
an instant population of corporate em-
ployees.

As planned, Night City was a clean, open
community with rapid transit, and safe
streets. Untortunately, Night's plan went
awry. In using his own advanced building
techmques and materials, he excluded a
number of established. unions and con-
struction firms, many of these controlled
by organized crime syndicates. Four years
afterinitial construction, the powerful gang
bosses murdered Night and took over the
Night City project.

Between seiling contracts to their cronies,
setting up drug and extortion rackets, and
generally inviting the scum of the Collapse
into the area, the gangs managed to turn
a relatively clean, modern city into an
embattled war zone. Crime, drugs, prosti-
tution, random violence and cybernetic
terrotism soon became the rule of law. By
2008, the name Night City had taken on a
grim and deadly new meaning.

The Corporate Takeover: By 2009, the
Corps decided they'd had enough. Infight-
ning strikes, covert Solo squads eliminated

most of the gang leaders and established a-

Corporation-controlled City Council. The
newly elected Council, faced with chaos in
the City, deputized Corporate security
forces and allowed them full authority
within the City limits. The Corporate and
City centers were cleaned out and restored

/ to their pristine state. The old Harbor
Mall (originally built in the 1980's),
was demolished and the New Harbor
Mall constructed.

The Present

Night City today is a rapidly growing
urban reglon, still rife with urban vio-
lence andstieet crime, but with strong
economic: grawth in the Corporate
sector. it is the quintessential city of
the Cyberpunk future—gritty, dan-
gerous, but possessing an urban slick
and stylish cool that makes it unique.
As Bes Isis, Net 54 newcaster and one
of Night City's most wellknown public
figures puts it—

“Nobody ever leaves Night City. Except
in o body bag.”

Particulars
Political

The Night City Mayor's Office owes
everything to the Corporations, and
accordingly, the Corps can do any-
thing they want in Night City. The
current Mayor of Night City is Mbole
Ebunike, a well-trained corporate
puppet recenlly elected for his sec-
ond term in 2020.

i+ Public Services

Hospitals: There are two public hos-
pitals (City Medical Center; Crisis
Medical Center) in the Central Night
City area, as well as another seven in
the Greater Night City Area, There are
atleast four private medical centers in
the City as well, mostly catering to
cyberwear installation, boplybanking -
and biosculpture work.

Informatlon: City information is pro-
vided for a nominal fee (1eb/min) via
Data Term. Data Terms are located on
the corners of most (60%) City Streets,
and can be used to access informa-
tion, computer services, fax-mail and
Net input.

Law Enforcement: Although much
of Night City has been brought under
Corporate control (these areas are

" mavericks and loners are just too crazy

known as the Corporate Zone and are
heavily patrolled by hired security),
pockets of urban blight still infest the
Marina, Harbor and Lake Park dis-
tricts. Crime in these Controlied Zones
is kept in check by brutal security
sweeps and constant surveillance, The
South City is still a seedy rulny ol choap
tract howning, spreading inter an area
o blighted, itis known as the Combat
Zone.

City Police Services: Police in Night
City are-scattered, poorly equipped
and badly managed. Cops can often
be bribed or convinced that they just
don't want to get invoived. The most
incorruptable people on the Force are
in C-SWAT, the CyberPsycho Squad.
Determined and dangerous, these

to care about being on the take.

Transportation

Public Transportation: The Night City
Transit Corporation (NCTC) provides
for bus service on most major city
thoroughfares, Light lev-rail trans-
port is provided by NCART (Night
City Area Rapid Transit), a public cor-
poration with some private (read:
Corporate) funding.

Night City Metro: The local airport,
handling both domestic and interna-
tional flights. Night City Is on the
hourly San Fransiscoto LA commuter
run, as well as daily flights to New
York, Chicago, Atlanta and Wash.
ington,

Suborbital flights are available by
taking the LA commuter flight , then
transferring via Orbital Airmaglev train
to the Mojave Spaceport,

Freeways: Night City is on State
Highway 828, which runs east to
connect to1-5. Ground transit to San
Fransiscois about 4 hours (due to road
gang activity and - bad roads);  to LA
about 6 hours,

FOR MORE ABSUT NIGHT CITY, CHECK OUT
RTG'S NIGHTCITY SUPPLEMENT (CP3501)
AVAILABLE AT YOUR LOCAL HOBBY STORE.




Sex. Drugs.

4% Rock and Rolt. *!
HE Fully automatic !
e wedapons with 'f
i grenade
Io- launchery, '?
' i
o We got it all,
A% This is a modern -*
i city...” |
ile, i
; —Ripperjock
o
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- ollowing are some of the T attr -
S hons and possibibities of Night City
1 City Hall K
2 ity Viliwaey
ity Mosenar
A A st e
S Mabeaw'y Aldan

~
R L T T R R

sebere pome e an hisd

EURTTOR TIF PN

fo Hanen Alroegle

Mhrotedds

K Arasohs Towne

7 Burabusiness AMadctunes

10 . Petronhem

1Y Network 54 offices

12 Plaza Buviness Tower (96 st o aeacrte s

HUTAS PN .

13 West City Tower (48 stonis +of gysited g

i Peues)

PO infacomp

i 15 WNS offices

116 _Orbital Air Oftices
177 Mernilt, Asukaga & Finch

i 18 The Twilight Zone

i 19 13t Night CityBank

20 Euro-Worldbank

21 Crandmill'sdarge, erpensive anpartsert stores
2 22 Totentant: When the owner of s bar i 8]
i s bar Qeathuance, he didn't know 0w mght he
; would be. A dance hall bar housed on the top tloor
i ot an old skyscraper, s bar i well-Aiown for a place
to find Boostergangs. . They ali séem to ongreqate
here. but they don't come to dance 1or the pleawure
of L. 1U's conuidered 3 had rght if the bodv count is
under twenty,

23 WorldSat Communications

24 Motel Hamilton: A 1oy modern hotel, known
tor ity excelent secunty

25 ‘Highcourt Plaza Motel: A very classy hotel
'e-slunng glasy elevators, exceilent. service. and o
19205 decor.

26, Trauma Team*™ Olfices

27 industrial Park

28 City Medical Center

29 REO Meatwagon (rival medical tearm) Offices

1 30 Atlantls: A classic “tern bar,” known ay 3 hang.
1 out'tor Corporates and Solot looking for jobs.
31 Jesse fames’ Non-Kosher Deli: ‘Whie this may
! sound tike an weal place to eal, no lood is ever served
here The Deliis 3 bar that was construc ted in an old
police station. Due to severat unlorteen “secudents
YOu Must requister vour personal wespons at the door
nd'use the sale ones that are provwied fof vou at the
bar There i s ightly contest 1o see wwho can get the
tughest body count in five munutes.

32 The Outer Limits (chib)

33 Rainbow Nights: Rainbow Nights is more of a
dance club than a bar. Its main attraction is a big
dance floor that is slmost always crowded. Every night
there is 3 live band, usually a bunch of no names. They
occasionally draw big acts like johnny Sitverhand and
Kerry Eurodyne, but only under ahases,

. Medical Technologies (4 txdy bank)
1S City Palise Precinet #)

36 Short Circuit: 1he Short Carcant 1 ane il many
Bars o Phighht City, Dibe et ool thee, thas ban b ot
oy, wher sdem 1o ity L Metignners sl
Vo bt Hibark st e s st ok e s oy, Bineee,

Lromsvme, onne b the st ek iciwesed Meteinnes,
At 10 Dotk veens oo thee bt hiere e Deygs
L e T s an e Flet s aobebitienes for da
i) of wen gy Tivewne i alus o lopt af o eataing
by i PHOGEIM, Of ey that dthier el fr e

37 City College

SR Savage Doc's (o Ripperdioe ity

39 City Police Precinct #3

40 Night Owt: One of the tew trars that is open ot
ot Thing g heavy secunty, no-nomiase i Youy
Come here to drink when nothing ehe s open

41 West City Bank

42 Crivis Medical Center: o NO QUMb erd
mesheal conter fof fast patebups,

43 Cate Chrome: s lavonte Rocker hangont, <o
phete saith SO retro decor and pikebox,

34 MetalStorm: A dangernus Chramer bar

45 Warehouses

46 Warchoutes

47 Medicross Preservation: an it body bank,
Bt oo particular about 1.0, o death certitic stes.

48 The Slammer:  Well-known among Booster.
33093 35 3 place 1o settle disputes peacefully. i thot
doesntwork, the arenais there 10 seltfe them violently,
The owner, Suds Johet, also runy betting booths anu
occanonally rents out the arena for other events.

49 Camden Court: High security condos lavored
by Solos. Corps. Rent is $3,000.00 4 month. -

50- McCartney Field Stadium: Main concert venue
M) home of the Night City Randers, the loc al fosstba
team,

$1 City Police Precinct #2

52 Wing Chang: Exclusive chinese restaurant,

53 La Baguette: Very trendy French cuisine.

$4. Hari Kiri: Sushi 8ar

55 New Marbor Shopping Mall

56 GCrand iltusion (dance club)

52 The Afterlife: This bar is located i an ofd
mortuary i Night City. Comsisting of three roams,
The Ante-Chamber, the Ceypt, ano Hades, this bar s
3 lavonte among 0los that are currently between
obn. Hyoun«dlokaiumedhdp,misumepl\xetogo

S8 Night City Fire Statlon #1

59 Lake Park Bandstand

60 2Rth St. Park (contested Buostergany turt)

61 28th Street Underpass (a Boostergang mneeting
pot)

62 Night City Fire Station #2
63 Bodukkan Performance Center
64 forlorn Hope (s Central American Vet bar)
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NIGHT CITY
ENCOUNTERS

Welcome to the mean streets
of the City. These encounter
tables are fast and nasty ways
to keep your players moving,
thinking and living Cyber-
"punk. Check the table for the
time of day, then roll a per-
centage (two D10’s, with one
representing the 10's place)
to determine the outcome,

Feel free to alter the partici- -

pants or the locale for extra
varlety.

DAYTIME ENCOUNTERS IN
U UNIGHT aITY
*’ ... Clty Peolice: One patrol officer, aemed

wath AKR.20. armored i Kevlar veit. If you e wear.
g _virible weapont of simor, he will 1top you in 3
ece way and ik 10 1ee your Wentity papen. i you'te
srgumentative, he wilt calt 1or backup (3) officens to
ke you i,

38 Corporate Cuards: four corporate quards
pavoliing the wres. Armored in vesti & heimeus,
carryng Uavs. if you're armed n 3 viuble tason, they
will tel you 10 Move 0n 1 & way. TRM lets you krow
they're pnt #ehng to use those Usn.

il Nomads: four Nomads from the

- johannson Clan. Muge, rough-hevn blonde Vikings in
= 7 Aach vests and leather pants, carrving fighting krwves
and nfles. I there are BIFactive whmen i youe §roup,
they will whisde and make 2 general attempt at  pass.
¥ not, they wilt move on.

1520 Boostergang: Four low-level street punks
in the colors of the Metol Wornon. They e armed
wath Kratchens and weanng armor jackets. # your
party i larger than thews, they wall avoud you i of
nailer oF equat uge, they wiil try 10 rOUGH ytiu LD PG
N the street. .

.23 Petty Criminal: One prhpachet. M REF 1y
8, his pickpocket shall it +6 - Armed with only a ke,
# he's succershul, you have lost your wallet fand alt
Cash, cards, ote). it he tads in the  attempl, Teet lree
10 beat lum 10 2 puip. It can only wnprave hu tech-
nque.

2629 $oi0 Tesm: Three Solos, armed i Hack
vest & Pants, carying a mua of 21sault weapons, i you
e wearing & mval Corporate unlorm of patch, they
wall: 1.5, look you over.and move an, 6-10 _ they will
Ppick 2 Right. ¥ you are wesnny thew Corporate colon,
theyl ash you 10 o them for a drnk. Rolt 1010
and ke your chances.

30-33 : Soostergang: Six membern of the kon
Sights. pritoh ppen.
They will hasile any attractive men of women in the

party (the gang 1 mined 1ex), thake you down lor

money snd generally be lookung for 3 tight, Co ahesd
4 geve it tD them.

34.39 Techies: Two Techies, vathout weapont
v armee Wyene are westing any swosnnl weapng o
syberiachs, thay will sbesgi s arwd asb oo bask H 0Ty
1einrabite, the g inay ol L s wime Shil Cipware
{up 10 the Referee’s discrelion) wr eachange.

4042 Culties: The inquaitorn are out m lorce on
the Street. Six of them, armed with hvdden nunchaku,
corner you 10 hand ot kterature. # you are weanng
any vwuble cybertech (armm, eves with logos, etc , be
prepared (G be heawly harraried ams lofiowed. i you
UNVE Aty iolETLE, & AUNO! et May develon.

4143 T Private fnvestigatosr Yim edneive b/
het shadiwnng yons. The Bt n simedd wah 4 heavy
Cobhiee 1evelvet Arul weatun) oiv snest s bet o you
toanph the Pl & e, you May dncoves that hefshe
thnks peas ave vimeone ehe.

4 3 (‘m.wgou: Towmrs g stes hennt a it il
el ey, besateod b funch L9061 weasnng an e

1. shurt under Maiher s, Nedhes ste atmed, but both ©

carry cel phones, Roll 1O10 1.4, they are bewgg ol
Sowed by thugs intent O 1oDbery—f you feel Mirustc
OF st want 10 \COve 3 feward, here's your chance. $-
B, they are last and will Sak direcWONs 10 the testaurant
gy % h G way atud g them
an afley). 910, they know you Hom a previous

. Notgood, proba-
bly.

andopy

52-57 Medias: A camera and misrviewer team.
JOWG rIAdOM “man-on-hesstreet” stones. The sub-
1<t of the interview will vory wadely, depending on
tecent events and what's considered controversial at
he ime. it you want 1o be well known, th will put
your face 0n TV reens. ot over Night City. On the
othver hand, il May 31eft your worst enemees 1o the fact
that you are stil akive,

$8-64 Locals: Young men or women (2 (0 6
totad). Rolt 1D10. Will be triendly on 1.5, hostile on 6-
8, sbuieve on 9-10. No weapons or armor. These guys
must be crazy.

63-70 Craty: Some bearded, wild.eyed Hreak in
1orn rags. Roit 1010. On 1.5, he rants at you a whiie,
hen starts 1o rant at re. 6.8, h desy
e one of the space sliers from Venus, and loflows.
YOu. Kreaming nvective. 9-10, he \larts 1o wream,
Parses out in front of you, and everyone sround thinks
you had something (0 B0 with it

n.es Trauma Team: Standard $ man team on
2 lunch break. Thew AV is parked at.the end of the
corner, while thew Solos keep watch. This might be 2
good twne to make friends and 1pread & hittle “insur.
ance ~ Eurobuchs around.

2681 Rocherboys: A theee man band on the
way 10 practice. Carryng real guitars and weanng
leathers, notess. Rol 1010. On 1.4, they wal invite you
to thew gg tonght.

82-90 Posergang: Five members ol the well.
known

gang. Two ook
Hke RFX, one looks like IFX, the two temales look like
lackie. i your Qroup 1ays ary hy bout

hetshe will take 2 bking 10 ine member of the panty
aed Al yius by Lagy Aleng :

EVENING ENCOUNTERS IN

" NICHT CITY

1.8 City Police: Two patrol officers, srmed

. wath FN-RALS, armored in Hack vests, pants, if you are

wrannt) viible weapons of armor, they will stop you
and dernand ulentty papers i you're arjumentative,
They vilt call for backugs (5) ot ory to take you o
yrus tearh for & weagion, they B vhaot fnsg, 38 1t the
papriwinh dater. .

81 [4 1o Guards:f Puvate quant
patrothne the area Armaored i Hack vests & hebmets,

(adrywnfMinann 1Py Uniess yuu're 8 Corporate, they

U thed yens have sy Bniiess rneeg  stoumd
thew e cean ity at oight. Move 2, punk.

J1297° Nemadi: A meaett group of s Nomads

from the Ruadrunners Pack. Weanng flackh verts and
teather panis. carnyrw) bighting. knwes and niltes.
Maderately drunk and looking 1o 3 light. They wilt
havvie any sttractive lookig men or women in your
group. Face u; they want 4 hght. Cive them one.,

18:24 Soostergang: Five low-level itreet punks
kom the Pronnat boostergang. # you look kke caty

" prey and have money, they i rough you up. They are

armed with Med. Handguns,  kreves and boosted
retienes,

2530 Street Punks: Sin Smavh-heads, looking

. lor eredit to leed thew habit. i you'te not wearing

Corporate or booster colon, they try to rush you
right on the wreet. Armed with fighting hnives; no
rmor. :

336 Solo Teamn: Four Solos, armored in flack
vett & pants, carnpng smartgun chipped H&K MPSKs.
Booted rellexes, boosted heanng, cyberoptics with
fow light. IR and Urgeting. Obviously up! grey
Wyou ace: Q a rival Corp 4
of patch, they will: 1.5,dodge you and move on; §-10,
deciie you are & wits g igh
now.

gr

37.42 Scostergang: Six members of the lron
Sights gang, srmed with automatic weapons, rippers,
R cyberoptics, boosted refiexes. They will hassle any
stractive men or women in the party (the gang is
ruaed sex), shake you down lor money and generally
be looking for 2 light. This might be tougher than
the daylight crowd was.

43.44 Techles: Two Techies, with one Minami
10 swbmachinegun, wearing flack vests, Ro 1010, 3.
2, they are lugying a crate of took into an AV-4. - 3.5,
they sre working on a City system in yous path. 610,
they are walking toward you on theic way to work.

45.50 Cuitles: The Inquisitors are ot in man-
mum force. Six of them, armed openly with nunchalu,
corner you for inspection. H you sre wearing any

thew appearance, theie boosted V-’nm\g ;nil;xh tup
and they will immediately ke offense. They are
weanng srmor Ts under (hew retro-tyle 60v clothing
and carryping Hvy. Handguns. K has a cyber-chrome
nght pem.

91.96 s y You' dirvy too ck
20 the tail of an important Corporate. These quys wilk
come back snd wam you olf. Flack armor, Sternmeyer
38", boosted Relleses.

97-00 Media Star:Famous media star, lnl 1010,
1-6, will 1ign autographs i stked. 2.9, wil behos.
the and yell for 2 policemnan of 2 bodyguard. On 3 10,

wuble cybertech (Armms, eyes with logos, etc.), they
will proceed to beat you to & puip.

51-54 Private Investigator: Aokl 1010. On 1.3,
he/she is ahead of you, hassling an informant on the

ing the wh of 2w
pect. 4.7, he/she i thadowing someone ahead of you.
8:30, they will 1t0p you and a1k you whether you have
seen the peron they are following. The M is armed
with & heavy cabber tevolver and wearing an armor
jacket.

3857 Corporates: Four corporates from a large
firm, headed for the lev train station, Both are wear
ing srmor T-shirts under Lhew suits and carrying poly-
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si.as Medtar A camers and Interviewer team,
Ababing aniol a Donaiheltengg vt ik desigrmenent. Rl 1B VY.
O 13, they will e ypoited by theis nory-subject and
4 lirelight wil ensue. You, of course, will be right n the
middie of it,

2608 M.wdcm.« You've watked into &
) e M

major op Forruly,
mkb-lyp;“mumdwuhlwed‘k Heavy pistols

wesnng fack vests, are unloading a drug ¢
out of » tnk, Rok 1D10. 1.4, they don'y Mﬁtlm
58, they nolice you snd one warns you o, 910, they
dmdcyonuummuu\dw‘ww\nmmnww
“iw. ~

9-94 Cheomers: Fuur members of
the Steel Slaughtes Shammers. They sre
wearing srmor Ty weth metal

piked lesthers. AN have metal army

. coverrd with chvome, wih Appers and Med

istols budt in. Rok 1010— on a 1.6, they will g for

y0u. On 7.8, they pass you by. On 9-10, they ke
antonmmb«dnnmymmupuhuq
slong with them.

9597 Solo team: Three Solos, armed in Rack

vest & pants, carrying gun chepped Usis.Soosted

ceflenes, cyberoptics with low light, 1argeting. These
. :

aeona {
mmo.-mn-s, l'yourlgnonltmn. theyNlignore
you. 6-10, they' decide you are a witness and cught
to be totalled right now. :

Media $tar: Farmnous media stae, Roll 1010,

1.6, he/she will ugn raphs i ashed, 2.9, will
L8, helihe wil uon stographt d shed,

NIGHT CITY ENCOUNTERS

fow Kyt 18 aeved targoting oty gt b trarses yrow

4 Hyou 9 4 Cowrpor ate wiirm
o pateh, thay will: 1.3,dodge ydu and move on; 610,
decide you aee s withess and cught 10 be totalied fight
now,

.73 Soostergang: Sia memben of the Bood
Aa100 gang, sremed wih sutomatic waspont, ¢ | p «
Pent, IR cyberoptics, boosted refenes. Hessie you?
Naw...they tjust torture you and listan to you scresm,

For fun. Alterwardh, " sett the body 1o the Donor
Canter for cash. ey .

TO80 Cultions H's Mspunstion tiisel The Ingwins
Hars 1w sk i nenunin hice. $ia ol them, smed
openty with nunc haby, orul wiips corner
you “Only @ 1ervont of ihe Metw Demons would de

Ouleen. Mok, shay end mowm the hevericl” E

.82 Privete tnvestigater: Ro¥ 1010, On 1.
mlﬂuthmhum,mmnm’a‘
of 5 wne

pect. 4-7, helshe is ‘hm' ng someone shesd of
mﬂ'mMM‘wwwumm
umedmw:h“ht ca‘i':’nmm v il
& heavy and wesring
armoe jacket. - M

'cmfcmmmmm_ of the Stevt

Stoughtes Stamemers. They sre wearing armoe Ty
with: metal 1piked leathers. Al have metsl arms
covered with chrome, with rippers and .45 cale built
in. Rolt 1010 on 4 1.6, they wilt go for you. On 7.
l.M'lmyouby.Oﬂ’-lo,lMyuhnﬁﬂngw
]

7y on
310, hefshe will tahe 3 Shing (0 oné member of the
pacty and sllow you 0 g akong.

AFTER-MIDNIGHT
ENCOUNTERS IN NIGHT CITY

10 City Police: Two patrol officers, armed
with Militech Ronin assault riffes, armored in Rack
weapons or aimor, they will stop you and demand

Papers. You've got nobusa nning around
alter midnight and they know i, They'H s and
bok!uuvpnhnwmﬁgamm?:mm
visible weapons, comider yourself detained. i you go
for 3 weapon, they will shoot first and forget the

58-64 Locals: Young man or woman. Roll 1010,
-S.theyvebehth:fvpbymﬂwalmw
Metol Worriors gang. 6-10, are being beaten severely

65-70 Firefight: Great. You just watked into a
major altercation between J z

target. i

n.rs Teaurna Team: The AV-4 hits the ground:
in the middie of » recent Rrefight, K08 1010, On a 1.

. 5, the Teamn decides you're bystanders snd ignoves

you. On 6-10, they figure you're part of the problem
and tha Solos open up with MAC14s,

76-80 Rocherboys: Yeu overtake 3 four man
band on.the way 10 2 §ig, backed by their two Solo
badyguards and their Fixer manager. Roll 1010.0n
1-4, they will-invite you to join them, 3-8, they will
1end the Solos to “deal with thote guys who are
following them.” 910, they ignore you,

1122 Corp di:F guards
pattoling the area. Aemored in Nack vests & helmets
caerying FN-RALs. “Whot ore you doing on the properly
chnm-tvgm. ight? Con't hove 0 good reasont Biomi Slaml

and leather pants, carrying fighung kruves. and sifles.

- As long as you stay clear of their bikes, theyW i

you and concentrate on beating that family of Corpo-
*ates to mush.

3i-40 Boost: Five low-level street
mwommm mdm

are

“r:y"sbomg ™ y e
"¢ Sooki ‘Lacers or any other possible

source of ready cash. Roll 1010. On 1.7, you're it.

4150 Streat Punks: Four Lace-acddicts, looking

* lor credit 1o feed their habit. Even if you're we

Cmmwmm:.m‘nmmnu.mm
don’t care, and they don't feel pain. Armed with

:IM Solo Team: Two Solos, armed in flack vest
PN, carrying smangun chi H&K MPK.9,
Soosted reflexes, boosted NMWW' with

ber of the and nvite o

ame party mr g along
1 24 Maedias: A camera snd Interviewer tam,
behi\ghrnnuy:lollmo.&l-i,lheyv‘h'
wudbym\wrmmahﬁgmﬂ
entue. You, of course, will be right in the middie of it.
00 6-10. they'tl decide you're the story and follow
you.

$8-90 Locals: Young man or woman. foll 1010,
1+5, they aré being beaten by four thugs from the
Mhmmé-!@.mqmb«g‘ beaten s~
verely by the inquisitors for the 3in of having designer
oyes.

2.9 Flrefight: Creat. You just walked im0 &
majas altercation ]
MWM‘MWWMM*
sitcom| ) and the Red Chrome Legion (a neo-facint Boos»
Mlolrmmmmbkwwm
ond shicen-dices are everywhere. Pick a side, or pick &
target. R

96-9¢ Teauma Team: The AV-4 hits the qrou

hhmdammWM!OI0.0noh
S, lhto"te:;lodudu' you're bystanders and ignores
you., . they figure you're of the problem
3nd the Salos open up with Os.

” Major Criminal: You've watked into a
of the ’ }

magr op Forndy,
M'Wm‘k men sarmed wth Ingram MAC 145 and
weaning. s e ' C ool
a Wnuck %ol 1010, um:""m .3:0. 5.8,
Uhey natice you-and one wams you off. $.10, they
>

decide you are s wit d ough

now.

00 Selo team: Three Solos, armed I fach
etk . v Soosted
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SOME PERSONALITIES OF

'NIGHT CITY

Introducing a few people
you're likely to meet at any
time on the Streets of the
City. These Personalities are
deslgned to be played as
general character classes.

Fireman (ixer): Fieman i the mos
well known of the many local arms
dealees. His main distinction comes
from the fact that he supplies many of
the legitimate businesses with secu-
rity systems in addition to the weap.
ons that their bouncers/hired’ solos
use. Fireman was initially a cyber-
dier'in the Nicaragua conllict, that
used his contacts aiter leaving the
€rvice 1o supply his modest business,
In addition to his arms dealing, fire.
-Man_is also involved in information
dealing, something that makes him
very popular with fixers in the city.
INT26 ° TECH xS REF =4 Cls6 LKa7
ATT4 "MASS  EMPes BODYaS

Blacklist (Tech): A renegade chemi-
Calicyber enigineer from the Biotech-
nica Corporation, Blacklist makes his
presence xnown in Night City in sev-
- eral ways. Heis the man that Booster

92ngs see 0 get “personalized” cy.

bernetics, the man that Corporations
see to getviruses synthesized, and the
man that the potice talk to when they
need help in idenufying and analyz.
ing chemicals used in cnmes. Ru-
mour has it that Biotechnica has a hit
out on him for taking certain formulas
that he developed with him when he
left. .

INTe6  TECH 28 REF S Cle8 LKa)
ATTzS  MAsS EMP=4 80ODY=S

Suds Joliet (Rockerboy): A retired
Rockerboy who made his money on
several classic 1990°s aibums, Suds
NCwW runs a speakeasy (specializing in
his home brew) in an old warchouse.
This speakeasy, known as The Slom-

mer, is 3 central meeting place for
many peace talks between gangs. This
is primarily due to the fact that the rest
of the warehouse has been converted
intn an arena by Sinds for non-peace.
1 tesolutions to ganeg dupiites. On
occanon, Suds has been known to
pultout his axe and play for the crowd.
INT-6  HCH e} REF .4 CL.9 LK=$S
ATT:4  MAs6 - EMP.3 BODY:8

David Whindam (Corporate): David
Whindam: is -a  typical corp brown.
noser, always looking for a way to get
to the top quicker than anyone else’

Two years ago he formed his own,

personal hit squad of solos known on
the streets as the Leod Messengers.
After successfully removing’ several
people that were in the way of his
making president of the local division
of Biotechnica, he realized that there
was alot of profit to be made in hiring
out the Messengers. He now “loans”
them to other corporate friends of his
in order to help them gain power. He
has the vision of total city control once
he has all of his “friends” in power,
INT=8  TECH »3 REFs7 ClLs9  LKa$
ATTs7  MA=$S  EMPs} BODYx7

Strawberry (Cop): Strawberry was
given his name for his naturally red
hair, an unusual sight in Night City
(thefact that it’s natural, not the color).
Strawberry is a cop who has spent all
of his fifteen years on the force walk-
ing the streets of Night City. Al
though he has sworn to uphold the
law, he also knows when to look the
other way. Strawberry is a farity in the
2000's; he cares. Instead of busting
someone who is doing drugs, he
generally takes them to a detox clinic,.
with the hope that they will beat the
habit. Although he is a cop, almost
everyone on the streets will go out of
their way to help him out in a pinch.
INT=6 = TECH =3 REF 10 CLs? \Kx9
ATT=4  MAz7 = EMP:10 BODYx?

Hypo (Nomad/Booster)  No ane
khows where Hypo came trom, but
everyone agrees that he is crazy. He
was given his name after he opened a
detox clinic inthe worst part of Night
City. Uniike the major detox clinics,

Hypodoes not charge anythingfor his °
services except for a promise that his °

successes will try and help someone
ehve by brinning them to his clink
INT<2  BLCH <2 RIF o8 Ct-t  tK-p
ATT«6  MAL 6 {MP.8 BOLY.?

Livewire (Netrunner): Livewire is a
Netrunner who used to be associated
with a solo team known a3 the Devil's
Horde, until the team disbanded in
2011 dueto a mishapinan operation
thatkilled off everyone except Livewire
and one other member.” These days
Livewire can usually be found in a
small shop that he runs out of the back
room:of the Short Circuit, a locat bar.-
It is said that he has access to any

program for the right price; and if he

doesn‘t have it, he will make it.
INT=®  TECH 26 REF =10 Cla10 LK<9
ATT=8 MA=8 = EMPsd4 BODYs?

Lucifer (Solo): Luciferis the founding
member and only survivor of the Devil’s
Horde besides Livewire. Known for his
vicious, no holds batred hand to hand
combat style, Lucifer can be bought
for the right price. He generally keeps
to himself, but has been known to
work with Livewire on occasion.
INT=6  TECH =3 REF=10 Cla9 IKa8
ATT=10 MA=9 EMP=4  BODY=8

Athena (Netrunner): Athena is the
leader of an all-woman boostergang
known as the Valkyries. She is often
lound in the company of two of her
“soldiers”, Artemis and Hera. Beside
her activities as the Valkyrie leader,
Athena also runs the Net for a Solo
known on the streets as Kestral.
INTe6  TECH=6 REFs9 Clel0 LKad
ATT=8 MA=6 EMPs6 BODYaS

Kestral (Solo): Like many Solos,
Kestral gained her combat experience
inthe Central American conflict, What
makes her different is the fact that she

fonseght loe o sotpacation that biachosd
the losing side. Near the end of the
war, Kestral saw that her side was
losing and arranged to be “kilied in
action”. Alter faking her death, she
paid her way into a corporate solo
team that was soon sent out on a
sulcide mission. Only her knowledge
of the opposition and the place they
wete godiug 1o hit allowed hes 1o oy
Cape certain death. Today she hires
hersell out to individuals only, having
long since lost any trust in corpora-
tions.

INT=7 ' TECH -4 REF =12 Cle9 (ka8
ATT=8 - MA= 10 EMP=S  BOOYa?

White Lion (Fixer): The White Lion is
one of Night City’s most well known
fixers. She has contactsinto several of
the main corporations as well as the
underworld of Night City. " Although
most people have heard of her, very
few know where to find her. She fikes
to keep her whereabouts a. secret

- because she sold some information

that lead to the downfall of a wealthy
mob family, who then put a hit out on
her. If someone tries to collect on this
hit, they will find themselves in deep
trouble as there are many peoplewho
owe their lives to the White Lion and
are more than willing to protect her.
INT=10 TECH =3 REFw? ~ ClaS  1IK«9
ATT=8 MA=7 EMPa? BOOYs7?

Pythagoras (Netrunner): Pythago-
ras is alittle bit of everything; Hacker,
Netrunner, Techie. He is most well
known for his abilities in adapting
software that already exists, but he is
not at all bad with creating his own.
Although he tries to hide it, most
people know that it was he that was
solely responsible for the downfall of
the Hiroshi Electronics Corporation
after they threatened to set him up for
refusing to work for them. 1t is this
reputation that keeps other corpora-
tions from hiring his services.

INTe? TECH=10 REF»9 Cl=8 IKa$
ATTs? MAs?  EMPxS BODYsS

Watchmaker (Med Techie): Watch-
maker is both a biotechnician and a
cybertechnician, whose claim to fame

was her nvention of the Skinwatch,
Alfter a few years of working In the
corporate world, Watchmaker decided
that she could make more money on
her own. . She now resides in Night
City and does a fair amount of rene-
gade surgery. for boostergangs and
corps alike,

INT=9  TECH <O R w?  Cle® (Ke?
AlIs¥  MA-H  IMP-i  BOUYes

Nostradamus (Media): . Uniike the -

Nostradamus of the 1400s, this one
specidlizes notin the future, but in the
past and present. He is sc hat of
a recluse, living In a converted . ware-
house that has many defenses. Inside
the warehouse les the biggest collec-
tion of real books that are left in the
City. Nostradamus uses these books
along with a gigantic mainframe to
compile all the information that he
can. To facilitate this collection, he
often hires Netrunners to acquire the
saleable information that he is also
known for brokering. :

INT=10 TECH =2 REFu8 Cle® LKe?
ATT=6  MAsS  EMPsd BODYe?

Arles (Solo): Arles is the living ex-
ample of amanwho has been through

‘hell and come back to tell about it.

Manyyearsago, hewas acommander
forthe CIA, closely associated with the

Gang of Four. After the fall of the

United States, he ran covert opera-
tions in Central America for a while,
then surfaced in Night City in 2010 as
a high priced Solo. Over the years his
humanity siowly drained away until
hewent ‘borg abouta year later. After
his capture, which was well publicized

.by the media, he underwent the

braindance and is now working for
the Night City Police force hunting
down other 'borgs.

INTe8  TECH =S REF 12 Cle7 LKaS
ATT=S  MA27 EMPs2. BODY=12

Bes Isis (Media): Bes Isis is a well
known media who has a reputation
for being slightly off-balance when it
comes to scooping other medias.
More than once, she has broken a few
fules to get inside of some big-story,
sometimes ata cost. She now has one

ALL THINGS DARK & CYBEﬁPUﬁK
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chrome leg and a similar feplacement
for half of her chest. These replace.
ments were necessary after she faked
::3:? to get a story on “meat jump-

INTs8  TECH4 REFu®  Clelp (120
ATTe10 MA«?  EMPa? - 3ODYa¢

Music Man (Rackes boy): Music Man
I the equivalent of Night CRy's wan.
dering minstrel. He has no set home,
but plays for his lodging at varloys
bars. in addition to his music, Music
Man alsa sells information,

INTaS . TECH«6 REFe?  CLu® IKa$
ATT26 MAw6  EMPs?  BODYa?

Bag Lady (Fixer): No one knows

where she. came from, but one

she ared in Night: City with a

bwhp‘m::ag over on'zhsho:yldev that

was full of sundry items, all of which

were stolen. it has been said that she

Is the last person that people go to

when they need something, yet she

always seems to have it.
INTs8 ' TECH 2 REF =7

Cleg  LKa8




ALL THINGS DARK & CYBERPUNK

THE FACE OF THE CITY

Just another
Friday night.

- You pay your two bucks at the door and walk In.
Over at the bar there are the usual lines, so you
decide to skip the bar-front action. Feellng on

top of the world, you go out to the main floor,
for another night of the club life.

At first glance, the club seems like a mixing place
of all types of people. Then you realize that
they're all segregated. Posers at the back, trying
to get noticed, your average punks in the middle,
acting oblivious to their surroundings. There are
Chromers bashing their heads against the walls
on . one side, while the Boosters are on the other,
looking for trouble. ‘

- And last but not least there are the 'dorph-heads,
slamming into each other at the front, next to
the stage where the band of the night blares out
hits of today and of the past.

They say people like Johnny Silverhand and Kerry
Eurodyne got their start in clubs Just like this one,
but you think it's Just hype. After all, people like
Johnny Silverhand didn't need the clubs to make
them larger than life, they were born that way.
It's only Rock N' Roll, right?

Out on the Streets of Night City, there's stories
going on—Street history being made. Whether
it's Boosters in the alleys, Nomads on the Road,
or Rockers In the clubs, there's actlon and
trouble, everywhere you look. And the Trauma
Team hovers overhead, waitin' to pick up the
pleces—for a price.

Here comes a taste of the City. In your face.
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"A Cool Metal Fire'":

Silverhand Still Can

From his humble
beginningsinthe
From group Somural, to
ROCKERBOY his first five solo
slbums, johoan
MAGAZINE Silverhand ha);
June, 2013 hecome  the
household word
in rock and roll. With his latest release,
ACoolMetalFire, johnny Silverhandis
making his push to become-a legend.
The album opens up as all of his
solo albums have, with a rip roaring
instrtumental, "Dancing With My Axe,*
that is guaranteed to set your stereo
on fire, This fast paced, no holds
barred, display of guitar work is so hot
that you'll want to listen to it twice.
And. if-that isn’t enough in‘itself,
you come to track two, “Chippin’ In.”
This piece, like the first, is another fast
paced lightning boit of pure rock and
roll. [t-also asks a question about
today's society that cannot beignored:
if we continue the current trend of

Reprinted

SILVERHAND
UPDATE: CLONE
TOUR BEGINS:

After six months of seclusion follow-
ing an unsuccessful assassination at-
tempt, Rockerboy Johnny Silverhand
has re-entered the music scene to
promote his new LP. The album, Clone
Wars, deals with recent cloning break-
throughs and the idea of bicengi-
neered humans being created for
military and industrial purposes.

Interviewed in his Night City studio,
Sitlverhand commented, "t needed a
few months to let the heat die down
over the last disk. Clone Wars was
pretty intense, and a lot of people,
particularly. the Biotechnica guys,
didn't like the slavery implications |
wrote into it. | won't say they fronted
the hit on me, but hey, you've got a

brain, right?*

replacing our body parts with metal,
what will we have left in the end?
The-rest of the aibum Is almost
typicat Siiverhand, with its snergetic
guitar playing and thought provoking

"The album takes us to
the heart of our culture

. and allows us to monitor
e s p.“““.

lyrics. He does, however come up
with three other songs that really stand
out. The first two, *(Out of) The City"
and “Flashing Lights,” go so well to-
gether, both thematically and musi-
cally, that they almost seem to be one
song in totality instead of two individ-
ual ones. These two songs bring out
the etherat vision of today from a non-
partisan outsider that is innocent of

our ways. it leaves the listener witha

new way of looking at his own life,

| Rock

even as it passes by at the speed of
light.

The last song onthe albwm, "Nevet
Fade Away," depatts trom the main.
stream sownd of johnny Silverthand
and brings him into a new dimension
musically. The basic thythm is both
simplistic and concise. This song
makes no pretenses at being a song
about today, but doesn't leave you
with a gritty metal altertaste like most
ofiits peers.’ Athough 'mnot sure that
this song really belongs with the oth-
ers on the album because of its depar-
ture musically, | do know thatit should
have been recorded somewhere, so A
Cool Metal Fire is as good a place as
any.

Overall, § found A Cool Metal Fire

" to be.more than just your ordinary,

everyday record. With its driving beat
and spellbinding lyrics, the album takes
us to the heart of our cuiture and
allows us to monitor it's pulse.

Pretentious
or Political?
Seattle's
Cutthroat.

Review by Jeff Daniel
"The audience seems to consist of the

_mindless, overpainted, underdressed

children thot you would find at most
Chromatic Metal concerts. Each one of
them is so wrapped up in their own
image that they often don’t seem to
even knowwho the band they are seeing
is. Tonight is a night that they will
always remember though, becouse
Cutthroat is about to hit the stage.”

So reads the back cover of $lashing
Steel, the new live album by Cutthroat.
Some people think that these kings of
Chrome are getting a little too preten-

tious when refering to themseives,
butihadachancetotalktoKnifeedge,
the lead singer and bassist for the
band, who thinks otherwise.

Jeff Daniel: People often say that you

guys are just a little pretentious when .
talking about yourselves. Why do you

think that thisis?

Knifeedge: That's easy. Unlike most

Chromatic bands today, we take our

roots from the old punk bands of the

late 1970s and early '80s. it’s not the

blazing style that used to be called

Speed Metal, though we do use that

a lot. Politics is the driving force

behind our band. It's because we are

so political, that we force ourselves
onto our fisteners. - If that is preten-
tious, then | guess we are,

JO: When you say you are a political
band, what do you mean ?

K: We view ourselves as messengers.
it is our job to open the eyes of our
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latenerswithour i, The best cye
openitng Messasges ate in pobitical is-
sues and stories. :
JO: Like the song "Kalakars™?

s K Exactly, Most people today don't
even remember the name Hiram
Kalshar, and they certanly don't -
remember whit he i

s sonqgs
about things that have shapetd o
lives that we plav We tey and tell the

truth . we see i1, not what the pubhc
wants to hear.

osuccess of "Kalakan™? A of today s
currently number four on the EyroRa-
dio top ten.

album. - Though | suppose it's really
not gong to matter since |still think
hat the average person is not going

“ to-know who the £**k Kalakari was,
JD: Cetting back to your political
motivation, how do youjustify ‘Ginsu
Lover” as being pohtical?

K: Easy, Isaid we nad our background
©in politics, not our entire lives moti.
vated by it. - But if you listen very
closely, you will find out that itis s °
political song of sorts. “Ginsu Lover*is
not about a sexual fover, but rather » ;
member of a Boostergang who. is |
overenthusiastic-about using his Rip- §
pers.. t's guys like the Ginsu Lover |
who make our streets unsafe to walk i
at night. !
JO: What's next for Cutthroat? Stash. |
ing Steel is being called a new innova-
tionin the music industry, howdoyou !
intend to follow it up?

K: You got me. When we released a
live album of entirely new material,
we expected to have our diehard fans &
buyitand that was it. Now the damn '
thing's gone and sold over two million
copies. | expect we'll decide what's I
next for us after we tour. : J

K: You got me. # we had known that ¢
“it wouid be such a hit, well, | don't !
know. - Maybe we would have done .
something different to promote the - -

'DESTINY:

STILL ON

THE EDGE, STILL

FIGHTING

ity yewrs qone by 7 Siwe we hourd
Out nation’s cry ffitty years gone by /

i Since we oll watched yens die®
401 Then how o you exphun the - ’ .

1tis lyrics like these that make Destiny
one of the most provoking bands of

e our - time.
Their new hit,
*Song for
John: (Fifty
Years);" is not’
only “filled

1/ o with political
s rhetoric, but
o = also ‘reminds

p 77 e us of a-time
‘./ Ii/‘" when: Amer.
Hevsie Maee of Deatny ica was still

T great.
Since their debut album, “Walking
the Skies®, Destiny has consistently
provided the listening public with
songs that hit close to-home. Ban-
dleader Jessie Moore explains, "We
didn't always used to.be political. In
tact, | didn't even care about anything
other than making money until ten
years ago. Alll wanted was the fame,
and all the benefits that came with it,
Now times are different. it seems all
! want now is to get my messages
across.”

But fame and fortune did elude
them for many years until they got
their big break opening for the now
defunct Cowboy Ponzer. It was on
that tour that the audience really
started to notice their music,

"1 think it was the fact that Cowboy
Panzer was so big and political. |
found outthat we were going toopen
for them on the tour and alt of a
sudden | knew that our music had to
change. | must have written thirty
songs on that tour, some of which
were eventually worked into our set,”

Despite the growing interest that

THE WAR

lesse was showing in political issues,
the band continued to produce other
ongs as well,

" can remember the first time we
went into the studio alter the C.p.
tour. 1 had all these songs that ¢
wanted to record, but the group
started right iin on .this bubblegum
tune called, ‘Input Out.’ }was furicus.
| mean, here ! was with this great
message to sing and all these guys
wanted to do was. talk about. bad
relationships.”

"It was about then when I threat.
enedto quit. Thinkingback on it now,
| can understand why the band didn't
think | was serious. | must have threat.
encd to quit six times in the first nine
months of our existence. And all the
time | was using those threats so |
could get my own way. |really was a
spoiled brat,

“It-took me about five months
before | convinced them that | was
serious. By then we had all re
recorded *My Baby Left Me For A
Short Circuit*, Pleadingwith theband,
| convinced them to start over, using
the stuff I-had written on the tour,

instead of stuff like, "Input Out”. When
it was all over, some ten months after
we trashed the stuff from "My Baby”,
we had recorded, *Dinner With
Himmler®,

It was that album that attracted so
much attention from the critics, They
called it the new political feeling of the
2000's. The fame and fortune that
Destiny had been looking forward to
had been found. .

Their second album after the
Cowboy Panzertour gained them even
more notoriety. So much that they
were able to tour as a headliner in.
stead of a backup band. Destiny
drummer, Timemaster, recalls:

“It was a big change. | mean one

day your opening for some big name |
group. Thenyou're a big name group.

1 can still remember the difference in
the fans. One day you're slogging
through an old number, listening to
the fans yawning, and the next the
fans are going wild.

*I remembies this one gig we didon
the Cheyenne Mountuin tour when
this sleck looking Chromer comes up
to me and olfers 10 jack in. This type
of thing never happened as an open-
ing band.”

Alter the relcase of Cheyenne Moun-
tain the band drew some tlack lrom
the Europeans. in fact, the album was
banned for a while in several countries
overseas.

"t can remember that" , says Time-
master. *Jessie was crushed, She was
so into her new political mood that
shegotdepressed that the entire world
wasn't hearing her message. But it
wasn't the Europeans we had to worry
about. Back here in.the United States
we had several corporations, who shail
remain nameless, who wanted our
heads on worldwide news.

*More than once on that tour we
had our backstage crew and roadies,
which included a couple guys who
used to be professional wrestlers back
in the '90's, toss some people outwho
wanted to do something other than
give us praise.®

The band still has some problems
with fans. Two times on the last tour
there were fans arrested for trying to
break into the tour bus. And on more
than one occasion there have been
young women claiming to have been
attacked by band members.

“Yeah, | know all that stuff. But |

what really gets me is that all our real
fans know that the two posers ar-
rested were ‘dorphed out andicoking
for a place to recycle. As for those
*rape® attempts, those are just corpo-
rations trying as best they can to get
us out of the spotlight. Our true fans
know that we are-all involved in per-
manent interfaces.”

Destiny. A band fighting for the
truth. In a struggle against corpora-
tions thatdon't want to hear the truth,
all they can do is hope to survive.
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The McCains: Farmers on
the Run

Bud and Martha McCain tried o
hold onto thelr land, but the Agu-
Corps were determined to remove
them. Evenalter the Agri-Corps bought
the local bank so they could foreclose
on their property, the McCains were
steadfast in their resolve to remain on
the land that had been in their lamily
for generations, Then came the “bad
luck"—~their eldest son perished in a
car "accident®, their  daughter made
an addict by Corporate drug lords.

Then came: the plague. . Within
twelve hours, all of the cattle and the
poultry were dead;: the crops, with-
ered husks,  The McCains left their
land, promising. to. someday retake
what was rightfully theirs. It was a
dream they shared with many others,

Over years, the McCains ’have
formed a new family, a family of the
homeless and the dispossessed. They

NOMADS: TWO VIEWS FROM
THE ROAD sy james nerowent

came onfoot, onmotorcycles, in fleets
of R.V.s. Under the leadership of Bud"
McCaln, they tormed a roving com
munity, known. as the Huskers to
oulsiders due to thelr Com Belt roots.
Travelling the roadways of America,
finding work where they can, setting
up camp when they are able, moving

‘on when the locals can no longer

tolerate them, the Huskers have a

common goal—to someday retake

their land. -

. Labeled as terrorists for their bold
strikes against the industries which

have rendered them homeless, the

McCains prefer to think of themselves

as honest folk turned: freedom

fighters.The Huskers have long memo-

ries. Those who befriend them have

an ally for file, those who anger them

have a dangerous foe. Will the

McCains retake their stolen home-

land? Time will tell. But with every
new atrocity committed by the Agri-

Corps, their numbers grow.

The Crazy Quilts: Mercenary
Brotherhood ,

The Central American Wars were
hard on the sdidiers who fought in
them. Harder still was coming home.
The cities were urban wastelands,
unsuited for raising a family. Homes,
towns, whole cities had disappeared
off of the maps, victims of progress.

These young soldiers returned to
an America in which nothing was
sacred, and everything was for sale.
Many found that they were unwel-
come relics of the past. With nothing

_ else to turn to, many of these dispos-
sessed combat men and women turned
to the only support network they had,
each other; and the only profession
they knew, soldiering.

Recruited from all over the country,
the Crazy Quilts are one such group.
Together, they formed one of the many
offshoots of Nomad cuiture, the mer-

cenary brotherhood. Named for their- .
colorful uniforms, a ragtag collection
of fabric scraps roughly forming a
camouflage pattern, they self the one
commeodity they have left in a ruined
world; their honor and fighting skills.’
The Crazy Quilts hire themselves
out, whether singly or in small battal-
fons. Many act as bodyguards, others

hire out as freelance thercs, corporate - -

extraction forces, or as hit men and
assassins. The Crazy Quilts place honor
above all else. You can be certain that
they will never turn upon their em-
ployers, never sell out, never back
down, and never desert a comrade,
The Crazy Quilts consider. them-
selves the last bastion of professional
integrity in an otherwise chaotic soci-.
_ety. Itis thisuncompromising reputa-
tion which has made the Crazy Quilts
a powerful and respected force in this
Cyberpunk worid.

| 227 |
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Walter Piékerlng'x Night City
Streets '

Street Direct
With The
Blood Razors

alty-dark, not for those who live and

“die in it. A relentless neon circuit of

teef and glass. Night in Night City is

“ahotpulsing thing. You feel it cours-
ing through the wacked out veins of
drugged up dorph heads, high on
Lace and Slam. See it in the cookie
cutter stares of pale faced posers, just
out from under the knife. But no
matter what your kick is, you're proba-.
bly not experiencing it alone. You
belong in the City, or you die. People
congealing together like spattered
bleod, moving to a thousand differ-
ent songs.

You hear the Blood Razor's song only
once, and you never forget. I'li never
know why a group of Boosters like the
Razors: let me runa night with their
pack; maybe t caught Hack Man, the
Booster chieftan in a good mood. It
was party time:- Hack's kid brother
was getting his claws

justa short brief{or you folks out there
in the burbs; you've probably never
heard of these Booster boys belore,
Hereinthe City, they're as common as
crud on the sidewalk. Gangs like the
Razors have fused cyberwear and
‘violence into a deadly form of street

fashion that has been claiming the
Cont. #9219 °

xline Night City— The City'snever

'BOOSTERGANGS:

i
'
f
'
'

A Special Repo

No Streetis

Safe -

By Mikuru Ponsumisu

There's a fire on the Street, engulfing
your neighborhood, Fueled by cheap
designer drugs, cheap cyberwear, and
cheaper automatic weapons, the fire
of gangsterism once again threatens
to annihillate Night City.

i In the past two weeks, random shoot-
i ings have escalated by fifty percent;
- yesterday, two innocent bystanders

were gunned down in a hail of weapon
fire as they walked down to the corner
FoodMart. Their crime: walking

. through a section of Crazy Chicken
- turt during a gang dispute.

Cangs. They're your neighbors.
They're your kids. You need to know

. these guys and be ready for them.
- BecauseinNight City, no street s safe:

 Bradi Bunch: The 8unch is an extended formly
- géng which protects runaway children. A few
! olderadults” runthe gang and protect the tur,
i whiie the younger members steal, and deal for

family support. Extended families are territorial
and fiercely protective of their members.

Red Chrome Legion: The Legion is & skinheod
gang; young males united around & certain
hate group ideology. Uniforms, flags and miki-
taristic siogans are the rule. The Red Chvomers

rt

wiil attack anything that they think in't “right”
{read: just like them).

Steel Slaughter $1 Atypical ch
metol gang. Chromer ‘gangs kke <entering

© activities sround thew lavorte rock bands, intes.
pieting song lynes as orders from theit heroes.

Chromatic' rock gangs. are into totally sense-
less, random acts of wolence as a means of
expression.

The Gilligans: The Cilligons are a typical seif
defentegang; in this case; mifitant gays who are
tieed of being attacked by groups like the Red
Chrome Legion, They are relatively peaceful, a5
long as you stay off their turf (the Marina
district), and leave them alone.

The Kennedys: The Kennedys are 2 typical
posergang. Posers adopt -the clone look for
protection (one Kennedy looks just like an.
other), identification and impact {twenty JFKs
are 3 pretty scary sight). These gangs center on
recreating theit own bizzare interpretations of
their heroes; for example, the Kennedy's Hyon-
nisport Weekends, where all four hundred

bers d d.on 2} for 3 week-
tong orgy of destruction.

Metal Warrlors: The Metal Worriors are a combot
gong, with their activities centening around a
type of *warrior's code”. Elaborate combat ritu-
als, ranks, and body armor are aif part of the
mystique. Combat gangs are dangerous,
because once they declare a war on someone,
they never give up.

Piranhas: The Piranhas are s typical party gang.
They pacty, drink Smash,_ take (and deal drugs),
and mug people, altas part of & “just because”
lfestyle. To these guys, the Party is everything.

inquisitors: The Inquisitors. are a cultie gang;
fike the hate gangs, they center on a specific
ideology, in this case, religious. The Inquisitors
think cyberwear is blasphemous, and think
nothing of tearing it right out of your body,
Thvey consider this "saving® your soul.

R
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lives of more than forty citizens a
week. The average Boosteris an amoral
technophile. Hardware and Wetware
are the meat and drink of the Booster,
andthey'll do anything to getit. Arson,

* robbery, muggings, assassinations. I(
“there's money in it, enough lor an-
other small boost at a blackmarket

clinic, the Booster will take to it lke
chrome on a pair of mirrorshades, it's
easier every time, they say. As more
and more hardware's grafted, sockets
drilled, ‘and chips implanted, the
Booster sinks further into his psy-
choworld machine-altered chaos. The
best of them become the ring leaders,
the worst are killing machines, riding
on the edge of cyberpsychosis, ready
to flatline themselves and everyone
around thermn. for that last big score.

Worst of all, Boosters travel iﬁ p&cks.
Maybe it was my arm, the onellostin

Lima, that endeared me to the Razors'
top brass. it was an old model, mili-

tary, and the dull steel and chipped’

plastic put me on their level. They had
shacked themselves in an old ware-
house, off of the main sprawl. In twos
and threes they filtered in, screaming
andshouting over deafening hardcore
street rock. A few grabbed oiled rags
and started cleaning their claws, fresh
blood from a bunch of posers looking
for action. Hack Man sat on his plastic
throne, staring out through gunmetal
eyesatthe graffiti-covered walls of the

nest. Dorphed up, he wasn't in the -

mood to answer questions. Onlywhen
his brother staggered in was there'a
flicker from behind the stone cut face.
Metal arms crossed over armored
chest, he popped his claws. A 3igna!
for the rest.

They came at Hack Man's bro from alt
sides, animal cries tearing from their
throats as claws popped from hous-
ings in fingers. Steel and flesh mon-
sters, pushed on by drugs music,
hardware, and each other. The kid
bared his teeth as the first pair made
their pass, striking home, rending
bloody tears in his flesh with a sur-

-
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geon’s skill. He didn'tfight, didn'trun,
didn't cry out. Soon his arms, legs,
chest were covered with thin lacera-
tions. Knees buckling, he fell to the

-floor, $watched with facinated horror

as the pack pounced on their prey,
kicking and biting. In minutes, it was
over. - They dragged the broken kid
belore his older bro, throwing -hlmn
betore their chieltain’s foet.

"Get up,” the Hack Man snarled.

Thekid pushed himself up to hisknees,
stared outinto nowhere. "Ithurts,” he
muttered through swollen lips.

The kick sent him sprawling across the
floor of the nest. “Life hurts," said
Hack Man over the jeers of his gang
brothers. "You were born into a world
of pain. If you don't like it, just leave
now. Co outside in the gutter. Cur!
up and die. We welcome pain. We are
pain. But we armor ourselves. Look
around you. We are the city. Use your
claws to hurt.. Be one of us and pain
won't touch you. You become the
pain.” He rose from his chair. “Are you
ready to become the pain?”

He forced himseif to ‘stand, blood
painting the floor a greasy red, He
turned to the nearest Razor and struck
him in the jaw with a leather gloved
fist. The Boosters roared their ap-
proval. The answer was yes.

They stormed out of the building,
claws exposed. They carried the kid
on their shoulders. They would work

" “their way across their city, heading

towards a waiting ripperdoc, stashing
and burning everything in their path,

The cops stayedfar away; no overtime ' .

bonus is worth messing with a Blood
Razor initiation.

The hospitals would report thirteen
casualties from the mayhem thatnight,
all so that a fifteen-year-old kid could
get his claws and join with his broth-
ers. Before | left the nest, the Hack
Man, cooling his jets with ‘Smash,
asked me what | thought of his famity.

} popped the cassette out of my arm
and stowed it in my bag. He could
read about it on the Net, just like the
rest of you, '

—Walter Pickering, News 'S4
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' Access Gr;nhd
Flle Desired?: Symbiotics |
{ Please walt
cesssssesen |.
{ Symbiotics
Symbiotics is the file name |
{ given to updates on Booster
gang “Won Sights® which is |
{ .financed and controlied by '
§
|
1

¥

follows: : 14
. Gang members: 43 .
Enhancements: Varled |
Location: Night City -
The following report compiled !
1 by Rachael Tyroll. |

‘eeseessenen
| in sccordance with my assign-
. ment. | met with said Booster '. :
| gang at designated mesting |
place.  Upon their arrival

| netics. When they were assured |
that lwasintact arepresentative
LI Aragaka, - he leader was |
.l,b'oughloutlromamubybu .
where she had most likely been " |
| g the initis!

\ The first words out of the leader,
who calls hersell Brandywins, |
' indicated to me thal the gang
obviously does notrelishthaidea |
.' of being a pawn for Arasaka, bul ‘
resigns themseives 1o this stat |

a meoting. ‘Upon my teilling her !
| that Arasaka wished me lo '
' sccompany the gang lor a week '
| togetthe lull scope of their activi- '
tes. | was grabbed from behind
| and someone eise thveatened 1

]  Sesmenpege |
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Thani an.agaessn, wh
Qi 51 by tha shaset dane ol
"Ribtars.” Wkt judging Dy thewe
loors | woukl astiniisie that they
walt 30 [USE thal 1o human llesh
aul toing

Thav Qund s wistid hostility
$100623 £0iG when § hrenly told
thesn 1hat wiling me, or even
relus ~5 10 ‘el me accompary
theT, walldresuit-nimmegiate
$1000 108 O 'L~TS Lrovideo Dy
Afazaed 1 s m, mGresson
TamBers of tus gang

s, Trugas tur.
Ty Ty observa-
§arG momoers that

e "Gres) esteem

23102 Dy out orgaruIation
by s.~ iy cortroiling ther money
supoly 10 duy-new Cybernelics.
Tre ween | spent wih the
parg droves to me- another
theory 1hatihao postulated: The
9ang not only hates humanty
fwmcn, in sisell could be
reasoning for its existencel}. but
aso likes 10 hurt, mutitate and
kill otrers tor whal would seem
1o be the pure pleasure of it.
These two tactors lead me to
the conclusion that the mem-
Ders of “lron Sighis® are all sut
fenng trom cydberpsychosis, and
terminaling our lies with them in
the near fulure may be the best
solutica for all parties.
« Rachaei Tyroll 9/1.20
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GANG VIOLENCE

' ERUPTS ON NIGHT

CITY STREETS

By Bes Isis '

In.the early morning hours seventeen youths were killed in yet another
Boostergang confrontation. Street sources say that a
group of the lron Sights gang were gathered at a bar
known as Rainbow Nights when they were confronted
by the red-robed Inquisitors, After a brief argument,
B tighting started, and when it was all over there were
‘seven dead Inquisiters and ten dead members of the fron
Sights. : : o

-
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' 7 " When ive finally were able to reach the leader of the
AT R Inquisitors,who has asked that his name be withheld, he
had seveai things 1o say about today's and other related incidents.

"In the midmght hour, when the sound of tootsteps on the pavement strikes fear
within your heart, the Inquisitors will be there to judge you. Tonight's example,
the attack on the heretics known as the Iron Sights, is just the startof a new order
that is coming to be. A new order that will be led by the Inquisitors.

“t stand here before the public not to preach of impending doom, but rather of
judgment. judgment that will be rendered by the Inquisitors. For most of the
public, they have nothing to fear, but there are some out there that should think
about their sins, and how they will soon be punished for them.

"To further the impact of this statement, | need only point out the case of the
heretical members of the Iron Sights. They, like anyone efse who has molded
unnatural machinery into their God-given flesh; will be struck down to the last
person by the Inquisitors. if that is not clear enough, then let me rephrase it: if
you have no metal infused with your body, you are safe. If you have voluntarily

undergone such blasphemous melding, then beware. The Inquisitors are here
to judge you." '

Aithough he would not reveal his identity to the public, the head of the
Inquisitors is thought to have some older, no longer believed, religious back-
ground, which can be seen as the cause for his slightly different views on today's
society. Whatever his reason may be, the head of the Inquisitors has given his
warning to the people of Night City.

On an ending note, it must be pointed out that the chief of police for Night City

'was reluctant to answer questions regarding his plans for controlling the
Inquisitors, and other gangs that threaten the citizens of this city. In factthe only
thing we could get out of him was, "No comment.”

Sound familiar?

[
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First Pérson

One Night with the
TRAUMA TEAM

Rich "Meatball* Cramer M.D.,
Dispatcherfor Lifeline Trauma inc.,
Night City Branch #23

Transport: P&W modified A.V. 4¢

Impact rated to threat level 7
Crew: 5: -2 Med, 2 Solos, Driver/
CGunner ‘ .

6:30 : Early call. Re;p'onded to ware-:

house - district. - Patient victim of
Booster - skirmish. "'Open chest.
Trauma to liver, pancreas. Two col-
lapsed lungs. Blood PH four over
norm. Patient flatlined. Unable to
revive. Removed model K-100 cyber-
arm with combat options for com-
pensation. Suggest placing half of
resale into company Christmas fund
as per norm.

9:47 : Broken card alert at Hari Kir
Sushi restaurant. Corp patient found
choking on piece of squid. Admini-
stered swift slap to back and dis-
lodged foreign object. Read patient
list of response charges.. Patient
became hostile and threatened law-
suit. Added surcharges. Patient pulied
firearm, forcing Solo to fire in self
defense. Patientrevived and brought
to Med Center, Suggest cancelling
account after payment of bills.

11:23 : Solo down on grounds of
Raven Microcyb Inc.  Corp security
became hostile and refused to allow
extraction procedures of patient,
claiming first rights due to Corporate
Espionage Act of 2009. No one in
team had ever heard of the Act, and
in accordance with standard proce.
dure, we continued with extraction,
Raven iInc's. lawyers should be in
contact concerning deaths of six se.
curity personnel who were in path of

‘broken cards. Upon arrival discov-
ered a team from R.£.Q. Meatwagon

AV-4 upon departure. Patient revived
and charged, extra for ammo costs
and company lawyers fees,

14:15 : Firefight in inner city. Two

Inc. in process of loading carded pa.
tients onto their unit. Following
company policy on "meat jumping®,
wewarned them off overioudspeaker.
R.E.O. team opened up with smalii
arms fire. Team R.N. Chestly
Whitestone took the initiative and
released napalm canisters, Resulting
explosion cost lives of both the pa-
tients and the R.E.O. team. However,
Nurse Whitestone's quick thinking
saved company's and team's reputa-
tions. Suggest that we sue R.E.O.
Meatwagon for costs of patient ac-
counts and munitions expenses.

" 15:55 : Broken card call at Grand

tusion Dance Hall and Bar. Subject
patient: one Rockerboy, Kerry Euro-

dyne. Patientwas in good health, but

“was under assault of young female

fans. Dispensed teargas and waded
into the foid. The grateful Mr. Euro:
dyne billed the cost of extraction and

a new set of clothes to his studio's

account: and gave us a healthy tip.
Since the teenyboppers seemed to
enjoy the free-spirited chaos, 1 doubt
the company need worry about law-
sults from irate parents,

THE FACE OF THE CiTY

16:30 : Team members attacked in
bar during rest break between calls;
shotgun-wielding Booster attempted
robbery. Criminal was dispatched by
team security leader, jazz Tobias.
Criminal Hatlined trom small arms fire
and vel ol cybemet Litelline toypanse. -
Unable to1evive, Suijyest foifeiture of
advance lees on account along with
2l personal effects. Due to amount of
Cyberware on patient, It is possible
that she was in first stages of cyber
psychosls.

17:40 : Net calt to alley behind Night - -
City chapter of Elks Lodge. Patient
identified as DMS Vid actress Saman-

.- tha Horn. - Apparent ‘overdase on
" mixture of ‘Dorph and Slam. Patient

revived. - Dispatcher: instructions fol-

. lowed to return patient to. DMS stu-
dios. Team ambushed while on ap-

proach vector to DMS pad by three
AV-4s bearing ‘R.E.O. Meatwagon
markings. Took evasive action. Main
stabilizers holed during fire exchange.
DMS anti-air defenses opened up at
range of 300 yards scattering R.E.O.
vehicles, one of which crashed over
the financial district during retreat.
Patientdelivered after paymentof haz.
ardous duty fees and the promise of a
night on the town with the chief sur-

- geon, Have taken the liberty of plac-

ing all Lifeline teams on Class | alert.
Counter all R.E.O. personnel and
vehicles "with extreme prejudice”. See
supplemental report on incident and
vehicle damage.

19:00 : Finished shift'and returned

" vehicle to pool. Overtime and hazard
. duty pay logged with dispatcher.

Team placed on two day paid layover
while repair of vehicle in progress.
Heavy weapons issued from Lifeline
armory. Fixers contacted to deal with
R.E.O. personnel. ‘Team will remain
together until incident blows over,
For emergencies, contact team via
Net passcode “Stitch In Time"......
o Endof Report. . ... .. i..End of
Report. ..... ) .
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IN THE 21ST CENTURY, . THERE'S A LOT OF
WAYS TO GET THE WORD. BUT THE BEST IS
FROM A SCREAMSHEET— A COMBINATION

ANQTHER STORY; A DEEPER MEANING
LURKING LIKE A SHARK JUST UNDER THE
SURFACE; A SCRAP OF DATA THAT LEADS TO
A NEW ADVENTURE, JUST‘ AROGCUND THE TURN

OF A PAGE.

HERE ARE TEN VISIONS OF THE EDGE.

FAX-NEWSPAPER, DIRECT LINKED TO THE
DATABASES OF THE WORLD MEDIACORPS. ;

SOMETIMES A SCREAMSHEET IS JUST ,
lNFDRMATICJN; A CHEAP THRILL FOR THE :
BRAINBURNED. BUT SOMETIMES, THERE'S

WRITTEN BY: MIKE BLUM
ART DIRECTION: JANET PIERCY & TED TALSORIAN
DATABASE: WORLD NETWORK NEWS & NETWORK 54

BCREAMSBMHEETS ™ 1990 R, TALBORIAN GAMES, INC.
© 1990 R.TALBORIAN GAMESB, INC. ALL RIGHTS REBERVED,
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PETROCHEM REACTS
TOBIOTECHNICA PGE
ANNOUNCEMENT

Dallas, TX - An unnamed
spokesperson for Petrochem pro-
vided a dramatic_statement for
reporters and industry analysts sub-
sequent to Biotechnica's disclosure
of the new PGE enzyme. “We believe
that 6 months is not enough time for
proper tests to be done on this
engineering product. The possible
biohazard is enormous, especially
considering that the Russians pro-
duce 10% of the world's wheat and
cormn. if some unexpected side effect
were to diminish or eliminate their
agricuRural output, massive famines
could result.”

MIDWEST ROAD

CONDITIONS TODAY

SPONSORED BY PETROCHEM

.'thout Petrochemicals, life as
we know it would be impossible.,,*
{excormpts)

.ointerstote 40 eastbound closed
near Fort Smith, Arkansas for bridge
repairs...traffic on imerstate 35 is
slowed by a southbound nomad con-
voy in Lyon county, Kansas...U.S.
81 near Enid, Okiahoma has been
closed due 10 a toxic waste spill-
route- not likely to be opened
today...up o one hour delays. on
eastbound Interstate 44 near Tulsa
due to road work...slow going on the
Indian Nation Turnpike south of Hen
ryetta due to smoke from a fire at a
tire dump... severe flooding reported
in several Gulf states, and along the
Mississippi River...acid hailreported
around Omaha...highway sniper in-
cidents ongoing at Fort Worth have
halted traffic...drifts of migrating
mutant catfish reported on roads
west of Shreveport...

BIOTECHINICA
ANNOUNCES
IMPROVED PLANT
GROWTH ENZYME

La Jolla, CA - In a dramatic an -
nouncement today, officials of Blo-
technica revenled the developront
of a now plant growth ongyime (I'GL),
which promises to boost production
of grains and cereals by 10%. The
enzyme, developed by researchers
working here at the Biotechnica Ro-
search Facllity, will be undergoing
formal tests by the USDA soon. Bio-
technica expects the PGE to be in
distribution by next year,

Stock analysts expect Blotech-
nica to rapidty gain in value; agricut -
ture giant Petrochen is expected to
drop, {see page C-30)

EYE ON THE MARKET:

Night City Today Examines

the Best in Available
Equipment.

Today: The Yakurichi-Ural

BR70 Heavy Transporter

wWith: Full Cyber interface ¢
Nav System witrh NAVSTAR®
Guidance Packege ¢ Radar ¢
CB8 Radio * Sleeper cab for
two ¢* Powerplant: Rolls Royce
CB40V « S, 800 HP ¢+ 110

highway/1 30 boosted.




Scenario 1:
Open
H»ighway

Players’ Information

The ptayers, while onthe West Coast,
ae approached by fiotechnicd about
dnviegt and encorting 3 actor trader
g lvaded

with PGE ang

Top spoed s 110 mph on tughway
(130 boosted), 40 mph off-road (50
boosted). Length 8m, width 3m,
height 3.1 m. Four extra saddie tanks
provide about 2100 miles range to-
tal. Total cost, if you want one; is
about 120,000 eb. The trailer is a
Feeyhilf amored van body (90 AP,
withan alann nystemn, aircomdifloning

test ems S p————"

fromtheir site
a1t La joha, to
3 USDA facik
ity in near
Nashviile,
IN. Theteam

wouic De fes
quired .- to
cover. £9Q0
miles . in 36
hours. Biotechnica will reveal that
Petrochemis trying to get theirhands
on scme of the PGE. and ihe team
shouic. expect troudle, In the Mio
wes.ern states, where Petrochem
owns vast pieces of the landscape,
the corporation can pretty much do
what it wants.

The tractor is a Yakurichi-Ural BRTO,
with 3 cyber interface, nav system,
€8 radio, radar warning receiver, 2
zero/2ero ejection seats, avtomatic
fire extinguishers, road surface so-
nar for the active suspension, haz
ard warning/auto braking radar in
the grille, air conditioning, stereo
system, sleeper cab. winch, and 70
SP keviar fibreg!as body, with 30 SP
polycarb windows. The power plant
is 2 Rolls-Royce CB4Qv wrbocom
poung 64 liter V-12 varioble geom-
etry free piston engine acting as gas
generator for 4 modified Teledyne
CAE J402 turbojets, buming a. mix-
ture of nitro-doped high octane gaso-
line, . meta-alcohol, ether, and .ac.
etone; a tank of inhibited red fuming
nitric 3cid is ‘available as a boost
oxidant, for up to 25 minutes. Max
rated {unboosted) at 5.800 shaft
-horsepower; normal fuel capacity
1200 liters.

and separate APU,

ang carrying two spare
tires {which will also fit the
truck). Various repair tools are in
workboxes on the tractor. A hatch
has been installed on the top of the
siecper cab, -

The team will also have the use of
two anonymous Toyo-Chevrolet
sedans as scout/escort vehicles.
Each of these has been fitted with
a CB radio and “police interceptor”
performance options (treat as
‘sportscars’). However, neither is

armored. ‘

The cargo consists of 20 plastic
drums of plant growth enzyme, 280
sacks of hiyield fentilizer, and 2
crates of test instruments.

The teammembers will receive 1000
eb each at the destination if the
cargo is delivered intact.

Ref's notes:

Biotechnica is using the players’
team as a decoy. The PGE in their
truck is actually an early experimental
version that went subtly wrong.
Biotechnica is hoping that Petrochem
will 2) be diverted away from the real

shipment, a0d D) ¥ the fahe 1PGL 1y
stolen, Petrochem will waste a few
months figuring out what it is. To
further this goal, Biotechnica has
fitted the tractor with a satellite tran-
spander, and will leak the location of
the truck (through independcnt
nctrunners. and cutouts) to Petro
chem oneco o twico dutlyg the un,
The transponder is an anonymous.
looking box about the size of a pack

Thus, the char-
acters can ex-
pect to be inter-
cepted a couple
of times by cars,
helicopters,

porate . troops,
etc.

the fueltankson
the Yakurichi-Ural tractor is pen-
etrated, the remaining fuel in that
tank may self-ignite. Five of the tanks
containthe gasoline/alcohol/ether/
acetone portion of the fuel, 300

liters each tank; the sixth tank con- |

tains 300 liters of red fuming nitric
acid.

The real shipment is being sent by
entirely different methods and route's,
guarded by Arasaka hired mercs.

Biotechnica will grudgingly pay
the characters if they successfully

.reach Nashville, however. Nobody

wants a reputation for shafting so-
los, after all.

HIGHT CITY
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of cigarettes, attached under the .|
dashboard.

roaoblocks, cor- | -

# the armor over

>CRIME
>NIGHT CITY STALKER
SRECENT : 3 WERKS :NIGHT CITY

BRIGHTMAN
RELEASED
FROM PRISON

Night City, CA - After spending
17 years in prison, Joshua Bright-
man was released yesterday at the
end of his sentence. Suspected of
being the °Night City Stalker,”
Brightman was never convicted of
any of the 32 murders committed by
the Stalker. His was imprisoned for
kidnapping and attempted murder,
after a widely-publicized trial. Many
believe, however, that Brightman is
indeed the Statker. The former elec-
tronics store manager is now 39
years old.

Threats against Brightman's life
have-aiready been received, and his
stated intent of returning to Night
City has already alarmed citizens'
groups. Police spokespersons,
however, were unconcemed, stat-

ing, “We dealwith cyberpsychosevery . |

day who make the Stalker look like
Santa Claus. | expect Mr. Brightman
will find the streets are a bit toughe:
than he remembers.” y
Inrelated news, Federal prosecu-
tor Mel de Costaverified that charges
will not be brought against Brightman
under various Federal firearms stat-
utes, as the statute of limitations
has expired. Brightman was found in
possession of a sizable arsenat at
the time of his arrest, but charges
were not pressed at that time. “The

State of Califomnia dropped the beil

on tho prosocution of Delgitman,*
said de Costa. “We were assured at
the time that he would be convicted
of multiple murder charges with spec-
ial circumstances, and so did not go
ahead with the weapons charges, By

- the time the trial ended, our resources

wera spread protty thin In varlous
ContentAmerican *intemationat Drug-
Lord Statute® prosecutions, and o
a case was never made.®

>BRIGHTMAN
SRECENT: 2 WEEKS :NIGHT CITY

SUSPECTED
“STALKER” BUYS
CYBERLIMBS

Night City, CA~Thisreponterhas
learned that Joshua Brightman, re-
cently released from prison,. and
suspected of being the “Night City
Statker,” has undergone extensive
cybernetic replacement surgery in
the last few days. The exact nature
of his enhancements are unknown,
but he has spent over $3000 on
hardware alone.

Night City police spokesperson
Claude Maxwell would only com-

- WANTED: gersons with expe-
rience in archaeology for work on
a ‘corporate research project.
Preference givento specialists in
early British Megalithic sites, Top
$$$. Contact Hudson Assc, 1.
2125556798

BODY IMAGE
When only the Best will do...
1417-855-8300

Interfaced.

The Master Hackers
For all your NET Security Needs.

Contact DF 562-128, code 1226,
for a free evaluation, . -

ment, “As long as Brightman doesn't
purchase any IHogat vybottech, we
can'ttouch him.” When asked if the
NCPD planned to monitor
Brightman's cyberware purchases,
Maxwell reptied, *No comment,*

>CRINE

PNURDER

INIGHT CITY
>CURRENT : CURRENT ;

CRIME BEAY

The consoll-
dated crime re-
port for last
week reads as
fotlows: 72
murders, up 2
from the same i -
week last year; 190 sttempted
murders, down 6; 590 felony as-
saults, up 12; 15 kidnaps, up 1:
{seepage C6) -

WATCH NEWS 54 WITH
DONDRE WHITFIELD -
:00 ON CHANNEL 54,

THE .
-MAXIMUM
INFORMATION
- GHANNEL "




Scenario 2:

Back from
the Penalty
Box R

Players’ information
the characters are approached hy
Carche Yeding, a smalt time fexeer,
shurfieeds potechion. She hoas (e
Toently 2ained SOme evuience which
. #0.iC Srove that Joshua Brightman
3ircees the Night City Stalker, She
5:.r3 %0 get Network News 54 and
| IneWer o News Service 0 bidon this
. 2wicente, but this will take a cay of
w0 fcr tne deal 10 g down. In the
Teantimie, sheisworried about both
3f the’ corporations trying to get
someiring for nothing, and aiso wor-
g acout getting a visit from the
Stalke; She will pay 500 eb each for
<D t0 6 cnaracters to keep her safe
‘or w0 Cays. The characters can
shoose where to set up their “safe
nouse.” as.long as it is within either
:re Cowntown, South City, or Char-
ter Hilt areas. Each of the news
<0138 will'want to send someone
around 10 inspect the evidence be-
‘ore biccing. :

\lecina hersed isarmed with 3 shon-
carretiec .357 Magnum revolver,

Ref’s notes:
Srightman is sure enough the Night-
Stalker. He has alreacy armed to the
ieeth ang then some, and has com-
Tulied a couple of murders in the

pal wack, He wan o tach fieak
betore he went to pison, and has
followed the development of
Cyberware with acalculating intensity.
He has gone all-out on cyberware
purchases: bocy plating, cyberlimbs,
pretty much cvery kind of legal and
iHegal cybentcch, He does not sutfer
from’ cyberpsychosis, as such: he
was o psycho long, hciolc'cybcrwme
was available. Brightman is preter.
nitrally stealthy, andg delights in
“Soolne” e vwetuns before he
funshes them, He has a very good
knowledge of ¢iecironics of the more
simple king: chone and power lines,
for example. As the Statker, he car-
r3c§ 3 good supply of big guns and
knives, and wears black coveralls
ana a balaclava.

The twor nown corporations will each

send, at ditferent times, an investi-
gator over to view the evidence
Medina has gathered (a shoebox fuil
of gruesome photographs). For the
next 18 hours or so, the two corpo-
rations bid and maneuver, Eventually,
late in the evening of the sccond
day, one corporation will put up the
winning, bidd; an oxecutive for the
other, in afitof spite, will call Bright
man ang tell him where Medina is,
and why he should pay her a call,

Six hours will pass while payment
details are arranged and the corpo-
ration sends over a team to collect
the evigence. During thattime, Bright-
man will strike... ©
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REPORT

MEDIA: DMS
CRACKS

DOWN ON -
COMPETITORS

Los Angeles, CA - Inthe wake of
FCC's “La Rosita® ruling, Diverse
Media Systems has gone after unii-
censed competitors with vigor, Lawe
suits, jamming, ECM, and physical
harassment have 3ll been employed
inan aggressive effort to counterthe
‘independents’ programming. Other
mediacorps have also taken advan-
tage of the new loosened niles,
but only DMS has gone to the ac-
ceptable limits...some would say
past them,

inthis article, we willexamine the
Jatest actions by DMS, and tryto un-
cover the reasons (cont'd page C-2)

>KRAB
>RECENT : CURRENT : LOS
ANGELES ’

JOSH CARBONELL
MAKES WAVES

IN THE OCEAN

Media renegade Josh Carbonell
is tweaking the nose of the corpo-
rate bigwigs at DMS again! His pirote
station KRAB, operating off of anold

oll platform in tha San Pedro Chan-
netl, has broken several imajur ato-
ries lately; two of those stories
showed DMS's own repornters in a
very bad light. In the “imperial Valley
Genetic Scandal® series, KRAB re-
porter Jufian Morales revealed that
DMS's own investigators were in
volved In the coverup of a major
bloharord waste site. In his own °A
Oeopor Look” sorles, Josh himsolt
has done follow-ups on stores run
by DMS and Network 54; DMS par-
ticularly came out looking foolish,
KRAB has-also become a fad favor-
ite music station in LA, as weil,
Josh attributes his success to
*sex, drugs. and the worst taste in
" music west of the Rockies. | let my
DJs do their-own programming, and
expect my réporters to kick (cont'd
page C-15)

>MORE ¢

CHIPPING AWAY

Since the summer of 2011, Elay
residents have been exposed to
dangerous radiation — specifically,
the transmissions of pirate radio
station KRAB. The station produces

- 3 signal strong enough to.reach 37
million Angelenos — though it has
also been off the air for intervals of
up to a week. The wild and wooly mix
of political rock, *unconventional®
news, and: other unexpected pro-
gramming elements have made this
station the street box favorite. DJs
Montjoy Singh, Renee Dilion, and
(see page C-15)

SCALHUA-MEXICA
SRECHNT 12 wWREKS: LOS
ANGELES !

BOOSTERGANG
TRASHES

INDEPENDENT -

RADIO STATION; -
3 KILLED '

Early this morning, a local boos-
tergang raided a small pirate radio
station, opcrating as Radio Free Bur-
bank, and destroyed their studio and
mobile units. Three people, including
the station's owner, Mark Springfield,
were kilied. The station, which had
been operating on various FM chan-
nels, was noted for it's unique musi
cal choices, and hardhitting invest:
gative reporting. Local police had no
comment as yet on the attack. -

The station had been broadcast-
Ing by stealing airtime on corporate
station transmitters, using sophisth
cated computer infiltration tech
niques. They had no transmitter of
their own, .

The boostergang, identified as
the Calhua-Mexica gang, has been
linked in the past with the DMS
mediacorp. However, “corporate
spokespeople denied any knowledge
of such a link, Representatives of
the Caihua-Mexica gang, when con-
tacted by this reporter, gave 3 ram-
biing statement which seemed to

- indicate they felt generally insulted

by Radio Free Burbank, and had
decided to take action on their own,

FOR THE BEST INBIOSCUP
RECREATION AND
CABARET, NOW
APPEARING, "HITMAKERS
1989~

142 S.DELANY, NIGHT CITYd




Scenario #3:

Pirate Radio

Players' Information: '
The characters are recruted by
KRAR's Josn Carbonelt to guard his
stugios and staff-from DMS and
thew thugs. He fully expwscts toreceive
A vicat from e Cothug Mezng Hang
Inthe neaf future. He will pay 100 ey
3 ddy. cach day, plus room ang
DO, for at leeast o month's work,
You also get o pal around and get
stonec {off duty) with a bunch of cool
DJs. uncerground mecia personali.
tes. ang visiting musicians.

The actuatKRAB studioison g barge,
several kilometers from the old oil
g which carries the KRAB transmit.
ter. There is a tight beam microwave
fin from the barge to the cil rig, and
all of the KRAB corresponcents use

| cetlohrones 0 call in their stories.
- Josh coes not have a lot of faith in

this sysiemkeeping OMS fromfinding
his studio. i

The darge is in the micate of a rakt.
C:ty. covering nearly S0 square miles,

.| wnicn floats just off the shores of

Los Angeles, The resigents are po0fr,
homeless.emnicallydisadvamagcd.
uncocumented, and/or avoiding the
law. Nearly 120,000 people live out
here. on oid barges, small ships,
pontoons, jury-tigged rafts, and just
about anything eise thatfloats. There
are wisting, narrow °canals® of open
water running through the raft city.
The Coast Guard has long ago gven
uD trying to disperse this mess, and
contentthemselves with keeping the
raks outof the spalanes andharbor.
The Ratters are essentially another
variety of "Nomads” for Cyberpunk
game purposes. though the raft-city
does not wander around.

At any time, there will be at feast 3

dozen NPCs on the KRAS barge:.
Josh. 3 Techs who maintain the
massive kiuge of radio gear at the
station, a couple of Medias who act

as producers/writers /sound engi.
neers fnr the atation, a Rafter rook,
o Louph: of DIS o reporters (more
Medias, or possibly Rockerboys), and
some underground media/music
personality here for an interview {or
POssibly to help Josh defend the
place), along with his or her bang

{and possibly a groupic). Most of .

these people will be armed with
verious light plstotr,. ~.
Ihe Techs have mounted a coupie of
tow-light cameras on the barge mast.
A warren of rooms has been created
out of sheet stee! in angd on the
barge: the decor is best described
as “funky.®

A couple of speedboats and & ‘util-
ity’ outboard owned by the sta
tion are normally avaitable for trav-
elling around in the raftcity, or to
Los Angeles. .

The Techs, Josh, and some of the
Media-types normally play Iots of
poker at night. L

" be instalied.

i -seem-to be going poorly; they have

Ref's Notes:

DM will evde e iy the nctunl buo
tion of the studio within a few duys,
and will send their goons the Calhua-
Mexica gang out to destroy it. They
will arrive in 6 stolen speedboats,
and a stolen Bell-15 Alrogyro. Each
boat will be carrying 3 boosters, the
Airogyro only 1. Lots of automatic
weapons, a couple of grenade
launchers, snd o fow Moktov cock
tails will round out the had Ruys
weaponry. The booster in the pyro
will play ‘bomber.” All of them have
reflex boosters and smart guns, at
least; other cyberware is cenain to

The Rafters around the bargekmay
joinin and help the players, if things

no love for the boosters, and Josh
has been a good neighbor,

If the players manage to repel the
assault, Josh will offer them occa
sional employment as ‘backups’ for
his reporters.

—

BUNIHOUSE
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BOOBYTRAPPED
CYBERWARE ON
THE STREETS!

Night City ~ In 3 bizarre twist on
the  problem of black market
cyberwedr, this reponter learned to-
dayof aflood of sabotaged cyberware
which has been unleashed in this
city. Apparently sold to unsuspect:
ing boosters, these prosthetics con-
tain- chips programmed to0°cause
violent incidents.

No pattern has yet been detected
to the reason for these incidents.
Several boosters have strangied
themsetves with their own cyber-
arms; others have fired on police
cars or patrot officers (with less
reasonthanusuai). Some have been
driven into cyberpsychosis with
alarming speed, and others found
dead with no apparent cause. Few of
these incidents have been investi
gated fully by the police until re-
cently,

Few boosters have survived their
rebellious cyberware; none were wilk
ing to talk to this reporter. it is
believed that the cyberware involved
was purchased on the street, and
outwardly at least resembles vari
ous cheap popular brands.

REWARD FOR’
BRINGING DOWN
SABOTAGE
CHIPWEAR DEALER!

Night City (AP) - In an unprec:
edented announcement, the Night
City PD, the heads of three major
boostergangs, and an association
of local street clinics revealed a

reward fund for “bringing to justice® ’

the persons reaponaibie for the
sabotage cyberware being sokd In
Night City. The fund, standing cur-
rently at 5000 eb, was contributed
to by the Police Benevolent Associa-
tion, the major boostergangs, and
several street clinics, Detective
Arnold Heller, speaking for the PBA,
said, “The patiod officers fool there
are enough finka to workiog tha Come
bt Zorwe, without these human time
bombs on the street. We are hoping
some responsible citizens can help
us put an end to thig problem. Of
course; people shouks be aware that
this is a hazardous situation, and
act accordingly.” Representatives for
the clinics and gangs endorsed De-
tective Heller's comments;
“Razorface,” head of the Grimmers,
added, “Yeah, what §———d said,
goes for us, double,* .
Night City DA Bemard Moon, when
) asked about
this appar-
* “ent invita-
. tion to “vigh
lante jus-
tice” by the
Night City
PD, said,
“Naturally,
we have to
carefully en-
force any
laws broken by anyone, even while
doing a public sefvice, However, itis
aiso true that there is considerable
leeway for my office to decide which
cases to prosecute. Our caseloads
are already staggering! Without com-
-mitting myself to anything, | can
certainly say that any mitigating
circumstances would be taken into
account before adecisionwas made
on whether to file charges.
“As for the reward offer, there are
certainly precedents at both the state
and federal level for such action,”

BERNARD MOOM

GANG VIOLENCE
ON RISE IN NIGHT

CITY

Several major battles have taken
place between Night City booster-
gangs, all related to the -sabotage
chipware being sold in the streets.
Some of tha bottles weie caunad by
accusations of complicity 1 the ois
tribution of the corupt cylwiware;
others were apparently provoked by
the cyberware itself, So far, 27 gang
members, 8 bystanders, and 3 Night
City policemen have been killed in

in response to this violence, the
antkprosthetics group, the inquisi-

- tors, has been staging protests st
City Hall Plaza, calling for stricter-

* enforcement of black-market cyber-

ware laws. -

METALHERD

Your Maximum Metal
Force in the NET.
Night City LDL 144292

BODY IMAGE

When only the Best will do...

|

KELLY RHODES is

THE PROFESSIONAL

COMING IN THIS FALL ON

1-417-885-8900
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i Scenario #4:
|Armed &
' Dangerous

i Players' Iniformation:

| Mere is a chance for the players to
i make some bucks, without an em.
i ployer witching over theie shoutder
L Ihe rewant ofer seems g, ang
! the characters would stand lo gan
! SO foends in the RS, 0n the
| potice force, andin the small clinics:
not the worst friencs to have.

Of course. first you have 20 finc the
cealers,

Ref's notes:

For most of this scenario, the play-
.ers will be using jots of Steaitn,
| Sracowing, Human Perceation. and
‘0ts and lots of Streewise.

The sabotage chips are being made
-overseas, installed in stancard cheap
Syberware, ang brought into Night
City by the Inquisitors. They then sell
the cyberware (at a loss) 0 boost-
ers, who do most of the actual-"re-
tail” gistribution. The boosters in
voived, mostly members of the

“Barons,* have realized what is g0
Ing on: but being particutarly nasty
boosters, don't reatly care as long
as they don't get caught.

Eventuatly, the eharacters shouldbe
able to get the time and place of 3
meeting, where some of the “Barons"
will meet their mysterious suppliers,
ang hand over cash for cyberware.
The characters may want 0 bustup
the party right there, in which case
several of the suppliers will turmn out
0 be Inquisitors in mufti. Or, they
can follow the suppliers around, and
catch them with their unsavory pals
at whatever dive the Inquisitors cait
home. Either way, lots of heavily
amed people will be mad at them for
2 short while; some will ‘have ‘lots
and lots of cyberware, some will
have none at all. 10,000 eb in cash
and 10,000 eb worth of black mar-
ketcyberware are being traded:; most
of the cybeérware is sabotaged. but
the money is fine,

Once the police and boostergangs
have been informed of who is really
responsible for the problems, the
characters® troubles will be aver, For
the "Barons” and the Inquisitors,
the troubles will be just beginning . ,

o
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NETWORK 54 .
ANNOUNCES
CABLE AMNESTY
PROGRAM TO
END SOON

New York - Network News 54
announced today that, at the end of
their 60 day amnesty program, they
would be taking “harsh measures”
to deat with iltegal hookups. When
asked about what these measures
might be, company spokesperson
Andrea Kugel replied:

“We will go after these people
using every legal tactic available to

ANOREA KUGLE OF NET 54

us. These people are not paying
their share; their neighbors should
realize that. We estimate that if all of
the current illegal hookups were con-
vertedto legal, paying hookups, rates
to consumers could be decreased
by as much as 12%!

“Our amnesty program i3 very
simple. You just pay the standard 50

surchuck connection fee—that's it.
Our installers are cenainly under no
pressure 10 disconnect — we would
rather have happy paying custom-
ers. But if we have no other re-
course, we will disconnect illiegal or
delinquent hookups as fast as we
can.

“if you don’t want to teduce your
rates, it you have to do Is sit there.
Bul i you want the poasibility of
lowet rates, coll our tolkHiee number
1:700-555-3465.°

REPQRT

MEDIA:
CAN NETWORK 54
DEAL WITH CABLE

- HIJACKING?

8y Ed Andersen

Inthe wake of the announcement
by Network News 54 of the upcom-
ing end of their amnesty program,
we have uncovered some interest
ing statistics. in a similar program
undertaken last year by the City of
New York, which owns it's own cable
system, the cost of the program
exceeded the new income brought in
by formerty illegal subscribers. In
addition, 18 city cable employees
were killed while disconnecting
homes from the cable net; 3 per-
sons were killed by cable employees
retumning fire, 20% of the discon
nects were later discovered to be
legitimate, paid infull cable accounts.

As most of these disconnects
occur in poor neighborhoods, the
disconnection teams are exposedto
great risk to life and limb from gang
activity in those areas as well,

Intight of this, can Network News
54 really claim that our neighbor-
hoods wiltbenefitfrom this program?
Inour opinion, anextended amnesty

program would better suit the public _

interest, and (cont'd page C-14)

0'DOWD ELECTRO-

STATIC BODYWEAR,
CYBERTECH and

SKINTECH CLEANING

SINCE 2007, WE'VE TAKEN
THE TIME TO FPARN YOUR
TRUST,

1.4%00) 1) CLTAN

Full Skin Job, with up to two
Cyberlimbs, Optics realignment.

- $209.95

Cable Employee Killed
By Video Pirate

Night City, CA - An employee of
Night Clty Cable, a local subsidiary
of Network News 54, was killed yes-
terday while trying to disconnect an
apantment in the ‘South City district.
The employee, Renee Wong, was
pronounced dead on arrival at City
Medical Center, having suffered
multiple gunshot and stab wounds.
The three other members of her
disconnect team were also admitted
to the hospital; one remains ininten-
sive care, while the other two are in
*fair” condition. Police have a sus-
pect, Chariton Ompa, age 30, in
custody. Mr. Ompa, an unemployed
theater usher and a veteran of the
Central American Wars, has plead
not guilty to the charges of murder
with special circumstances, at-
tempted murder, possession of
unregistered fircarms, possession
of explosive devices, assault with
intent to do grievous bodily harm,
possessionofillegal cyberware, and
resisting amest.

Apparently Mr, Ompa objected to
the Night City Cable team cutting his
Hllegal hookup while he was watching
the National Laser League playoffs.

BODY IMAGE
When only the Best will do...
1-417-855-8900
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Scenano #5:;
Giving the
Public What
They Want

Player Information:

The characters. in need of mongy.
hawe been hidd s a hsconnert
W ang must - clear iltegat ang
sei.nguent 1aps off of the cadle ret.
Tney wiil be paid $25 ‘or each con
necton wnich is “iegalized.* that is
10 sy he cusiomer stans oaying,

from the net.

“The ‘zaz'e net'is an optical fiber
] Aetwork installed originally in the
1 °20C0s. It carrics video, high-rate
P.lomputer gata. anc screamsheet
i oeges. Foresrangeinsizefrom1-1/
i 2° giameter armorec canles under
e sreet, to /20" giameter risers
eniering the customers’ homes. Taos
‘May be present anywhere, but the
tikeiiest taps are found along the
shones: route ‘rom the tapper's TV
sel 0 the nearest legal cable.

Trere are six basic methods for lo-
cating iliegal hookups:

1) cails 0 the “fink” line at Night

Cuy Caple: ine characters will be

i DroviCee with orintouts listing all

rformaton gained fom these catls;

T eeLro-eotealcadle oag mesers,

€7 82RO SN 0 the fiber

t)

ar

2L C 0 SR ransmussion

POTVE COTUNVIAC T NS

# DANG TTICS, (DUrSLISON, T Nt

[ CFOn o O T StTet WCtes: IR

i 61 con pamres, such as going coor

10 ¢00F with ' “Viewer Marketing
urey.”

Tre chasaciers are ssuca Night City

Caote 10 cores, anc are tegally al

anc $1Coreaen connectioncropped -

lowed access to all cable company
property which i 10 say, the
cables themselves. Of course, not
everybody agrees 100% with this.

And then there is that violent minor:
ity — who, when their hookup is cut,
or if they sce someone just sneak-
ing around, whipouta 12 gauge. And
of cournn, poking arount in the
basement of big apatment. builg:
ings is i tovely way to meet hoosters

and worse,

The only icgatly sanctioned reply to
this is “selfcefense.” Of course,
from the company's point of view,
public opinion is. a whole lot more
important than the law,

Ref’s notes: R

Most of the people who have rigged
itlegal hookups are not going to give
the characters any troudle — 3 few
will ‘even go for the amnesty pro-
gram. On the other hand. a
boostergang which loses their cable

signal just before the Big Game. n
netrusnar who loses hie high Laud
line while making a dangerous run
3gainst a corporate mainframe, or a
psycho who can't see his “Mayberry
RFD" reruns, can all give the char-
acters ahardtime. Basically, nobody
will be-happy to see the charactors.

On the other hand, Tacha nnd Nes
trunners might welcome an opportu-
nity to squirret around in the cable
company’s computers, and rig their
own little surpriscs on the net.
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>NOMAD BBS
>DUSTVILLE CAMP
>RECENT :CURRENT :

CORPS HARASS
FAMILIES AT
DUSTVILLE

Well friends, the megacorps are
atitagain! Atruckload of theirgoons
came by the Dustville camp yester-
day and tore into the folks there —
trying to scare them off. The goons
weren't ‘giving out names, but it
seems a friend of ours ran the Net:
and she figures themforPetrochem’s
own brand of slime, i

Now most of you already know
from personal experience ait about
Petrochem, but just in case there
are a couple of new folks onvline, I'l
lay out the down and dirty about the
kind of game these guys will be
playing in.Crow Canyon. Back about
15 years ago {see page C-2)

>PETROCHEM
. >DUSTVILLE CAMP
>RECENT ;CURRENT :

PETROCIIEM
RESPONDS TO
RUMORS ABOUT
DUSTVILLE
“CLEANUP”

Dallas, TX ~:When questioncd
today about Petrochem's actions
concerning the so-called “Dustvilie®
camp in Ventura County, Catifornia,
spokespersonAtan Valentine replied.

“The propenty in quastion Is corpo-
tolo propeity. We will enforce our
property rights to the limit of the law.
No further comment.”

Petrochem has a reputation for
ficrce, some would say savage, re-
sponses to squatters and trespass-
ers on R's corporate farms in this
country. Whilo the *Dustville® comp
in on apparontly worthloss proporty,
the corporation ssems unlikely to .
cede any property rights in this case.
Another confrontation between
Petrochem and the nomads Is
shaping up...

>DUSTVILLE CAMP
>AS PROPERTY
>SINCE 2000:10 YEARS:

Crow Canyon
Refinery
Will Not Be Built

Ventura County, CA =Inthewake
of the merger between Western
States OHl, Eif Aquitaine, Chevron,
BP, and Royal Dutch Shell, several

Y ® e
=T

-
L

SN ST

RS
r =1

major, projects. have been cut in
orger 10 pay bond fees associated
with Ms, Ellen Trieste's takeover,
Locally, this means that the Crow
Canyon Refinery project will not go
through — even though Western
States Oil has already purchased
1800 acres of land.

HGEE COUNTY, Tit

“A Laft Riott1t® <= Jevers Heace

R RUCHRL AR
RN

As of last download...EBM ac-
quires Consotidated Factions by
unfriendly takeover, analysts
concerned...Leon H. Morgan 1
named VP of Intemational sales
for Genma Corp...WestTech stock
falls due to chemical scare in
South Ingian Ocean...Petrochem
under fire for alleged. dumping |
in Texas facility...MetaLogical
{pg. F-27)

CRIME BEAT
The consoli-
dated crime .
report for tast
weekreads as
follows: 106
murders, up 5 |§
fromthe same A
week last year; 121 attempted
muyrders, up 16: 42 felony as-
saults, down 25; 3 kidnaps,
down 3; 24 rapes, down 18,
burglaries 41 (see page C-11)

N
WATCH NEWS B4
DONDRE WHITFIELD
8:00 ON CHANNEL 84.
THE
MAXIVIUM
INFORMATION
CHANNEL
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' Scenario #6:

Camping Out

Player Information:
Thecharacters are contacted bytheir
nomad friends {what, you say you
haven't got.any nomad friends? Ev-
ery group has someone who has
nomad fricnds!), The nomads need
help protecting. their camp in Crow
Canynn 2ony Carporate hatassment,
theycan pay 130 o day. plus meals;
Dulbwoukitieally anpreciate any char.
Seiers who helped out of the good
~ess ¢f their neans,

ATl 220 peopte tive in the camp,
rameZ *Dusivitle.* Of these, 80 are
enigren, and anather 40 are 100 old
0r Cisadled 20 co much useful work,
Trere are half a cozen old school
Suses, and a couple cozen beat-up
9l cars, pickups, RVs, and motor-
cylies at the camp. Several of the
buses are in need of majér repairs.

Every cay. about 100 of the Nomads
Crive own the unpaved road which
leacs to town, looking for Ways to get
money, food, andwatér for the camp,
Tre small creek in Crow Canyon is
cryin the summer, and the valiey is
very custy (hence the name
“Dustville*). A friendly locat has pro-
misec 10 loan the nomacs an old
well 2rithirg truck for a day or two, so
ihey won't have to carry water into
Crown Canyon.

The nomads have enough weapons
0 amy 5O people with pump shot-
guns, lever acton carbines, and pis.
sols.:Bocy armor is very scarce.

Ref's notes:

in 2008. Petrochem wanted 10 ex-
pand 2 business park being devek
opedin San Bemardino County, about
100 mites east of Crow Canyon.
Unfortunately, the area they wanted
0 expang into. he'd a toxic waste
cdump, built in the early 1980s.
Petrochem worked out a deal with
he county and state to move the
dump contents 1o 3 “better” storage

sitc out of state: but instead, moved
70.000 cubic yards of contami-
naoted 10i 10 the Crow Conyon nrop
erty. At Crow Canyon, the waste
was covered by a couple of feet of
local topsoit. .

Petrochem pretty much ignored Crow
Canyon after that — until recently.
Some bright boy in the local office
reatized that “Dustville® was iocated
0113 Nasty corporate secret, ind has
deaided to move them off before
they stir things up better Ieh buried.

Petrochem is keeping an eye on
what happens in the valley with a
couple of remote surveillance crones
fiying athigh altitudes. They are both
very small and quiet.

Toxic waste iaws have been relaxed
quite 3 bit since the 20th century,
but this dump is such a horrid mess
that even Petrochem would be em-
barrassed. Proper disposal. costs
for. the -waste materials - invoived
would run into the tens of millions
of doltars, 9

Afew of the people in the camp have
been having headaches and feeling
nauseous — this is nothing yet. So
far, the Nomads have had “barely
3ny” exposuyre;

As soon as the well drilling begins,
the bit will hit something big and
hard. A little shovelling will reveal a
broken concrete block, originally
some 10° on a side. 4 tall lenters
set into the concrete read;

DANGER
HEXACHLOROCYCLOPENTADIENE
POLYCHLORINATED BIPHENYL/
POLYVALENT CHROMIUM

NITRIC ACID ’

TOXIC MATERIAL DISPOSAL S;l'RUC~
TURE

300" X 300" VAULT

LOCATED 50° NORTH OF THIS
MARKER :

SITE 480 — ESTABLISHED 1982

This stulf is bad, boys and girls! if
further deliling ig attampted, o
pungont oily yellow liquid will be
found penme ating the soil a few feet
down, along with the crushed and
rusted remains of 55 galion drums.
Everyone in the camp will get head-
aches immediately just by exposing
this glop.

The yellaw soup is toxle, mutagenie,
cacinogenic, teratogenie, andg pen
erally damgerous. Symptoms for in
creasing exposure include nausca,
hemorrhage, and death.

A trivial amount of research will
discover that Site 480 was sup-
bosed 10 have been moved out of
state from San Bernardino County
by Petrochem.

Once Petrochem figures out (from
the RPV cameras) that the Nomac's
are digging up the toxic waste, they
will scramble to-eliminate the No-
mads. Within 20 minutes, 10 Av-4s,
each carrying a 10-man assault
squad, will converge on Crow Canyon,
They will attempt to block the road,
and massacre the Nomads.

The unpaved road into town Is about
3 miles long — anyone who reaches
town can be considered safe for the
moment. Note that the Nomads do
not currently have nearly enough
transport for everyone at the camp
to ride a vehicle. ’

NIGHT CITY
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ATTACK
ON
HIBERNIA
OILFIELD

Nearly 20 Killed
St. Johns, Newfoundland - The

““Hibernia” oil production platform,

located 200 miles southeast of this
Canadian city, was heavily damaged

today by a missile attack. 17 people
are confirmed dead, and another 10
ore missing. No estimate of the
monetary damage was avaiiable. The
platformis at the center of a network
of underwater satellite wells which
last year produced 30% of the crude
oil brought to the surface in North
America. Petrochem, which operates

tho platform for 8 consortium of
Major onergy corps, s sonding
security and investigation teams to
the platform.

The “Hibemia® platform was con-
structed in the 1990s at a cost of
some 20 billion eb."No immediate
reason for the attack Is known,

RED FLAG ARMY
TAKES CREDIT FOR

HIBERNIA ATTACK

Night City (AP) - A news release
from the Red Flag Army, a terrorist
organization, has taken credit for
the missile attack on the “Hibemia”
production platform eartier today, A
detailed description of the mgthods
and equipment used to conduct the

attack seems to leave no doubt that

this shadowy groupwas responsidle.
Petrochem officials had no com-

ment onthe Red Flag press release, .

There have been persistent ru-
mors that the Red Flag Anmy, while
posing as a radicat left terror group,
is actually a mercenary corporate
strike force.

~ AMERICAN AND
CANADIAN
MANHUNT FOR
HIBERNIA
ATTACKERS

St Johns, Newfoundland - A joint
American-Canadian law enforcement
task.force has been formed in the
wake of the "Hibernia" platform at-

" tack today. Officials from the RCMP
and the FBI announced the task
force at a press conference ih St.
Johns, Newfoundiand earlier this
evening. Spokesperson Milton

McColium said, “Every resource will -

be brought tobear inorderto find the
perpetrators of this sneak attack,
We already have solid evidence lead-
ing us to persons involved in the
planning of the attack, and arrests
are expected soon.” When, asked
about the: participation of the Red

Flag Army in the attack, McCollum
said, *Evoryune knows that the Red
Flag Army is just a cover for various
corporate schemes. | doubt this is
any differert.”

CORPORATE .
REPEFORT

As of .last download...EBM ac.
quires Consolidated Factions by
unfriendly takeover, - analysts
concerned...Leon H. Morgan I}
named VP of International sales
forGenma Com...WestTech stock
falls due to chemical scare in- |
South indian Ocean...Petrochem
under fire for. alleged dumping
in Texas facility...Metalogical
{pg. F-27) -
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FOR THE BEST INBIOSCUPT
RECREATION AND CABARET.
NOW APPEARING, “MORRISON
LIVESI”




Scenario #7:

Stalking
Horses .

Player Information:

Ore fine day, onc of the characters
tings 1500 ¢b in an envelope with
hi% ot her name on i, leftw his of her
apantment, or in his or her car. No
note, NO cxplanition; Must be some
One who Owes you mongy.., ypah,
that must be it.

Atittie 1ater that day. you sce a rews

- ria orfied - this means nothing
wvou {yet)”

1232 evenirg, Federat. state. focal,
anc Canacian coos arc busting down
- YOUr €00, Cnasing your ¢ar, harass.
irg your friends, and generally after
¥ou == they want 10 kncw what you

feem 2o Dng! R SCEMS trey “know™
1ha1 3 memeer of your g+oup Cid the
eennicat planning o research for
the aack. You'd better be able to
grove Oierently before they grab
you ard throw you into braindance,

nore of you did take pant in the at-
tack: Row well ¢o yeu know each
civer, anyway?

Ref's notes:

The Red Fiag Army was paic by SovOil
10 take the blame for the attack on
the Hibernia® platform. Red Flag
tumed around and spread the biame
dround 3 bit, by creating a“scenario’
for the attack. .Choose one of the
characiers 1o be the “patsy” — pref-
eradly 8 Netrunner or Tech, possibly
3 Solo. with a good leacership record
©or 000 reputation. This person was
{-given the part-of “the guy who
checked their defenses/found and
riggedihe missile/plannedthe attack
for us.” depending onthe Role of the
characier, Various faked physical
- and eleclronic evidence has been

screamanouta boma g atine Hider

3¢ 10 Co with the "Hibernia® plat-

Of course, tnat assumes that

cremedtoincriminate the charactar;
depending on how cateful and para
noid the character is, there may
cven be bits of wire, missile manu-

~ als, or flight path diagrams among
his or her possessions,

The characters should have enough
warning, about the first *visit” by the
COPS 1O get awdy sCreaming AVGS,

In order tn claar thalr names, the
characters will have to find mem-
bers of the Red Flag Ammy and lean
on them, or-follow them around to
their “cell® bases, or some such. In
the meantime banks will be shutting
downthe characters’ accounts, desk
clerks at any but the cheapest ho-
tels will have pictures of them toped
behind the counters, and every siiime-

ball on the street is

being leaned on for in-
formation by under.
cover cops.

Engaging inshootouts

withthe cops is a good

way t0° ensure your

ticket . gets punched,

whether you find Red
" Fiag or not.

Alternate version:
would any of the char-
acters be interested
in ‘checking the de-
fenses/finding and
rigging a missile/plan-
ning the attack for the
Red Flag Army? They
would have paid 1000
t0- 2000 eb for this
kind of help. Of course,
when you end yp be-
ing chased bythe cops
later, because Red
Flag ratted on you,
there isn’t that giow of
injured innocence

howling sirens, bulihoms, cops go-
ing “hup, hup, hup.* It should be
ptayed for major overkill by the ref.
The cops are looking for the “patsy,”
but will also pick up any other of his
of her friends they can find.

There will be 3 continuing massive
manhunt by uniformed cops for all.of
the characters: this, however, should
not be 0o hard to avoid. The plain-
clothes . detectives on. their trail
shouid be more of a worry.

about you.

x

wnnn] alls
mm" ([
iinl) wpm
) o
Tt
[

mullﬂ: -

November 10, 2020
Vowume CCVE, Nao, 35

officlals privatety expect to find many
honwlesas poople trozen to death in
drifts. National Guard troops have
been sent into the city to help with
emergency services and maintain
order. Tralfic on all but 3 few major
streets has come to a hait. All local
airports have been closed, and the
only aircrait moving are vectored
thrust croft, Furthor snows aro ox-

poctod, and high winds of up b

{cont'd page C-20).

PEAK & DERRERA
ANNOUNCES
INCREASE IN
PALLADIUM
INVENTORY

Night City (AP) = In a stonling
announcement, Peak & Derrera an-
nounced today that they are ex:
panding their paliadium inventoryto
record highs, despite the recent
slump in prices. Corporate spokes-
person -Jane Bean: said, *We are
confident that the latest catalyzed
cold fusion experiments will result in
breakeven energy production. When
that happens, we expect pailadium
10 be in great demand.”

P&D expacts to receive the final
shipments of palladium at their New
York facility today, bringing their to-
tal inventory to over 110,000 troy
ounces. Palladium for immediate
delivery closed at 330 eb per troy
ounce yesterday, down 2 eb; prices
today are rising in reaction 10 the

Equipment and Resources: P&0D
P&D announcement. has some of the world's tightest
. security at their offices, and their
Worst Winter Netrunners are top-notch. Valu-
In Over a Century In able shipments are moved In
0 convoys of at least 4 ammed AV-
New York City 6s, of which the company owns
180 Deaths Reported 30. Eachoffice aiso has 8 como-
New York = Massive snowfalls, | 2te Jet ""’F"‘m‘“ for ViP
and several nights where tempera. | Yranseort. m:' long distance
tures have dropped to 20° below ’“m, companycharters
zero, have crested havoe In New | Scramiets fromvarious sources.
York City. Nearly 3 feet of snowis on .
the ground, including 6° In the last
24hours. Deaths directly attributable wnB 031; ’f.‘.f‘..ﬁf
ather number 180, and on only the 000
tothewe 80, sndclty 1417-555-8900 ,

. banks each day. The computers,
_built by Cat Digital, will be among the

- commercial service,

“ infulioperation by next summer. The

COoORPORATE
o REROeAT
PEAK & DERRERA
Precious materials brokers
Main office: Baltimore, MD; Re-
gional Offices: New York, Los
Angeles, Geneva, London, Tokyo
Stock: 111,500,760 shares:
Available on Market: 760,000
shares; .
Major Shareholders: Penstone
Equities, 8%: interviutual Fund,
7%: Mr. Maxwetl Orvis, 6%
Troops: 150 combat ready, all
assigned as guards to offices or
for shipments. Covert Opers-
tives: 5

. ingifference as major prodlems

NEW BANK,
CLEARING CENTER
NEARLY FINISHED

Night City - Construction of the
ncew North American bank paymen!
clearing Is alnx leted,
officials announced today. The
CHIPS-UI foclilty (Clearing House
Interbank Paymont Systom) will
house computers to electronically
move hundreds of tillions of euro
bucks being tronsferred between

largest and fastest ever installed In

The facility Is expected to begin
testing In 6 months, and should be

building itself i$ being. constructed
by Perkins /Worldwide Contractors.

BANKING LOSSES TO

ELECTRONIC THEFT

REACH ALL TIME
“HIGH

Washington ~ Federal Reserve
officials revealed today that lastyear
American banks lost over 400 mil
fion eurobucks to computer infiltra-
tion and electronic credit fraud. This
represents a real increéase, adjusted
for inflation, of 5% over 2012. The
Federal government has identified
interbank payment procedures, cus-
tomer identification, and corporate

(continued on page C-49)
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HELP WANTED: CONCRETE PUD
OLERS, MIXER OPERATORS, SHEET
METAL WORKERS, ELECTRICAL IN-
STALLERS, AND ALL CONSTRUCTION
- TRADES WORKERS:.
Perkins /Worldwide Contractors has
seversl major projects underway in
NYC, 8nd we need qualified craftsmen
10 do the job, Wages are competitive
with union jobs, and unmatched ben-
ofit package assures you of onthejod
protection. Calt 1-910-855-1900 for
snapplication. PERWINS, :




Scenario #8:
Things Done
Proper

Player Information:

The tcam has been frcruited 1o
take part in a bigtime crime: rabbing
the Pead & Derrera vinlts in New
York City.

Your boss is o fiver nomed John
“Sonny® Altaro, and scems to have
lots of tontacts with “tracitional”
organizes crime figures, The way the

1}

fercing tre metal, 20% to Akaro,
10% 10 orbes for some unnamed
PLD sersonnel providing assistance,
“and the other 30% 10 the team.
Alzaro- has Cetailed maps of the
ohysical and electronic security of
the PAD hHuilding, and a few of the
lessimportant passworgs. Altaro can
a's0 obtain alt sorts of illegal equio-
ment at cost. Up 1o 200.000 ¢b can
‘be spent ahead of time to get his
mission off the ground.

The actual recruitment occurs about
i week before the patiadium hits
the vauits, -The upcoming lousy
weather is being predicted quite ac-
curately at that point. Once the pak
fadium is in the vaults, the company
will wait till after the foul weather is
over to cisperse the metal to all of
it's other offices. Thus, the team wilt
have a window of three to five days
to do the job.

As a poss.ble useful piece of infor-
maton, snowmobiles cost about
2500 eb. can carry two people, and
can tow 3 sledge carrying 250 kg at
25 mph. Unloaced, the snowmobiies
can hit 45 mph,

Ref's notes:

Inis shoutd be run like a “crime
shriler/bank heist” mowe. People in
coveralis with hands off microphones
crouched over cquipment in back of
& unmarked vehicles, surveillance

cut gaes is this: 40% to the guys

tcams in parkas placing remote
cameras on adjiaront rooftopn,
techs Gisguised as phone company
employecs sneaking into the
locol exchanges, and 3 lot of thor-
ough planning.

The paliadium itsetf is kept in a large
vault 'in the basement of the PRD
building; an clevator big cnough to
hold an AV G leads from the rodf to
the basement, stopping dircatly in
front of the vault door. There are halt
adozen clectric forkifts in the base:
ment; cach can lift 500 kg. The
paliadium is in locked metal boxes
sitiing on the floor of the voult, 4000
troy ounces 10 a box. It is easily
identificd. Al other precious metals
in the vault are stored in locked,
armored trays along the walls; blow-
ing all of these would be very time
consuming, and is probably not worth
the troudle.

If the team picks the right day, even

vectored thrustvehicles should have
aifficulty flying,

There are 10 armed and. armored
guards on duty at any:time, and 10
sleeping out of armor in 3 small
bunkroom in the basement, Only 2
other employees, 3 company exec
and a secretary to answer phones,
are here during the 2 worst days of
the storm. Routine phone traffic is
being routed to the company head
office in Baltimore.

1t an alarm signal reaches the police,
A tew oot carn will corme nisllng
along the street within S or 10 iy
utes. it will take 20 minutes for the
Tactical Squad to get here.

Scenario #9:
Spy
Wednesday

Player Information:

The characters are approached by o
welbknown netrunner {well known to
other netrunners, anyway). He will
offer them 2000 eb a month to gct
jobs at the CHIPS-it sitc and instali a
fow little “black boxes” for him. Most
€3n be embedded in concrete with
just their antenna “tails” ncar the
outer surface: some he would like
more obtrusively ptaced. in ductwork
or on phone lines. A couple of these
boxes a week, for a month or two,
that's althe needs to get a handic on
the nationdl money markets.

Ref’s notes:

Security is pretty tight at the CHIPS.
It jobsite, and a coupie of the higher-
ups in security remember what hap-
penedtothe newAmerican Embassy
inMoscow inthe 1980s. Characters
on the job will not be wearing body
armor, or carrying any but the smail-
est of weapons; the guards, on the
other-hand, wear armor vests, hel
mets, and carry shotguns.
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>CRIME
SWALLENSTE IN ; CURRENT : DENVER

TOP INFOCOMP
RESEARCHER
GONE MISSING

Dr. Harolt N. Wallenstein, a pro-
minentinformationtheory researcher
employed by Infocomp, is currently
the object of a massive scarchbeing
uncertaken by infocomp andvarious
solice agencies, Dr. Wallenstein, age
40, disappeared 3 days agoduring a
tire at the infocomp facility in Denver
where he is employed. Arson inves-
tigators believe the fire to have been
set deliberately.

Wallenstein, in his. six years em-
ployment with Infocomp, has con
tributed greatly to the efficiency with
which the corporate data base is
{continued page C-22)

>BUSINESS

SEBM
>DATA/RESEARCH
>RECENT : CURRENT :

HAMBURG/MARSEILLES

EBM Announées’
New Data Facility

Marseilles - Euro Business Ma-
chines Corp. issued a press release
describing 8 new corporate data
management center at Marseilles,
France. Spokesperson Andrew
Fenner said the center had been
constructed at a cost of 150 million
eb, “EBM has gone 10 great lengths
10 build and equip this facility, and
we intend to challenge infocomp,
Rand. and NipponData for the corpo-

rote data base market. Top-flight
tanoarchors, using EAM's cutting:

edge hardware, will be able to

{cont'd pg. C-2)

>EBMFACILITIES
>MOUNTAIN STATRS
SRECENT:2 WEEKS:
LAS VEGAS NM

EBM EXERCISES TO BE -
HELD AT SANGER LABS

Las Vega - Sanger Labs, a local
subsidiary of EBM, Is conducting &
testof their defensive arrangements
for the next three weeks or so., Cor-
porate spokespersons emphasized
that all of the training would take

place within the boundaries of the -

2400 acre facility, and:that there

would be no danger to the public. -

“Realistic tests and training are
necessary in order to be defensively
prepared for possible sabotage of
infiftration attempts,” said 8
spokesperson. )

Sanger Labs employs nearly 200
people, of whom about 20 have
been hired in this county. County
officials. when contacted about the
corpocate live fire exercise, had no
comment.

>SANGER. LABS
>DEFENSE:2 YEARS:
. LAS VEGAS MM

L)
FEDS APPROVE
LAB DEFENSES :

The BATF today issued a ticense
to Sanger Labs for their proposed

- - defensive armament. The decision,

while not unexpected, did not please
the San Miguel county board of
supervisors, who had contested
Sanger's application. Board presi-
dent Tyler Powell announced that an
appeat would immediately be filed
with the Justice Department.

The BATF decislon aliows Sanger
to post up to 30 heavily armed
guards, and 2 armed scout helicop-
ters. “Non-lethal” def . Such

- WeatheR Tonay

>LAS VEGAS NM
PHEATHER

>CURRENT : CURRENT

Heavy 1 and low temp
tures are predicted for nonthem New
Moxico this Kend. N

should range Trom davtime highs inthe
408, 10 ighttlima fows Inthe 30s, Expect
more snow i highet olevations. Poila:
ants Index stands ot JH0: o speciat
protection needed.

Next week promises belter weather,
with clearing skies ond higher tempers-
tures,

Heavy hatl was reportod Wednesday
at Durango, CO; some damags to prop-
enty (continued on pg. C-4)

>UNR-90
. >PERFORMANCE SUMMARY:

'EYE ON THE MARKET:

Night City Today
Examines the Best in
Available Equipment
Today: the UH-90

Utitity/squad transport - helicopler,
powered by Allison T800 turboshal; fully
integrated tockpit with inenlel/GPS
woridwide nav capability, all-weather and
thermal imaging systems, NOE capable
autopitot (supported by APQ-800 terrain
following -radar), radar waming feceiv:
ors, Inlra-red jammer, hardened avion-
Ics, T “pilot's assistant” expert fight
management system. Cruise speed 280
kph, top speed 325 kph, endurance 7
hours, max. range 2000 km (with ferry
tanks), rete of climb 2.5 m/sac; 2 pilots’
positions, 8 crashworthy troop seats,
can camy 8 total passengers. Interor’
can be sealed; complete NBC filters are
provided. Empty weight 1400 kg, max.
loaded weight 3800 kg, max. Intema!
fuet 2000 liters: can mount two 350 1iter
extemal tanks for ferry flights. Three
armament fixture: points are prowded:
nose, and port/starboard side pylon
mounts.

For our performance tests, we took
the UN-90 to China Lake, In the Mojave
Desert. There, we put the~craft through
{comt’d on page C-9)

as electrified barbed tape, sensors,
and tripfiares are already in place at
the facility, located east of Las Ve
gas at the former Rocking R Ranch,

.BODY IMAGE
When only the Best will do...
1-417-555-8900
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Scenarig #10:
Deniably

Plausibile
Strike

Player information:

Infocomp . Is looking for o team to
atlompt a countor-exttnction, They
belteve.Dr. Untold Wallenstom, an in
for thoory sp list, was ex.
tracted from thewr Denver office by an
EBM team, and Is currently ot Sangoer
Labs, east of Las Vegas, New Mexico,
beingplopared(wnthbodysculptingand

"1 other techniques) for an imminent re-

appearance (under another name, of
course) at EBM's new Marseilles facil-
ity. Within a couple of ‘days EBM will
probably Tly: Walienstein. by AV-4 to
Abuquerque, and then by corporate
scranﬁ‘uo france. PR

infocomp is offering 15,000 eb up
front for the recovery, pius a success
bonus of 15,000 eb. These figures
cover the whole team. if the team
wants more up front for expenses,
they will have to convince Infocomp
that they have a viable pian, and Justity

any extra equipment. Dr. Wallenste

in shouid be delivered alive and rea-

sonably healthy to the Infocomp facik- -

ity in Denver.

At least one méember of the tesm

should have a good Med-Tech skilf,

and be equipped to keep Dr, Wallen-
stein alive in case he is wounded: or
{possibly) booby trapped. Otherwise
team composition is unimportant,

Orbital imaging of the Sanger Labs site
shows a main building, 3 stories tall,
covering 10,000 square meters of
ground; a “hangar/garage, covering
1,000 square meters of ground, and a
lot of corporate landscaping in the
immediate area; all covered by 8 few
inches of snow. The perimeter of
the site is a rough rectangle about
3000 meters.on a ‘side, There are a
few uees and bushes in the land-

_scaped area; other than that, low scrub.

andbare flat ground predominate. The

nearest hills are to_(he north and .

soulhy, respectively 5600 meters.and ...
|- 3000 meters away from the centerof . Lol
- Normally,:4 of the guards are patrol.

the site. The'two lane, paved access

10ad leads west towards. Las Vegas,”
| There has been no traffic on this road

for the past two days.

Intriision sensors have been acatterad
dbutd the site by EBM; their capabtili-
ties are unknown, -

Foot patrols are being conducted on
the site, by guards in palrs. Thoy are In
constant radio communication, using
secure channels, with the security of-
fice in the main building. Usually 2
pairs of guards will have s duty. IR
Imaging goar 1 alimost certamly boing
woth by those guards. -

ft is, known that 2’ helicopters are
fwesent at the sito; one 18 kopt in the

hangir, and the othor on pad alortwith

the crew aboard. After observing sev.
eral reaction flights from orbit, it has
been determined thatnomore than 15
seconds elapse betweenthe issuance

of flight orders from the security office -
and the launch of-the chopper, The -

choppers are UH-90s, armedwith nose-

- ~mounted 25mm chain guns. At least
~one 4-man security squadis keptready

to ride In the choppers on occasion,

1tis befieved that the Sanger Labs site
is operating under * security lockdown™

wide Or. Wallsnatoin's taam, an an
other 5 pavol the main building. The
other 30 are off-duty, but Dumouline
insists they sleepin combat gear and
keep theirwoapons handy, The hangar
contains another UK-90 (which would
take 30 seconds to prepare for flight),
and two vans, -

In the security office 7 techs monitur

. cameran mxd alnims, while 8 iwlrun

ner, Seagull, momtors the EBM Sys

tem 1300 computer which the lab |

uses. Dumoutine will always be i the
security- office, unjoss the- players’
team s detected in or near the main
building, in which case he will proceed
to the med section. -

A single Stinger-POST Hl shoulder fired

. anti-aircraft missile launcher (75%
- chance to hit within 5000 meters, IR
- .and optically seeking) is available to

the defenders.
Or, Wallenstein s in the medical sec.
tion on the second floor, and is recov-
ering from cosmetic surgery. He is the

conditions at the moment Seveial.

locally-hired employees, who normally

todial and maint workat -

the labs, have been called and toid to
take a paid vacation for a week or two.
These persons, if ¢ ted, might be
able to provide information about the
internal layout of the labs,’ and
security procedurss. ’

The Sanger Labs facility has sifmost
certainly been equipped with N8C fit-
ters and sensors, to-prevent intruders
from spreading gas agents through
the ductwork. : .

Infocomp will provide materials to
identify Or. Wallenstein, if his appear-
-ance-has not changed too much,

Ref’s notes:

Thisis going to be a toughone, The 30
heavily armed guards, tripfares, sen-
sors, and helicopters are alf there, just
like the screamsheet s3ys. In addi

1= tion, a top Eurosolo, Mare Dumouline,

hasbeen sentto *supenvise® the whole
affair; Inthree days, Or, Wallenstein
will by flown to France,

ling outside, 4 are in folt kit as a

“reaction force,” 1 is on-duty at the -

entrance lobby, 1 stands guard out.

only patient in.the med-section {so

;Identifying him should be no problem,

‘'despite his new face and fingerprints),
He is in"no congition to move, being
heavily sedated. He i a bit overweight
{105kg). There are, however, a wheel-
chair and guineys immediately avail
able in_the med section. He has not
besn booby-rapped (unless the rel.
eree is being unusually cryel),

The other 150-.0r s0 peopls in the
building have no interest in being In-
volved in combat. if persusded or in-
timidated to talk before the mission,

" several of the locally hired janitors

(currently at ioose ends) can sketch
rough maps of the site, and describe
ordinary (pre-Dr. Wallenstein) security
procedures. None of these peopie have
seen Dumouline. ’

5

The day Dr. Wallensteinis to leave, an |

EBM corporate scramjet, 4 armed AV-
43, and several vans with a total of 25
EBM troops will arrive 2¢the Albuquer-
que airport early in the moming, Three
of the AV-4s wil then fly to the Sanger
Lab facitity, pick up Dr. Wallenstein
and Dumouline, and retum to the air-

‘port. The AV-45 take about 20 minutes

to get from Albuquerque o the iab
site, and one of them will spend about
60 seconds on the ground at the lab.




