





Timeline for
the 2000's

1989-A period of unprecedented corrup-
tion, as "Gang of Four" (CIA, NSC, FBI
and DEA) combine to effectively run gov-
ernment behind President's back.

1990-Central American Conflict. Organi-
zation of Central American States unilat-
erally condemns US for interventionist ac-
tions in Panama, Nicaragua, Honduras, El
Salvador, The Panama Canal treaty ex-
pires, and the Canal reverts to the Pana-
manian government. The US sends mili-
tary forces to Panama to retake the
Canal, citing national defense issues.
The Guardia Nacional takes to the hills,
fighting a running guerrilla war from over
the Honduras and Nicaraguan borders. By
1994, US troops have intervened in these
nations as well, and a full scale war is un-
derway. Much like Vietnam, it is a conflict
which pits natives against outsiders--in
this case, the US's newly developed,
elite Mechanical Light Infantry Battal-
lions. These are cybersoldiers using the
best of the newtech developed in the ear-
ly 90's.

Fall of South Africa. There is little or no
communication from Southern Africa for
the next four years, although terrible
atrocities and genocidal wars are ru-
mored.

Riots in London between rival Labour and
racial extremist factions.

1991- Eurospace Agency's Hermes
spaceplane launched.

Gorborev regime purges last of old Soviet
hardliners.

CHOOH?Z developed by Biotechinica.

First Arcology built on the ruins of Jersey
City, New Jersey. Sixteen "Arcos" begin
construction over the next 5 years, until
the Collapse of 1997, leaving the huge
structures half completed, but filled with
squatters and homeless.

Artificial muscle fibres developed at Stan-
ford Research Center.

1992- With the entry of Japan into the
Common market, a new entity, the Euro-
market, is formed. Zones of control and
protective tarriffs regulate the activities
of the member nations of France, Britain,
Germany, ltaly. A common currency unit,
the Eurodollar, is also established, based

on the current average value in gold of all
currencies combined (franc, yen, pound,
mark, kroner). Still trapped in the paranoid
isolationism of the Gang of Four, the US
declines to enter.

U.S. Drug Enfoprcement Agency devel-
ops and spreads several designer
plagues worldwide, targeting cocao and
opium plants. Governents of Chile, Ecua-
dor, collapse. A savage drug war be-
tween dealers and DEA breaks out all
over the Americas.

First use of high-energy laser array lift
systems. Simple massdriver is esta-
blished on the Canary islands by the eight
member Eurospace Combine.

1993- First TRC biologic interface chips
developed in Munich, West Germany.

AV-4 Assault vehicle developed to deal
with increasing riots in US urban zones.

1994- World Stock Crash of '94. U.S.
economy teeters, then collapses.

1995- Kilamanjaro Massdriver begins
construction, under joint agreement be-
tween Eurospace Agency and the Pan Af-
rican Alliance.

1996- This is the generally agreed upon
start of the Collapse. Weakened by the
losses of the World Stock Crisis in '94,
and overwhelmed by the unemployment
and homelessness throughout the US,
many city governments collapse or go
bankrupt. Snarled in the chaos left by the
Gang of Four, the federal govenment is
totally ineffective.

Nomad Riots: By now, 1 in 6 Americans is
homeless. Hundreds of thousands riot for
living space throughout the US. Nomad
packs begin on the West Coast, spread
rapidly throughout the nation. First ap-
pearance of boostergangs.

Lawyer Purge: irate citizen lynch hun-
dreds of crimal defense attorneys.

Martial Law established in U.S.

1997- Mideast Meltdown. Tensions in
the Middle East escalate to nuclear ex-
hange. Iran, Irag, Libya, Chad and the
Arab Emirates reduced to radioactive
slag. World oil supply reduced by half.

1999- Federal Weapons Statute esta-
blished.

Luna Colony established. A massdriver is

constructed to provide raw materials for
orbital platforms.

Martial Law ends in U.S. Uniform Civilian
Justice Code established.

2000- Crystal Palace space station be-
gun at L-5.

Wasting Plague hits the U.S., Europe, Kill-
ling hundreds of thousands.

2001-The framework for the Net is now
firmly in place with the construction of the
World Sat Network.

2002-Food Crash: Mutated plant virus
wipes out Canadian, Soviet crops. U.S.
crops survive due to new biological coun-
ter agent.

2003- Second Central American War.
U.S. invades Columbia, Ecuador, Peru,
Venezuela. The War is a disaster which
costs thousands of American lives. Even-
tually, the remainder of the Gang of 4 is
swept away on a wave of reform.

2004- First cloned tissue growth in vitro.
Microsutures, sterilizer fields developed.

First Corporate War: Eighteen multnati-
nals, including EBM and Orbital Air battle
for control of failing Trans-World Air.

2005- Cybermodem invented.

2006-First clone grown in vitro. It is
mindless and only lives for a few hours,
but this technology allows organs and
limbs to be grown and stored without tis-
sue rejection.

2007- Second Corporate War: Involving
a number of larger firms including Petro-
Chem, the dispute is over oilfields off the
Southeast Asian coast.

2008- US assault on Soviet weapons
platform MIR XIIl. EuroSpace agency in-
tervenes. An orbital war begins between
"Euros" and "Yanks", until Luna Colony
massdriver drops a rock on Colorado
Springs. An uneasy peace is reached.

2009- Joint Euro-Soviet-mission to Mars
departs.

2010- End of Second Central American
Conflict.

2011- Crystal Palace is completed. Eu-
roSpace Agency now has a permanent
hold in high orbit.

2013~ Present






pear as warrior-tribes. Others have
embraced religious fanaticism,
sweeping out of the ruined Mid-East
to avenge themselves with acts of
terrorism and murder. Rumors of ji-
had--the Holy War---are on the ra-
dioactive wind, although it is still
unclear what form the coming war
with the infidel will take this time.

From the bloodbaths of Capetown,
New Africa emerged as a fractured
continent of warring countries under a
bewildering array of dictators, de-
mocracies and socialist states. Even-
tually, as the Euro-nations negotiat-
ed with Kenya to build the
Kilomonjaro massdriver, many of the
African nations began to see their
place in the 21st century. Bargaining
with manpower, raw materials, and
valuable land on the critical Equato-
rial orbital belt, the African states
established their footholds in space-
-nearly one third of all space con-
struction workers are African, and
the majority of spaceport facilities
and construction areas are on African
soil. Technology has joined Africa
under one government, and the last
petty dictators and tribalisms are
falling fast before the lure of the
stars.

In the Far East, Japan faces an age of
new challenges. Out from the protec-
tive shadow of the United States, it
must not only cope with it's own de-
fense in a nuclear age, but also rising
competition with Korea, China and
the re-organized New Phillipines.
In recent years, the Japanese have
changed from economic rivals and
robber barons to economic supporters
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 new-
ly emerging power in it's own right,
has further strengthened it's rela-
tions with the U.S. through the Mu-
tual Defense Treaty of 2009.

After a lengthy war with the Unit-
ed States, Central America has
emerged as a strong union of indepen-
dent states, working under a pact of

mutual cooperation. The U.S. has
been expelled from all but the Pana-
ma Canal Zone, which it holds by
sheer military force against ongoing
guerilla aggression. South America
is a warzone of juntas, secret police,
drug lords and military oppression,
torn by periodic combat and revolu-
tion.

Legal Background

The police of the 2000's are orga-
nized much as they were during the
20th century with Homicide, Vice,
Burglary and Traffic Squads; about 5
men each. The most recent addition
to police organization has been the
addition of the Cyberpsycho Squad
(also known as the Psycho Squad),
whose main job is to deal with cyber-
netic criminals. While the average
beat cop hits the Street in an ar-
mored squad car, wearing an armor
jacket, helmet and carrying a smart-
chipped Beretta sidearm, the Psy-
cho Squad detail employs airogyros,
AV-4's, miniguns, assault weapons
and Stinger missile launchers.

City cops can patrol all areas of the
city. Corporate Cops are deputized
to patrol only corporate facilities.
However, in areas where a large
number of office areas are side by
side, this effectively can turn an en-
tire downtown region into Corporate
Cop territory. Corporate cops usual-
ly are better armed and armored, and
often have full Trauma Team medi-
cal coverage. They are also more vi-
cious, sadistic and likely to shoot
first--after all, they know the Cor-
poration can cover the incident up.

The Civilian Justice Code

Skyrocketing crime rates in the
1990's, proved that the existing le-
gal structure was falling apart. Fol-
lowing the Purge of 1996, (when citi-
zen's groups lynched hundreds of
criminal defense lawyers), the Gov-
ernment declared martial law
throughout the U.S., for a period of
three years. During this time, justice
was dispensed by local military
courts. The amazing thing is, it
worked. A death penalty for looting

brings a wonderful element of stabil-
ity to a rioting neighborhood.

During this period, the Military Jus-
tice Code was the main rule of US.
law. It's draconian standards of
crime and punishment served so well
that when martial law was suspend-
ed in 1999, the Government esta-
blished a Uniform Civilian Crimi-
nal Justice Code in it's place.
Although the law is now admin-
stered by civilian governments, the
Code is the guideline for all criminal
procedure in the United States of
2013.

Plea bargaining (pleading guilty to a
lesser charge to speed up a trial) has
been eliminated. Probation is almost
unhead of. The death penalty is
standard for murder cases-—there is
a 3 month appeal process during
which new evidence can be produced.
Most felonies have mandatory prison
terms of 5 to 10 years. Lesser crimes
are covered by exile or personality
adjustment.

Self defense is defined as "any in-
stance in which the assailant can
show just cause that his/her life, or
the life of another party was threa-
tened, in circumstances where a duly
appointed officer of the law could
not be summoned, or where it was
impossible to restrain the injured
party by any other means.

Theoretically, narcotics may not be
possessed within the premises of the
United States. However bioengi-
neered plant diseases developed
through the 1990's by the Drug En-
forcement Agency wiped out 96% of
the coca and opium plants in exis-
tence, making the point moot. The
law also does not cover "designer
drugs" such as endorphins, which
are defined as medicinal.
Punishment

The punishment for criminal actions
under the Uniform Justice Code of
1997 are swift, certain and draconi-
an. The simplest is personality ad-
justment--a process which implants
an aversion to comitting the crime
ever again. Adjustment has some nas-
ty side effects. including exaggerated
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anyone but a cybered driver. So far,
no major manufacturer has produced
a purely cyber-driven automobile,
although there are several after-
market firms which will convert a
standard car to cyber control.

Bell Boeing V-22B Osprey
Powerplant: Allison 937 Gas Turbine
Performance: Max speed=275 knots.
Range=600 miles

Structral Damage Points: 200 (Os-
preys are not armored).

The Osprey mounts two large, wide
propped engine nacelles at the ends
of a long, high lift wing. The engines
can be tilted from a forward facing
direction to a vertical position, al-
lowing the aircraft to take off and
hover vertically. The wings can be

Osprey Variant

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
unveiled in 1988, the Osprey tilt rot-
or aircraft has become a standard ve-
hicle throughout the 2000's. The
military version served with dis-
tinction throughout the riots of the
90's and the Central American Con-
flicts. Various civilian manufactur-
ers (Cessna, Lear, Avionica) have li-
cenced the original Boeing design
and applied it to smaller commercial
and business applications. The Lear
Tiltjet even applies the Osprey prin-
ciples to a tiltwinged turbojet ver-
sion.

Ospreys can be found as commuter ve-

hicles between city centers and hub
airports, or as corporate aircraft op-
erating from rooftop pads atop head-
quarters skyscrapers. Small versions
such as Cessna's AE-800 Featherlite
are popular light aircraft through-
out the world, allowing flight oper-
ations in even the most remote and
unprepared sites.

Light Rail Lev Train

Numerous Manufacturers
Powerplant: Electric third rail in-
ductance field.

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.” Rid-

— &y

ing on magnetic cushions, these
"levs" have become one of the major
transportation resources in the
2000's. Financed by Corporations or
city governments, they are present in
most major cities.

Levs are usually underground within
the city limits, running on high pil-
lars out in the suburbs. Usually one
line, headed out to the Corporate
suburbs, is sealed off and requires an
entry code or pass to get into that
station. Corporate lev stations are
always clean, well lit, and well
guarded by corporate security. City
lev-stations are usually not up to
these standards, although most cit-
ies run police patrols on the line to
control crime and vandalism.
Lev-tickets are charged at a rate of

50¢ per station passed; a trip passing
through three stations, for example,
would cost $1.50. Tickets may be pur-
chased from automatic ticket ma-
chines, using credit cards or cash.
These machines are located in the
stations themselves and in local con-
venience store outlets.

Bell F-152 Airogyro

Powerplant: one Bell-Mazda 2600 ro-
tary aircraft engine.

Performance: Max airspeed: 300
mph. Operational radius: 50 miles.
Structural Damage Points: 40

The riots of the late 90's required
new tactics for operating in urban ar-
eas. Chief among these was the in-
troduction of light, one man helicop-
ters or airogyros. The F-152 is

currently used by police units, Corpo-
rate defense teams, Solo assault op-
erations teams and drug-running
gangs. An unarmed version, known as
the Bell-15, is a popular recreation-
al vehicle.

McDonnell-Douglass AV-4 Tactical
Urban Assault

Vehicle

Powerplant: one Rolls-Royce Pegasus
IT 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 Vehicle was
developed as a light assault aircraft
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Getting Cyberpunk

Assorted Tips and tricks for
doing the Cyberpunk Genre

So how do | run this game?

Glad you asked. Cyberpunk is a challenge for even an
experienced Referee, in that you must create the right
atmosphere of grunginess, sleek technology and perva-
sive paranoia throughout your entire game. The Cyber-
punk environment is almost always exclusively urban. It's
landscape is a maze of towering skyscrapers, burned
out ruins, dingy tenements and dangerous alleyways. In
short, any major city in the world at about 2:30 in the
morning when the lowlives come out in force.

The urban environment is critical to your Cyberpunk
world. Whether you use our Night City or create your
own, remember 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 sireets, muttering darkly and clutching sharp
knives. Taxis won't stop in the Combat Zones. There are
firefights at the streetcorner as the local gangs slug it
out. Players should find their apartments regularly brok-
en 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, 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.

Paranoia is important in a Cyberpunk run. Players
shouldn't be able to tell 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 en-
emies may be thrown together without notice or prepar-
ation. Heroes may have to do something illegal or dis-
tasteful to accomplish something good; villians may
have to do a little good once in a while. It's the breaks.

Your world should have staggering contrasts. In the glit-
tering citadels of the rich, there should be fine food, ex-
pensive 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.

First trick to running Cyberpunk: Inmerse yourself in
the genre. We've given you a start with the story Nev-
er Fade Away--it should give you the style of speech,
the urban feel, and the hard edged realities of the Cy-
berpunk world. But you should also hit the local video-
store, the library and the record shops for source materi-
al. We've included a bibliography of places to start.

Second trick to running Cyberpunk: Play hard and
fast. You should not be afraid to kill off player charac-
ters. You should constantly be getting them into fights,
traps, betrayals and other soap operas. There should be
no one they can trust entirely, no place that's absolutely
safe. Never let 'em rest. This doesn't mean you
shouldn't play fair. But you should always play for keeps.
If they cache weapons somewhere, steal them. If they
stop for a rest, mug them. If they can't handle the pres-
sure, they shouldn't be playing Cyberpunk. Send them
back to that nice roleplaying game with the happy elves
and the singing birds. We've given you a great encoun-
ters table which we suggest you use everytime the ac-
tion drags.

Third trick to running Cyberpunk: Atmosphere. Get
out your heaviest rock tapes and play them during your
run. Encourage your players to wear leather and mirror-
shades. Adopt the slang and invent your own. Replace
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 lit room with milk and cookies on the table.

Fourth and last trick to running Cyberpunk: Teams.
First thing, you'll notice--Cyberpunk groups are not so-
cial. The players will have no reason to trust anyone, and
the conventional reasons (stop evil, kill monsters) for an
adventuring party won't work. A bar isn't a place to meet
new adventurers--it's a place to scope out potential vic-
tims. 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. A Team is a group of people who are already
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Night City is the feel, not the substance. It should be a
place that the Referee has an immediate grasp of, allow-
ing him to give his descriptions the proper "you are
there" ambiance. Night City plays best when you use a
city that the players are somewhat familiar with; the rec-
ognition of street names and places juxtaposed with
boostergangs and hovering assault vehicles will make
the 21st century even stranger than fiction.

But we realize some of you don't live in a major urban
area. For those of you who can't just use a map of your
home town, here's a micro Night City to begin your ad-

ventures.

1 City Hall

2 City Library

3 City Museum

4  Hall of Justice

5 Marcini's: A large, expensive department store where
you can find almost any luxury item.

6 Raven Microcyb

7  Microtech

8  Arasaka Tower

9 Eurobusiness Machines

10 Petrochem

11 Network 54 offices

12 Plaza Business Tower (96 stories of assorted business-
es)

13 West City Tower (88 stories of assorted businesses)

14 Infocomp

15 WNS offices

16 Orbital Air offices

17 Merrill, Asukaga & Finch

18 The Twilight Zone

19 st CitiBank

20 Euro-Worldbank

21 Grandmill's (large, expensive department store)

22 Totentanz: When the owner of this bar named his bar
Deathdance, he didn't know how right he would be. A
dance hall/bar housed on the top floor of an old sky-
scraper, this bar is well known for a place to find boos-
tergangs. They all seem to congregate here, but they
don't come to dance for the pleasure of it. It's consid-
ered a bad night if the body count is under twenty.

23 WorldSat Communications

24 Hotel Hamilton: A fairly modern hotel, known for it's ex-
cellent security.

25 Highcourt Plaza Hotel: A very classy hotel featuring
glass elevators, excellent service, and a 1920's decor.

26 Trauma Team™ Offices

27 Industrial Park

28 City Medical Center

29 REO Meatwagon Offices

30 Atlantis: A classic "fern bar", known as a hangout for
Corporates and Solos looking for jobs.

31 Jesse James' Non-Kosher Deli: While this may sound
like an ideal place to eat, no food is ever served here.
The "Deli” is a bar that was construcied in an old police
station. Due to several "unforseen" accidents, you
must register your personal weapons at the door and
use the "safe” ones that are provided for you at the bar.
There is a nightly contest to see who can get the highest
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32
33

34
35
36

37
38
39
40

41
42

46
47

48

49

50

51

body count in five minutes.

The Outer Limits

Rainbow Nights: Rainbow Nights is more of a dance club
than a bar. Its main attraction is a big dance floor that is
almost always crowded. Every night there is a live
band, usually a bunch of no names, but they occasion-
ally draw big names like Johnny Silverhand and Kerry
Eurodyne, but only under different names.

Medical Technologies (a body bank)

City Police Precinct #1

Short Circuit: The Short Circuit is one of many bars in
Night City. Like most of them, this bar has its regulars,
who seem to mostly be Netrunners and Techies. Unbe-
knownst to most of the city, however, Livewire, one of
the most renouned Netrunners, has a shop in a back
room of the bar where he buys and sells programs for
use in the Net. In addition to his trading of programs,
Livewire is also adept at creating his own programs, or
ones that other people order.

City College

Savage Doc's (a ripperdoc joint)

City Police Precinct #3

Night Owl: One of the few bars that is open all night.
This is a heavy security, no-nonsense bar. You come
here to drink when nothing else is open.

West City Bank

Crisis Medical Center: a no-questions-asked medical
center for fast patchups.

Café Chrome: a favorite Rocker hangout, complete with
50's retro decor and jukebox.

MetalStrom: A dangerous Chromer bar

Warehouses

Warehouses

Medicross Preservation : an illicit body bank, not too
particular about I.D.'s or death certificates.

The Slammer: Well known among boostergangs as a
place to settle disputes peacefully. [f that doesn't work,
the arena is there to settle them violently. The owner,
Suds Joliet, also runs betting booths and occasionally
rents out the arena for other events.

Camden Court: High security condos favored by Solos,
Corps. Rent is $3,000.00 a month.

McCartney Field Stadium: main concert venue and home
of the Night City Rangers, the local football team.

City Police Precinct #2

52 Wing Chang: exclusive chinese restaurant.

53
54
55
56
57

58
59
60
61
62

Le Baguette: very trendy French cuisine.

Hari Kiri Sushi Bar

New Harbor Shopping Mall

Grand lllusion (dance club)

The Afterlife: This bar is located in an old mortuary in
Night City. Consisting of three rooms, The Ante-
Chamber, the Crypt, and Hades, this bar is a favorite
among solos that are currently between jobs. If you
need to find armed help, this is the place to go.

Night City Fire Station #1

Lake Park Bandstand

28th St. Park (contested Boostergang turf)

28th Street Underpass (a Boostergang meeting spot)
Night City Fire Station #2













Johnny Silverhand

Rockerboy

Johnny is the leader of the top band
Samurai. He's known for his musical
skill, his compelling songs, and a histo-
ry of trashed relationships. As well as
being a Rockerboy, Johnny fought as a
cybergrunt in the War.

INT=7 REF=8 CL=8 MA=7
BODY= Average

Cybernetics: Chromed cyberarm with
recorder. 2 cyberoptics with IR, Low
Lite, Enhancement. Boosted Reflexes.
Important Skills: Charismatic Leader
+10,Pistol +6, Rifle +4, Guitar +9, Sing
+7, Compose +10, Athletics +6, Notice
+6, Seduction +8.

TRAUMA WARD

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 scream-
ing. 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 scream-
ing 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 transpar-
ent Kiroshi eyes; his trademark silver hand. The same doctor who "plugged"
him for interface 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, prepping. The doctor stitches in three feet of glistening wet, tank-grown
intestine; plugs the punch holes with synthetic skin and muscle. Airhypoes
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 a month 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 German accent. "Ach...Johnny..Johnny" he says, over and over as
he works. Over his head, the sterilizer lamps glitter like a an insect's multifa-
ceted eyes. "Johnny...When are you going to give this up?" says the doc-
tor.

When it ends, thinks Silverhand, from the fog of the dorphs and general an-
esthetics. "Johnny," 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 one son in a
lifetime.

Thanks, thinks Johnny. | owe you one, again.

His alleyway benefactor is named Thompson; 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 cameraman and reporter, direct feeding to some
mediacorp downline."Hey, Rocker", he says, leaning over the table as Silver-
hand recovers under the sterilizer beams.

"Ready for a little vengeance?"

THE NAMING OF NANMES

Johnny pulls on a red T-shirt. The shirt has the logo of his lastest band, Sa-
murai. The shirt drags over the freshly stapled wound; hangs up on the
bandages. He curses in Japanese. He pulls an armor jacket over his shoul-
ders. He pulls the autoshotgun out of his battered bedroom dresser, check-
ing the load and weight. He slips it carefully into the worn under-arm holster,
under the jacket. He stuffs shiriken into pockets on the outside of the jack-
et. He picks up the heavy H & K smartgun and slides it into his back holster.
There is a fury behind glittering pale eyes. "So." he says. "Tell me."

Thompson leans back into the wall, body bracing against Johnny's intensi-
ty. He grins; takes a slug of Silverhand's tequila. "They didn't want you. They
wanted her. She's an extraction. Business as usual.”

Johnny stops. With a surge of relief, he realizes that Alt probably isn't dead
in an alley somewhere. He gathers up a ragged handfull of shells and begins
to stuff-load the H&K's spare clip. Only the trembling of his hand--the meat
hand-- betrays any emotion. "So why'd they do me?" he asks.

"You was home", grins Thompson. It's an old line. They both smile like







Rogue
Solo
Rogue (and her partner Santiago) are
hitmen and bodyguards. The word is
on the Street that they're the best.
Rogue's one weak spot is Johnny Sil-
verhand, who is her ex-lover. Their vio-
lent, passionate relationship disinte-
grated in a massive blowup a year ago,
but the scars haven't healed yet for
this hardbitten Solo.

INT=7 REF=10 CL=9 MA=10
BODY= Strong

Cybernetics: 2 cyberoptics with IR,
Low Lite, Enhancement. Boosted Re-
flexes. Chipped for Martial Arts +3
Important Skills: Combat Sense +9
Pistol +10, Brawling +9, Drive +7, Ri-
fle+10, Melee +6, Athletics +9, Notice

+8, Seduction +8.

"You probably believe in Santa Claus t00," says Thompson, reclaiming the
dregs of the bottle. "Your Alt is the missing link. | figured they'd have to re-
cruit her sooner or later, whether free or forced. Soulkiller's main program-
ming is buried in her head somewhere. So | followed her."

"You just let them take her."

"You don't get it, Rockerboy. | want Arasaka. | want them bad. I'll put anyone
and anything on the line to get them. If | can uncover kidnapping, murder
and black programs--the bad press alone will wreck them for years. You getin
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 some-
thing 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 smiles lopsided. "How long will it take your input to rewrite Soul-
killer? A day? Two?"

"Yeah." Johnny turns, scoops up the keys to the Porsche. "You chipped
for a smartgun?"he says.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. | 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 downtown 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 Thompson.

Johnny grits his teeth. "I've got a marker | have to pull in," he says bleakly.

ROGUE/SANTIAGO

Rogue hates the Atlantis. But she goes there because the contacts are
good, and the pickings easy. Corporates looking for a fast freelance assassi-
nation. Medias and 'Runners looking 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. "You don't let personal caca get
in the way of business," he says. A lot he knows.

Her back is to the wall of the booth--her mirror shaded eyes scan the room
like monitor cameras. What she can't see is covered by her partner, Santia-
go, from the opposite side of the booth. His burly shoulders bulk the heavy
armor jacket--he looks like a scowling mountain. He's not her type. But 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. Stu-
pid Nomad.

Then she finds herself facing what she's dreaded for the last two years; the
reason she hates this crummy bar; hates this crummy town. Johnny Silver-
hand walks into the Atlantis. Just like in the old days.

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 kill him. He
looks like he owns the place as he crosses the room towards her; a comment
to an old friend here, smiling at a fan there, a narrowed glance at a potential
troublemaker; then he's standing in front of her. "Rogue." he says. Like
nothing'd ever happened between them. "l need your help, Rogue." His
voice is urgent, magnetic.

"You can go to hell," she replies levely. On the other side of the booth,
there's a faint sound as Santiago slides one hand over the Mac 10 in his lap.

Johnny leans closer. "Look," he says, "I'm sorry. | know how you feel. |
wouldn't do this is | had any other choice. He pulls up a chair and straddles 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
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Did we forget the AV-4?
No, we just wanted to keep you in
suspense a little bit.

The AV-4 is a combat aircraft armed
with a mini-gun. The minigun deliv-
ers 7D6+3 points of damage, each
time it hits, but it can aim at every-
one at once.

The AV can take up to 100 points of
damage before it's destroyed, but it
will only take 30 points to knock out
the cockpit. A grenade does 10D6
when used against a large target (like
a building or vehicle). Thompson
must roll a total greater than 20 to
hut the AV-4.

What is he misses and hits a car (a 1
in 6 chance)? A car can only take 50
points of damage. But don't worry--
Thompson has three grenades!

Santiago

Nomad

Santiago is a Nomad, usually running
with the Aldecaldo Pack ; displaced
farmers thrown off their land by the
Corporations. Santiago is a simple
guy--he likes girls, guns and fast
bikes. He teams with Rogue mostly
because she's the one girl he hasn't
been able to score with yet.

INT=5 REF=9 CL=9 MA=10
BODY= Very Strong

Cybernetics: 2 cyberoptics with IR,
Low Lite, Enhancement. Boosted Re-
flexes. Cyberarm with Kevlar Armor,
9mm mini Uzi. Cyberleg with 9mm
pistol in thigh.

Important Skills: Family +8, Pistol
+9,Martial Arts +6, Drive +7, Rifle+9,
Melee +9, Athletics +9, Notice +8, Se-
duction +8.

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.

Then the laserdot is eclipsed by a screaming WHHHHHOOOOMMMMPPP!
as something slams into the AV-4. The entire canopy--the entire front of the
aircraft bells out in a horrible slow-mo inferno--a rancid smell of hot metal,
melted plastic and seared flesh gusts against her, as the AV tilts to one side
and drunkenly impacts the street. A fireball shatters the night. "Love those
grenade launchers, " smirks Thompson, lowering his steaming FN-FAL.

"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 their pale depths. "Right," she says, already up and moving. Her
breath catches ragged in her throat as they run back into the shadows.

Santiago takes point; he knows all the best boltholes in the area. Thomp-
son is next, the big FN-FAL sweeping their way like 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. 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." There's a long silence. He
says,"Look...I'm sorry about what happened. It just wasn't working. You had
your work, | had mine--we were just hurting each other. It just wasn't there for
us anymore."

"And what about this girlfrtiend of yours. Is it there for her?"

"l don't know ..." he replies."These days, | don't know about anything."

"Why, Johnny? Couldn't you gotten anyone else?"
"l needed the best. And you're still the best, Rogue."
The best. Damn him.

ALT

She wakes with her mouth full of cotton wool. She's smart enough to keep
her eyes closed; to stifle any urge to scream. Boosterboys like it when you
scream. They like it so much, they'll do anything to make you scream over
and over again.

Alt silently triggers commands to redline her senses to maximum. She's re-
lieved to find herself still clothed and relatively unharmed. Not typical Boost-
er, but she won't complain. Her enhanced hearing picks up breathing near-
by; the click of glasses and ice, computer terminals. Definitely not Boosters.
Alt takes a chance and opens her eyes, spits out the gag.

A slender, Asian-looking man is watching her. Neat, well-tailored suit. A
glass of real Scotch in one hand, which he offers towards her. "Welcome,
Ms. Cunningham", he says, his mouth smiling and his eyes frozen. "I am To-
shiro." He gestures towards another man; a hulking presence lounging by
the bar. "This is Akira", he says.

Alt sits up slowly, cautiously, her boosted senses giving her clues. The
comforting weight of her .38 plastic autogun is missing. But she still has her
cybered arm. "Can | 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. Alt is 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.
Great. 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.
"So..." she says cautiously. "What kind of work do you have lined up for your
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What You can Throw Against
Arasaka:

All the weapons you had before, plus
four explosive charges, each causing
10D6 in damage to anything within
20 feet. Two charges will destroy the
stairwell completely and kill anyone
inside. One charge will destroy an el-
evator or an office, killing anyone

What Arasaka can throw against
YOU:

A lot. There are 20 combat ready
guards in the lobby. Santiago can
shoot at one guard per turn, adding
+25 to his attack roll. He cannot be
seen by the guards, who canonly add
+10 to their defense rolls. Guards can
take up to 18 points of damage--the
WA-2000 causes 4D6+3.

In addition, there are three strike
teams of 5 men each. At the moment,
you can distribute them on any floor
of the Arasaka Tower you wish, ex-
cept the Lobby and the Executive Of-
fice floor.

Guards have a 60% of not knowing
where the team is at any given time.
(roll 1D10--on 6 or below, the guards
will not be on that floor when the
team arrives there).

Guards add +15 to their attack rolls,
+19 to their defense rolls. Their Uzis
cause 1D6+2 points of damage.
Guards can take up to 18 points of
damage before they are killed.

Akira is a very powerful Solo. He
adds +22 to his attacks, and +22 to his
defense rolls. His .357 Desert Eagle
does 2D6+2. Akira can take up to 22
points before dying.

Toshiro Arasaka is a mere corporate.
He adds +13 to his attacks, +13 to his
defenses. However, he is armed with
a shotgun built into his right arm.
This causes 5D6 damage. Toshiro
can take 16 points damage before dy-

ing.

they'll torture or kill her. If she builds their horror, they'll keep her alive. But.
But once it's built, they'll put her into it.

WAaR PARTY

Rogue leaves their motel bolthole at nine. She moves fast, travels light,
moving from place to place. Here, she picks up five pounds of plastic explo-
sives; there, flashbombs, timers and tripwires. Santiago covers her. He picks
up more explosives, a combat assault cyberdeck, and a long, bulky black
sniper rifle.

Johnny's on the cellular, working the connections. 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.

Thompson is on the Street, working hard. A phone call here, a tip to the
screamsheets 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 sun-
down, and the beer is free.

By one, the Street knows the party is going to be at Industrial Park. Arasa-
ka's twenty two story office compound faces Industrial Park.

Like a single, hungry thing, the mob converges.

SORCEROR'S APPRENTICE
7.29 p.m.
The twisting construct spins, a blazing pillar of white fire, sparkshowers of
stars. A glowing DNA chain, a whirling dervish takes shape, form, in the con-
struct reality of the interface, towering above her, looming like fear itself. Daz-
zling, it exudes the palpable scent of terror. It speaks in a voice like crystal,
and momentarily Alt's breath is taken by it's perfect, murderous beauty. "I
am." it sings triumphantly to the cold stars.

“l am your Controller. " Alt replies. "You will follow my commands." A slight
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.

PARTY HARD

Seicho Harada is second in command of Security for the Arasaka complex at
Industrial Park. Seicho is afraid. Since early afternoon, the people have been
pouring into the large, grassy park opposite his guard position; at first, a
trickle, then a stream, then a torrent. He can't figure it out. They don't do
things like this in Tokyo. In Tokyo, people are consistent. They make sense.
Here, people are animals. He thinks about calling the City Cops, but that
would reflect badly on Arasaka. The world's largest security corporation call-
ing for help? What a loss 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 Sil-
verhand, working the crowd up. Seicho wants him. He wants him dead. But
Silverhand might as well be on Luna as far as Arasaka is 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 adver-
saries, eye to eye over a battlefield of unwitting bodies.

Johnny smiles. He's got them, so far. The crowd is paranoid--they expect to
be thrown out at any minute. He's been pumping them for the last hour with
chromatic and metal rock, getting them edgy and irritable; in a party mood to

15 e AN R IR el S, L BT






Alt

Netrunner

Johnny's new girlfriend, Alt has a histo-
ry he hardly suspects. A hotshot com-
puter programmer and netrunning
whiz, she has written an incredibly
deadly program that can suck your
mind out and eat it. But Alt isn't just
another helpless heroine, as Tochiro
learns to his undoing.

INT=10 REF=7 CL=9 MA=6
BODY= Average

Cybernetics: Interface Plugs. Boost-
ed Senses. Gold-plated cyberarm with
hidden compartment. Chipped for
Martial Arts +3.

Important Skills: Interface +10, Pis-
tol +2, Drive +4, Athletics +5, Notice
+8, Seduction +7

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
shaped charge explosive on the ceiling, wired to a microtransmitter. This one
she sends to the twenty-second floor; the executive office suites. Then the
rampaging mob hits and carries her along in the swell.

Thompson is waiting for her by the stairwell. Moments later, Johnny shows
up, wearing an Arasaka company jacket pulled off a guard's body. The name
tag reads Harada. "l blew it," he mutters over and over. But it's too late now.

Akira turns from the security board. "It has started," he announces.
"Instructions, Toshiro-sama?" Toshiro considers. It was a masterstroke for Sil-
verhand to raise a literal army of fans against him. Toshiro is checkmated--
Arasaka cannot gun down the crowd with impunity. But he does have op-
tions. He turns to Akira. " Send 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 a brief smile. A lot
he knows.

Elevators chime open on floors 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 cau-
tion. Empty. "It's a trick!" shouts the team leader. "To the stairwell!"

On floor six, a panting Johnny and Thompson reach the stairwell landing,
crack open the firedoors and scout the hall. They can hear other doors slam-
ming open as the fire teams converge; they bolt for the elevator bank. Pry-
ing 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 from her vantage
point on floor seven and fires a quick burst down the stairwell. How much
time? she thinks. She judges the breathing; the heavy booted tread, and
punches six seconds on the timer, then rolls out of the seventh floor fire-
door. She is halfway down the hall when the first of the charges go off, col-
lapsing the stairwell in on itself and burying the pursuing fire teams. Jamming
open the elevator doors with her gun butt, she drops down onto the rising
car.

"Hold her", says Toshiro. Dimly, through the interface, Alt can feel Akira's
hands pressing her into the seat. She struggles as the techs strip her plug
guards off and hold her wrists. "Can the program be run?" Toshiro demands.
His techs nod. Helpless in the grip of the interface, Alt can only sense Toshi-
ro jacking himself into the cyberdeck, giving the command to RUN.

Then her mind is ripped away.

The elevator streaks upwards, the shaft echoing to either side. They can
hear explosions; 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 twenty second.

"Duck and cover!" yells Rogue. She taps the transmitter button on her collar
and the world blows up.

ANGEL HEAVEN

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 mental-
ity, shaping and forming. A brief flare of thought, and she engulfs the minds
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Employment Contracts

In the savage world of Big Business, it's not unusual for an exec-
utive to jump from firm 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
low-level executive, to an entire lifetime for a key researcher or
company president.

The penalties for breaking Employment contracts are extremely
severe; ranging from gamishment of wages, lawsuits, and loss of
licences (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. Assasination and kid-
napping are expected.

This makes Corporate "headhunting" (hiring one company's staff
away from them for your own company) a deadly game of cat and
mouse. Most Corporations have their own "extraction teams" of
Solos, who, like the KGB or CIA, arrange "defections” of key
personnel from one side to the other. Headhunting can be espe-
cially lethal, as most corporations will use any and all means to
stop a rival extraction team.

Corporation & Goverments

Since the Crash of 93, the governments of the world have been
in the uncomfortable position of having to let the multinational
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 a simple as a bribe to the
right places, or military support for the local dictator. In the
more sophisticated United States, corporations tread lightly, go-
ing out of their way to hide their more illegal operations, and
making sure to toe the line in their more visible ones. On the lo-
cal level it's often a case of trading power, influence or money
with the right leaders; a judge or police chief here, a senator or
congressman there,

One major exception to corporate domination is the Soviet Un-
ion. Already suspicious of anything having to do with "decadent
capitalism", the Soviet state has successfully kept most corpora-
tions from gaining any foothold within it's borders--or even the
borders of it's client and satellite states. However, the corpora-
tions are constantly assailing the walls of the Communist mono-
lith, whether beaming highpower TV transmissions into Soviet
territory (advertising products and services), or occasionally
smuggling large quantities of luxury products behind the Iron
Curtain (where they create destabilization and unrest).

Most corporate offices now hold a status roughly equivalent to a
national embassy, with employees carrying corporate-issued in-
ternational passports and identification cards (better, by far, than
almost anything national goverments 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 a policy 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 it's 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 gam-
bling that the stock you hold (which is a percentage of the total
value of the company) will increase in value as the company's
assets increase in value. For example, if in 1975, Cyber Com-
puter was worth a grand total of $100.00, and you owned 20% of
this, your stock would be worth $20.00. Eight years later, when
Cyber is worth two million dollars, that same 20% is now worth
$400,000.00! On the other hand, if Cyber goes bust, that stock
is worth nothing.

The more stock you have, the more control you have over the as-
sets and activities of the corporation. One reason for this is that
each share you hold is equal to a vote concerning what is done
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 cor-
poration, direct corporate decisions, and even force the corpora-
tion to merge 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 changed
is the scale of operations. The stock exchanges of London, Tok-
yo, 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) was established, and a system of
trading imposed over the various subexchanges worldwide.

While there are stockbrokerages all over the world, the major Ex-
change offices are located in London, Paris, Zurich, Tokyo, New
York, Cairo, Rome and San Francisco. However, with the crea-
tion of the Net--the vast web of communications that blankets
the planet-- the ability to buy., sell and trade shares has been ex-
tended to almost anyone. Investors can now use their phone nets
to contact their brokers at any time or from any place, even in
the remotest jungles. Never before has the business of making
millions on the "market" been so universal. And never before has
the Market been balanced on such a razor's edge between incredi-
ble wealth and worldwise 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 espion-
age, counter-espionage, sabotage, and counter-terrorism. In ex-
treme cases, measures such as assassination and terrorism are not
unknown, whether against other corporations or within the cor-
porate structure itself.

This is not an entirely new phenomenon. For many years, the
powerful Japanese industrial combines, or zaibatsu , were known
to secretly employ ninja clans in many of their covert opera-
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Corporate Profiles

Essential information and breakdown on some of the 21st
centuries most prominent and powerful corporations.
These profiles are intended to be used by the Ref as
guidelines, not as inflexible parameters.

Head Office is the location of the firm's board of direc-
tors. Usually, but not always, the largest and most important
executive facility the corporation has. Offices are other
maunfacturing or executive sites owned by the corpora-
tion. 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 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 or organization (such as the board of
directors) which holds over 50% of the total stock wield ulti-
mate 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 represents the combined number of combat sol-
diers available to the corporation. Usually troops are spread
among the offices of the corporation, with heavier numbers
stationed at potential trouble sites or high security com-
pounds. Covert Operatives are industrial and political
espionage agents and covert combat operatives. Among
other things, troops and covert operatives are used in the
dangerous field of corporate extractions, removing valua-
ble personnel from one corporation to anothere, either by
defection or force.

Equipment and resources are the vehicles, technolo-
gy and weapons owned by the corporation, as well as
equipment it can commandeer or procure from other sourc-
es, such as governments, in an emergency. Most corpora-
tions own private helicopters and jets which can be retrofit-
ted for rapid deployment and combat use, as well as
dedicated military vehicles...commonly the AV-4 urban as-
sault vehicle and the Osprey Il V-STOL aircraft. The Osprey
Il is also used as a corporate transport in high security situa-
tions. Large enough companies maintain a private airlift
capability, usually using the Boeing C-25 heavy cargo SST.
The C-25 can haul four AV-4s, two dismantled Osprey lis,
three tanks, or three hundred troops depending on how it
is fit. Combination loads are also possible due to the air-
craft's modular interior design. It can be assumed that such
things as armored limosines and high tech site security are
standard.

Some corporations have small orbital workstations for spe-
cialized zero-g production and research. These worksta-
tions consist of a number of pressurized "shacks" with no
gravity of their own. The shacks are anchored together by a
flexible structural framework that also supports power and
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life support pods, and are normally staffed by a few tens of
people, and a small contingent of space troops. These sta-
tions also maintain weapons systems to repel attack from ri-
val corporations if necessary. Workstations will each have a
few small pressurized and unpressurized service and trans-
port vehicles. All corporations, with the exception of Orbital
Air Corp. rely on government lifting vehicles, or on Orbital
Air to shuttle products and personnel to and from orbit.

=== EURO BUSINESS
=~ = MACHINES
= =LCORPORATON

Muiltirole computer and electronics

manufacturer.

Main Office: Hamburg.

Regional Offices: W. Berlin, Rome, Madrid, Paris, Stock-
holm, Geneva, Oslo, Helsinki, London, Tokyo, Cairo, Jerusalem,
Los Angeles, San Francisco, Washington, Chicago, Dallas, New
York, Ottowa, Cape Town, Mexico City, Vienna, Hong Kong.
Stock: 1,236,765 shares.

Available on Market: 187,772 shares.

Name and Location of Major Shareholder: Dr. Rudolf
Muller, Bremen, Germany, holding 20.8% of total shares.
Troops: 6,354 combat ready.

Covert Operatives: 575.

Equipment and Resources: Dispersed among the EBM of-
fices as dictated by need are forty-six AV-4s, twenty Osprey Il
V-STOL attack craft, twenty corporate jets for the use of the ex-
ecutive board and five heavy cargo planes. In addition, each of-
fice has two helicopters and a fully staffed clinic and infirmary.
EBM's power and stature give them access to the highest levels
of military technology in considerable amounts. EBM also has a
top secret underground medical and research/training facility hid-
den in the Alps. EBM has access to almost all levels of military
equipment and technology. EBM maintains a small orbital re-
search facility with about thirty researchers and ten soldiers.
Background: In the late 1990's, EBM, already the largest com-
puter and high tech manufacturer in the world, and one of the
most significant corporations in existance, pulled off the greatest
free-market hostile takover 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 world, consolidating EBM's already fearsome market power.
Currently, Muller, and his two partners in the Triumvirate, UIf
Grunwalder of Munich and Sir Nathaniel Poole of London com-
prise the majority vote of EBM, holding 52.1% between the three
of them. Their long term goal is to consolidate as much of the
world's high-tech manufacturing as possible under their label, by
any means possible.

ZLeETqQTeCH™

Wetware and computer hardware and

software design.

Main Office: Cupertino, California. (Silicon Valley.)

Regional Offices: San Francisco, San Jose.’

Stock: 281,219 shares.

Available on Market: 19,485 shares.

Name and Location of Major Shareholder: Bob Rose-
mont, New York, holding 58.8% of total shares.







ORBITAL AIR

Cargo and passenger transport to Earth

orbit, and maintenance of commercial orbital
faclilities.

Main Office: Nairobi, Kenya.

Regional Offices: Anchorage, Vancouver, Montreal, New
York, Washington, Miami, Dallas, St. Louis, Chicago, Denver,
Portland, San Francisco, Los Angeles, Mexico City, Caracas, Rio
De Janiero, Oslo, Stockholm, Helsinki, London, Paris, Madrid,
Hamburg, Riyadh, Delhi, Cairo, Capetown, Marrakech, Sydney,
Singapore, Tokyo, Beijing, Seoul, Honolulu and the Johnson Or-
bital Facility in low Earth orbit.

Stock: 1,185,410 shares.

Avallable on Market: 132,683 shares.

Name and Location of Major Shareholder: Antoine Du-
Bois, Paris, holding 15.2% of total shares.

Troops: 10,043 combat ready.

Covert operatives: 700, mostly involved in procuring aero-
space data from other corporations and governments.

Equipment and resources: 35 orbit capable Hermes Scram-

jet Spaceplanes, 35 corporate jets, two helicopters per office, 70

AV-4 urban assault vehicles, 15 Boeing C-25 heavy cargo jets,

and 30 Osprey Il V-STOL aircraft. All major offices have surgery

capable infirmaries. Orbital Air is well equiped, and has access to

almost all levels of military

- equipment. It is primarily in-

r I a terested in space defense

and air-superiority weaponry

0 to protect it's orbital and air-

I:":'I:' ( borne resources. In addition to

the Johnson Facility, Orbital Air

maintains two small maintenance

and research workstations, and has a

small fleet of orbital vehicles to transport

crews between the facilities.

Background: Orbital Air holds a key position in

the twenty-first century; with their large fleet of

French made Hermes spaceplanes they monopolize all orbital lift-

ing capability, with the exception of a few governments, none of

which offer comparable service. Many corporations rely on Orbi-

tal Air for transport of cargo out of the gravity well, and the Euro-

Space Agency's Crystal Tower L-5 colony, a massive orbital ho-

tel complex for the ultra-rich, would be out of business without

them. With all commercial space bound cargo dependent upon

them, Orbital Air is in a lucrative position that it would like very

much to maintain. A large part of O.A.'s budget and covert re-

sources is put to use ensuring that they remain the leader in orbi-

tal technology, and that the competion does not make it off the

ground, literally or figuratively. Currently, their eye is on China,

which is improving it's commercial lift capability rapidly. Also, Eu-

roFlight corporation is expanding it's operations, and expecting

1o bring orbital services on line soon. This has O.A. worried about

it's monopoly. The Johnson Orbital Facility is a transfer station

for passengers bound for the Crystal Tower, where they switch

from the spaceplanes to space transport shuttles assembled at

the O.A. orbital workstations, or purchased from the Euro-Space
Agency.

Worldwide news

WNS ....0=

=t Regional Offices: An-

World News Servioe chorage, Seattle, Ottowa,

service.
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New York, Washington, Miami, Dallas, St. Louis, Chicago, Den-
ver, Portland, San Francisco, Los Angeles, Phoenix, Mexico
City, Caracas, Rio De Janiero, Oslo, Stockholm, Helsinki, Lon-
don, Shannon, Belfast, Paris, Marseilles, Madrid, Hamburg,
Bonn, Berlin, Riyadh, Jerusalem, Baghdad, Cairo, Capetown,
Nairobi, Sydney, Singapore, Tokyo, Beijing, Seoul, Honoluly,
Tangier, Beijing, Shanghai, Crystal Tower, Nairobi.

Stock: 836,931 shares.

Available on Market: 101,152 shares.

Name and Location of Major Shareholder: Mahmet Al
Hamedi, Riyadh, holding 31.6% of total shares.

Troops: 7,005, mostly employed as guards for the protection of
regional offices and news teams in sensitive areas.

Covert Operatives: 644, involved in procuring news.
Equipment and Resources: Dispersed among the regional
offices as needed are 65 AV-4 urban assault vehicles, twenty-
five Osprey Il aircraft, twenty-five corporate jets, and five Boeing
C-25 heavy cargo aircraft. Each office has two helicopters and
an infirmary. Only the London, Los Angeles, New York, Paris,
Tokyo and Seoul offices have surgical capability. WNS has ac-
cess to moderate levels of military technology, including person-
al armor and weapons, light vehicles and aircraft.
Background: WNS keeps tabs on the world, by any means
possible. Newspapers and news stations around the world pay
large amounts of money to recieve WNS stories via the WorldSat
Network. WNS has more offices than most corporations, but
most of these offices are fairly small and limited in function, in-
tended to serve only as bases of operations for the operatives

-and reporters working in an area. WNS has at least a small office

in almost every major 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 remains at the forefront, not only
through legitimate means, but also through spying, espionage,
sabotage and illegal snooping of all sorts. WNS does not run any
stations of it's own, choosing instead to broker it's information to
the highest bidder. There is no shortage of buyers, ratings hun-
gry broadcasters will fork over millions for exclusive rights to an
especially juicy story, and the included multi-media presentation
package containing WNS' videos, write-ups and commentaries
on the story.

INFOCOMP

Corporate think tank and information brokers.

Main Office: Los Angeles.

Regional Offices: San Francisco, New York, Washington,
Chicago, Denver, Vancouver, London

Stock: 412,935.

Available on Market: 27,541.

Name and Location of Major Shareholder: Robert D.
(Bob) Alvarez, Kilauea, Hawaii, holding 19.2% of total shares.
Troops: 400.

Covert Operatives: 34.

Equipment and Resources: Each office has a surgery ca-
pable infirmary, an Osprey |l aircraft, a private jet, two helicop-
ters, two AV-4 urban assault vehicles, several Microtech Corp.
advanced mainframes and an extensive library and and informa-
tion gathering network.







are used to make plastics and other synthetics. 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, Petro-
chem invests huge amounts of money in protecting itself, main-
taining an armed force worthy of a small country. Currently, all of
the major petrochemical corporations are in a research race to
come up with a viable artificial plastic base to entirely replace pe-
troleum products. Consequently, industrial espionage is rife in

the industry.
ington D.C..
Reglonal Offices: New York, Miami, Dallas, San Francisco,
Los Angeles, Chicago, Montreal, Tokyo, Hong Kong, Cairo, Jeru-
salem, Marrakech, Cape Town, London, Paris, Stuttgart, Gene-
va, Stockholm, Madrid, Rome.
Stock: 1,111,451 shares.
Avallable on Market: 156,213 shares.
Name and location of major shareholder: Gen. Donald
Landee, USMC (ret.), Annapolis, Maryland, holding 13.9% of total
shares.
Troops: 21,428 combat ready, but with 50-75% of forces li-
senced out as mercenaries to other corporations and govern-
ments.
Covert operatives: 2031, as above.
Equipment and resources: Dispersed among it's offices
and mercenary forces as needed are 200 AV-4 urban assault ve-
hicles, 76 Osprey Il aircraft, twenty corporate jets and twenty
Boeing C-25heavy cargo aircraft. (Usually, 50-75% of this equip-
ment is in the field at any given time.) Additionally, each office
has two helicopters, and a surgical infirmary. Naturally, MTI has
access to large amounts of the best military technology availa-
ble. MTI maintains secret training camps in Texas, the California
Sierra-Nevada Mountains, and in Florida.
Background: MTI is the worlds' largest producer and seller of
military weapons of all kinds. From revolvers to tanks to jet fight-
ers, MTI is a major military supplier to the United States, and the
United States, in turn, is MTI's largest customer. MTI will deal
worldwide with anyone who has money as long as they aren't
"commies”. MTI's definition of a communist is rather fluid, howev-
er, and can be ascribed on a whim. MTI's mercenary forces and in
house supply of weaponry make it the most militarily powerful
company in the world, if not the most economically. That will
come later...

WORLD SAT COMMUNICATIONS

Sattelite transmission and communications.

Main Office: Paris.

Regional Offices: London, Rome, Madrid, Stockholm, Bohn,
Cairo, Nairobi, Brasilia, Washington, Los Angeles, Toronto, Tok-
yo, Beijing, Hong Kong.

Stock: 868,396 shares.

= = Ulorld3at
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Avallable on Market: 101,104 shares.
Name and Location of Major Shareholder: Raymond
Rousseau, Menton,French Riviera, holding15.5% of total shares.

Arms manufactur-
Ing and distribu-
tion.

Troops: 7,444, combat ready, some space trained.

Covert operatives: 658.

Equipment and Resources: Dispersed as needed among
the offices are thirty AV-4 assault vehicles, twelve Osprey |l air-
craft, five corporate jets and three Boeing C-25 heavy cargo jets.
Each office also has two helicopters and a surgical infirmary.
WorldSat's satellites are crucial to many nations communica-
tions. Consequently, most high tech military hardware is availa-
ble to them on short notice. WorldSat has a large, well protected
orbital service facility.

Background: WorldSat has the monopoly on large scale satel-
lite communications, and are responsible for the dispersion of
phone, military, computer and commercial data. These communi-
cations are crucial worldwide, and their disruption could be disas-
trous. WorldSat invests a great deal in making sure this does not
happen. The sttelites are even shielded against electro-magnetic
pulse, although no one is really sure how well this will work. Al-
though it is not legal, it is also possible for WorldSat to monotor
any of the communications it is transmitting.

ARASAKA

Corporate security, corporate police and various
corporate suboperations.
Main Office: Tokyo.
Regional Offices: Singapore, Hong Kong, Osaka, Kyoto,
Bangkok, Baghdad, Sydney, London, Hamburg, Paris, Madrid,
Rome, Geneva, Helsinki, The Hague, Rio de Janiero, Montreal,
New York, Washington, San Francisco, Los Angeles, Chicago,
Honolulu. Suboffices throughout the world.
Stock: 1,252,722 shares.
Available on Market: 111,923 shares.
Name and Location of Major Shareholder: Kenji Arasa-
ka, Tokyo, holding 19.9% of total shares.
Troops: 25,222 combat ready, most licenced out as security or
mercenary forces to other corporations.
Covert Operatives: 2557, mostly working to further Arasa-
ka's political goals.
Equipment and Resources: Dispersed among Arasaka's of-
fices are 85 AV-4 assault vehicles, 25 Osprey Il aircraft, eleven
corporate jets and ten Boeing C-25 heavy cargo jets. Each office
also has two helicopters, and a surgical infirmary. Arasaka's
wealth gives it access to almost all levels of military technology
on fairly short notice. Arasaka has a secret training facility in
Hokkaido, where it trains it's security troops and operatives.
Background: If you want it protected, Arasaka are the people
to speak to. They maintain the largest armed force of any corpo-
ration, although they do not maintain a particularily large amount
of on-hand heavy military weapons. These troops are mostly li-
censed out to other firms as corporate security guards, couriers
and mercenaries. They are the best trained and hardest in the
business, and will follow their contractors orders second only Ar-
asaka's. To the Arasaka corporation, they are loyal to the point
of death Arasaka is more interested in fostering it's own political
goals, however, than protecting other companies, and they use
their position of trust with major corporations around the world to
gain inside informations, contacts and advantages that will help
them to realize their ultimate goal of political and economic con-
trol of Japan.

-William Moss, ©World News Service, 2011
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"A Cool Metal Fire: "
Silverhand Still Can Rock

From his humble beginnings in the
group Samurai, to his first five solo
albums, Johnny Silverhand has be-
come the household word in rock and
roll. With his latest release, A Cool
Metal Fire, Johnny Silverhand is
making his push to become a legend.

The album opens up as all of his
solo albums have, with a rip roaring
instrumental, "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 bolt of pure rock
and roll. It also makes a statement
about today's society that can not be
ignored: If we continue on our current
trend of replacing our body parts

with metal, what will we have left
in the end?

The rest of the album is almost
typical Silverhand, with it's ener-
getic guitar playing and thought
provoking 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 together, both
thematically and musically, that
they almost seem to be one song in to-
tality instead of two individual
ones. These two songs bring out the
etheral vision of today from a non-
partisan outsider that is innocent of
our ways. It leaves the listener
with a new way of looking at their
own life, even as it passes by at the
speed of light.

The last song on the album,
"Never Fade Away," departs from
the mainstream sound of Johnny Sil-

verhand and brings him into a new
dimension musically. The basic ry-
thym is both simplistic and concise.
This song makes no pretences about
being a song about today, but doesn't
leave you with a gritty metal after-
taste like most of its peers. Al-
though I'm not sure that this song
really belongs with the rest on the
album because of its departure musi-
cally, I do know that it should have
been recorded somewhere, so A Cool
Metal Fire is as good a place as any.

Overall, I found A Cool Metal
Fire to be more than just your ordi-
nary, everyday record. With its
driving beat and spellbinding lyrics,
the album takes us to the heart of
our culture and allows us to monitor
it's pulse.

Pretentious or
Political:Seattle's
Cutthroat

"The audience seems to consist of the mindless, overpainted,
underdressed children that 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 know who the band
they are seeing is. Tonight is a night that they will always re-
member though, because Cutthroat is about to hit the stage.”

So reads the back cover of Slashing Steel, the new live album
by Cutthroat. Some people think that these kings of Chrome are
getting a little too pretentious when refering to themselves, but |
had a chance to talk to Knifeedge, the lead singer and bassist
for the band, who thinks otherwise.

Jeff Daniel: People often say that you guys are just a little pre-
tentious when talking about yourselves. Why do you think that
this is?

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. Ilt's because we are so political, that we force
ourselves onto our listeners. If that is pretentious, then | guess
we are.

JD: 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 listeners with our music. The best, eye opening,
messages are in political issues and stories.

JD: Like the song "Kalakari"?

K: Exactly. Most people today don't even remember the name
Hiram Kalakari, and they certainly don't remember what he did.
It's songs about things that have shaped our lives that we play.
We try and tell the truth as we see it, not what the public wants to
hear.

JD: Then how do you explain the success of "Kalakari?" As of
today it is currently number four on the EuroRadio top ten.

K: You got me. If we had known that it would be such a hit, well,
1 don't know. Maybe we would have done something different to
promote the album. Though | suppose it's really not going to
matter since | still think that the average person is not going to
know who the f**k Kalakari was.

JD: Getting back to your political motivation, how do you justify
"Ginsu Lover" as being political?

K: Easy, | said we had our background in politics, not our entire
lives motivated by them. But if you listen very closely, you will
find out that it is a political song of sorts. "Ginsu Lover" is not
about a sexual lover, but rather a member of a Booster Gang who
is overenthusiastic about using his Rippers. It's guys like the
Ginsu Lover who make our streets unsafe to walk at night.

JD: What's next for Cutthroat? Slashing Steel is being called a
new innovation in the music industry, how do you 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 buy it and that
was it. Now the damn thing's gone and sold over two million cop-
ies. | expect we'll decide what's next for us after we tour. --JD
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Boostergangs

The night streets are an unforgiving world. Posers, Rockers, Solos and Chromes hit the alleys and dives of Night City, for-
menting a deadly brew of violence, craziness and the killer instinct. But the worst predators on the Street are the Boosters-
--cyborged monster-gangs with a savage bloodlust and a twisted Attitude all their own. From Walt Pickering's Pulitzer prize
winning column, NIGHT CITY STREETS, we take a walk on the wild side with the infamous pack called the Blood Razors.

Walter Pickering's Night City Streets

Street Direct With The Blood Razors

Night City, 2013 - The City's never really dark, not for those who live and die in it. A relentless neon circut of steel and
glass. Night in Night City is a hot pulsing thing. You feel it coursing 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 probably not experiencing it alone. You belong in the City, or you die. People
congealing together like spattered blood, moving to a thousand different songs.

You hear the Blood Razor's song only once, and you never forget. I'll never know why a group of Boosters like the Razors
let me run a night with their pack; maybe I caught Hack Man, the Booster Chieftan in a good mood. It was party time:
Hack's kid brother was getting his claws.

Just a short brief for you folks out there in the burbs; you've probably never heard of these Booster boys before. Here in
the 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 lives of more than forty citizens a week. The average Booster
is an amoral technophile. Hardware and Wetware are the meat and drink of the Booster, and they'll do anything to
getit. Arson, robbery, muggings, assassinations. If there's money in it, enough for another small boost at a blackmarket

Continued on Page 35

Overview 2013: Two
Nomad Packs

The Crazy Quilts: The Central American War was hard on
the soldiers who fought in them. Harder still was coming home.
The cities were urban wastelands, unsuited for raising a family.
Homes, towns, whole cities had dissapeared off of the maps, vic-
tims of progress.

These young soldiers returned to an America in which nothing
was sacred, and everything was for sale. Many found that they
were unwelcome relics of the past. With nothing else to turn to,
many of these dispossessed combat men and women turned to
the only support network they had, each other; and the only pro-
fession they knew, soldiering.

The Crazy Quilts are one such group, recruited from all over the
country. Together, they formed one of the many offshoots of
Nomad culture, the mercenary brotherhood. Named for their col-
orful uniforms, a ragtag collection of fabric scraps roughly form-
ing a camoflouge pattern, they sell the one commodity they have
left in a ruined world; their honor and fighting skills.

The Crazy Quilts hire themselves out, whether singly or in small
battallions. Many act as bodyguards; others hire out as free-
lance mercs, corporate extraction forces, or as hit men and as-
sassins. The Crazy Quilts place honor above all else. You can be
certain that they will never turn upon their employers, never sell
out, never back down, and never desert a comrade.

The Crazy Quilts consider themselves the last bastion of profes-
sional integrity in an otherwise chaotic society. It is this uncom-
primising reputation which has made the Crazy Quiltsa powerful
and respected force in the Cyberpunk world.

The Huskers: Bud and Martha McCain tried to hold onto their
land, but the Agri-Corps were determined to remove them. Even
after the Agri-Corps bought the local bank so they could fore-
close on their property, the McCains were steadfast in their re-
solve to remain on the land that had been in their family for gener-
ations. 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, withered 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 disspossessed They came on foot, on mo-
torcycles, in fleets of R.V.'s. Under the leadership of Bud
McCain, they formed a roving community, known as the Huskers
to outsiders, due to their corn 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.

Labelled as terrorists for their bold strikes against the indus-
tries which have rendered them homeless, the McCains prefer to
think of themselves as honest folk turned freedom fighters.The
Huskers have long memories. Those who befriend them have an
ally for lite; those who anger them have a dangerous foe. Will the
McCains retake their stolen homeland? Time will tell. But with
every new atrocity committed by the Agri-Corps, their numbers

row.
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does not relish the idea of being a pawn for Arasa-
ka, but resigns themselves to this stature because
of the money we input into the gang. She then
asked my purpose for calling such a meeting. Upon
my telling her that Arasaka wished me to accompany
the gang for a week to get the full scope of their
activities. I was grabbed from behind and someocne
else threatened my life with several sharp blades
protruding from their hands. These weapons, which
are illegal, go by the street name of "Rippers,"
and, judging by their looks, I would estimate that
they will do just that to human flesh and bone.
The gang's initial hostility stopped cold when
I firmly told them that killing me, or even refus-
ing to let me accompany them, would result in imme-
diate stoppage of funds provided by Arasaka. It is
my impression that the members of this gang hate
their own humanity as well as other people's. This
is further reinforced by my observation that the
gang members that are held in the highest esteem
are the ones that have the most metal meshed with
their bodies. 1In my judgement, the members of this

gang can easily be controlled by our organization by
simply controlling their money supply to buy new cy-
bernetics.

The week I spent with the gang proves to me an-
other theory that I had postulated: The gang not
only hates humanity [which, in itself could be rea-
soning for it's existance], but also likes to hurt,
mutilate and kill others for what would seem to be
the pure pleasure of it. These two factors lead me
to the conclusion that the members of "Iron Sights®
are all suffering from cyberpsycosis and terminating
our ties with them in the near future may be the best
solution for all parties.

- Rachael Tyroll 9/1/13

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 Iron
Sights gang were gathered at a
bar known as Rainbow Nights
when they were confronted by
the red robed Inquisitors. After
a brief arguement, fighting
started, and when it was all
over there were seven dead In-
quisitors and ten dead members
of the Iron Sights.
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When we finally were able to reach the leader of the In-
quisitors,who has asked that his name be withheld, he
had several things to say about today's and other related
incidents.

"In the midnight hour, when the sound of footsteps 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 start
of a new order that is coming to be. A new order that will
be led by the Inquisitors.

"I stand here before the public in general not to preach of
impending doom, but rather of judgement. Judgement 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, I need only
point out the case of the hertical members of the Iron
Sights. They, like anyone else who has molded unnatu-
ral 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."

Although he would not reveal his identity to the public,
the head of the Inquisitors is thought to have some old-
er, no longer believed, religious background, 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 ques-
tions regarding his plans for controlling the Inquisitors,
and other gangs that threaten the citizens of this city.
In fact the only thing we could get out of him was, "No
comment."

Sound familiar?
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The roleplaying game of the Dark Future

Stats: Roll 6 D10 +30 or 8D10. Max is 10, min is 2 for each skill
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