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FATIGUE

i No one can stay active forever; a
| certain amount of rest is required to
| keep the body functioning. While
i the human body can go without
[ sleep for long periods of time, per-
! formance does drop quickly, espe-
!

cially while performing strenuous
activities. In stressful situations, fa-
tigue can completely wear a per-
son down.

! Characters have Fatigue Points and,
' depending on what Fatigue Level
they are at, suffer varying penal-
ties. Determine the character's Fa-

tigue Points for each level on the
Fatigue Level table. Always round
down:

Every hour of res

-E\fer)f-‘héuir of sleep
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SLEEP DEPRIVATION

The average person needs about
7 hours of sleep out of 24. While
this can vary, it should be used as
the guideline of how much sleep a
character will need to remain at
peak performance.

When a character misses extended periods of sleep, a gradual deteriora-
tion in performance occurs. This is in addition to the penalties which occur
due to a lack of rest and mounting fatigue, as described above.

Normally, the human body eventually falls asleep from exhaustion.
However, if the character is unable to sleep for some reason, the effects
of sleep deprivation can cause severe damage, even death.

On the Sleep Deprivation table, DAYS is the number of days continuously
spent awake. Note that Sleep Deprivation does not truly set in for a while.
The Effects listed are in addition to those from Fatigue as explained above.
DL is the Deprivation Level.

The effects of sleep deprivation are not permanent. After a full night's
sleep, the character returns to normal. However, less than that will only
help to reduce the character’s DL. For every two hours below 12 that the
character sleeps, subtract 1 from the DL the character was previously at. If
this reduces the DL to O or less, the character is back to normal.

The only exception to this is if the character reaches DL 6, which is a critical
stage. At this point, the character may suffer a mental breakdown. He must
make a Death check every day past the 7th. A failed check means that the
character dies from exhaustion.

Note that except in the case of EMP, stats will not go below 2 regardless
of the penalties. If EMPreaches O before DL 6, thenthe character goes Over
The Edge immediately. Some people just aren't meant to go without
sleep.
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SLEEP CHECKS

There will be cases when characters want to stay awake though extremely
tired or hit by some sleep drug. There are two ways of doing this, through
conscious effort or chemical aid.

Characters who try to stay awake must make an INT check, adjusted by any
applicable modifiers. If the roll is equal or lower than the character’s
modified INT, he is able to stay awake until another check is required.
Normally this check is only required once a night; additional checks may be
required due to extreme fatigue, drug use orsleep gases. If the check s failed,
the character falls asleep for 2d6 hours.

Fatigue, drugs, gases, the amount of activity the character is engaged in and
the circumstances the character is in will all modify this check. See the Sleep
Check Modifiers below:

cter s FOfiQUed ... ucumsnnii 1 | Charack

| horacters Deprivation

Character Is Debllifated . .................. 4 | Stimulanis taken
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INSOMNIA CHECKS

There will also be cases where the character is desperate to fall asleep, such as
when insomnia hits. In this case, Insomnia checks are required nightly and an
INT check is made with the same modifiers as in the Sleep checks, except that
the modifiers are reversed. For example, soporifics in this case act as bonuses,
stimulants act as penalties, staying active acts as a penalty, etc.

If the roll is equal or lower than the character’s modified INT, he is able to
fall asleep for 1d6+2 hours (or another specified time period). The check can
only be made once every 6 hours or when required due to a drug or gas.

Generally, insomnia will last period of 2d10 days, with 2d 10 days until the
next one. However, stress or other factors could lengten or shorten insomnia
episodes. .

The GM should make the rolls to determine the length of insomniac
episodes. Alternatively, he may inflict them at the worst possible time,
depending on the situation.
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SLEEP DISORDERS

Sleep disorders are a very common
nuisance inthe modern world, mak-
ing sleeping drugs one of the most
frequently used drugs in North
America. However, insomnia is not
the only sleep disorder affecting
the world.

There are six major sleep disorders;
Catalepsy, Insomnia, Hypersomnia,
Narcolepsy, Pavor Noctumis and
Somnambulism. Characters might
be cofflicted with one or more of
these disorders during stressful pe-
riods or may have a lifelong aofflic-
tion. Sleeping problems are typi-
cally caused by pain, stress and
restlessness.

CATALEPSY

Catalepsy is a disorder which causes the character to suddenly fall uncon-
scious for no good reason at random intervals. While this is not a common
disorder, it does nevertheless afflict 1% of the population.

Generally these lapses of consciousness occur during particularly exciting or
intense times. During these times, the character may fall asleep at the outset
of the excitement. The character must make a Sleep check at -8 to resist
falling asleep. However, this sleep only lasts 3d10 minutes. Checks should
be made every hour of continuous activity. There is a -4 penalty to waking
the character once they have fallen asleep.

NARCOLEPSY

Like Catalepsy, the character falls asleep at random times. However, unlike
Catalepsy, it often occurs during tedious or restful periods. This is a much
less dangerous affliction for Cyberpunks. During a calm or restful period,
the character could fall asleep. The character must make a Sleep check at -
8toresist falling asleep. However, this sleep only lasts 3d 10 minutes. Checks
should be made every hour of restfulness. There isa -4 penalty to waking the
character once they have fallen asleep.

INSOMNIA

A character afflicted with insomnia will have trouble gettingto sleep and may
not get much sleep at all. Every night the character must make an Insomnia
check with a-4 penalty or get no sleep that night. The character will continue
this way until he falls asleep from exhaustion or goes insane. Insomniacs
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typically tum to drugs to fight their insomnia. Note that this is the most
common sleep disorder.

HYPERSOMNIA

The character sleeps too much. This is typically a chronic condition which
sets in around adolescence or early adulthood. The character must get
1d6+12 hours of sleep every 24 or make a Sleep check at -4 to stay awake.

Typically, hypersomniacs are obese and have voracious appetites. They are
not very active, have only a few waking hours a day. Hypersomnia generally
requires therapy to overcome; drug use does not help much and, in fact,
usually causes more trouble than good.

PAVOR NOCTURNIS

Pavor Nocturnis is, roughly translated, night terrors. The character suffers
from intense nightmares. Characters often develop Pavor Nocturnis after
going through extremely stressful events or suffering intense trauma. It is
commonly found in children, but can also be found in adults.

Every time the character sleeps, there is a 3 in 10 chance that he suffers
nightmares. This ends up reducing the effectiveness of his sleep by 1d10 x
10% (round up) every night for purposes of rest and fatigue regeneration.
In addition, the character’s COOL is effectively reduced by -1 the day after
suffering the nightmares due to the unsettling night.

o EXAMPLE:
A player whose character suffers from Pavor Nocturnis rolls a 2 and suffers from
nightmares one night. Then, the player rolls a 5, which means that the character’s
sleep, 8 hours, is only worth 50% (or 4 hours). If the playerhad rolled a 10, the whole
night’s sleep would have been wasted.

SOMNAMBULISM

Somnambulism isessentially sleep-walking. This can be very dangerous and
is one of the more common sleep disorders. Six to twenty percent of the
population suffers from this at some time in their life.

While suffering from this disorder, there is a 2 in 10 chance that whenever
the character sleeps, he will sleep-walk. While sleep-walking, he will
perform various tasks, sometimeseat, walk around, etc. There are even tales
of people committing murders while sleep-walking, though this is undocu-
mented.

Waking up a character who is sleep-walking is not dangerous per se. The
danger lies in the fact that as soon as the character awaken, he drops to the
ground (if he was standing). This can cause 1d3 points of damage due to the
fall. However, if supported, there will be no ill effects from being awoken
while sleep-walking.
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THE PEOPLE DREAMS ARE MADE OF

Proposed centuries ago, there have always been suspicions of Dream
Stalkers, the Sandmen. Walking through our dreams as one would stroll
through a park, they twist our peaceful slumber into a tortured nightmare.
There has been a resurgence of the Dream Stalker theory and countless
movies investigate these fantastical creatures.

Dream Stalker, the first movie of the kind, made in 1998, explores the real
life case history of Elias Tokashi. Though he slept regularly, he never felt
rested and was plagued by temrible nightmares. He then began to notice
a particular person always around him and eventually decided it was a
Dream Stalker. He chased it across the continent and wrote an autobiog-
raphy about his experiences. He never did catch it and collapsed from
exhaustion in Boston. He apparently died in his sleep after a particularly
frightening nightmare.

Later movies, such as The Dark Sandman, Sleep Tight and Dream Weavers
have all pursued similar themes, featuring a lone stalker hunting someone
and causing nightmares and insomnia in their victims until, eventually, they
die in their sleep or from exhaustion. Surprisingly enough, none of the
stories portray the victim as victorious. It seemsthat the dream stalker is one
of the more powerful villains in modern folklore.

The explanations for the existence of dream stalkers fall in two categories:
some human orotherbeingfeeds off of people’s sleep like a dream vampire,
or delusions of those afflicted with severe sleep disorders. However, neither
is particularly appealing. Considering the inceasing amounts of sleep
disorders, the latter theory is more probable, yet perhaps the creatures are
the cause. Like so many other myths, we may never know the truth,
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DREAM STALKER
PSYCHOSIS

Dream Stalkers Psychosis affects vic-
tims of severe sleep deprivation. It
is characterized by paranoid feel-
ings of being followed and severe
nightmares.

If this option is used, any character
whois sleep deprived has a chance
equalto his DL on 1d100 of devel-
oping Dream Stalker Psychosis. Thus,
at deprivation level 5, the charac-
ter has a 5 in 100 chance of devel-
oping the delusion. This is checked
every time a new level is gained.

FIRST CONTACT

Dream Stalker Psychosis really starts with the first sighting of the victim’s
dream stalker. This will generally be a smallish person, male or female, with
white hair and very light blue eyes. In fact, the stalkers all seem to be albinos.

Just prior to the sighting the character will feel very uneasy and roll a Fright
check. The first check will be at -4 due to the alien nature of the experience.

While the character is often alone when the sighting occurs, it could be
worse if the character was in a group. The character would be the only one
to see the Stalker, which would leave the group to question his sanity.

The Dream Stalker will appear just out of reach of the character and
disappear the very next moment. If the character pursues the stalker, achase
for 1d6 hours will ensue, the Dream Stalker always staying just out of reach.
It is impossible to catch it because, of course, it is just a hallucination.

THE NIGHTMARE CONTINUES

The Dream Stalker Psychosis will continue to afflict the character as long as
he is sleep deprived and then for 2d10 days more after he gets fully rested.

Once the dream stalker begins to haunt the character, Sleep checks must be
made nightly at a -2 penalty. A form of insomnia sets in despite the fact that
the character is already very tired. If the character does get any sleep, it
counts only as 1d6x 10% of the total amount due to constant nightmares.
This is all because the character’s own mind creates the illusion of being
stalked by some supernatural creature which is feeding upon his sleep.

Every day the character is sleep deprived, roll 1d10. On a 1-2, the dream
stalker appearsto the character. Carry out the chase as described above. Just
prior to the sighting, the character must make a normal Stress check. Also,
every day the character is haunted by the dream stalker, 1d6/2 Stress Points
are taken due to the strain. This happens even if the character ignores it.

THE FINAL BLOW

Asmentioned above, the dream stalker will continue to haunt the character
as long as he remains sleep deprived. Because of the effects, the character
may die or go insane.

If the character ever manages to rest, all of the deleterious effects of the
Dream Stalker Psychosis disappear 2d10 days later. However, if the charac-
ter ever becomes sleep deprived again, the chance of developing Dream
Stalker Psychosis is at +4. Thus, those once haunted by a dream stalker are
very likely to have a life-long struggle with them. Therapy could also cure
a character of this delusion. See Therapy in the Stress section.
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SANDMEN

Dream Stalkers could be real; such
is the case of Sandmen. They are
people gifted in the ability to tap
into the subconscious of others. They
are able to access dreams and
change them, altering even the
subconscious of people. For this
reason, they can be quite danger-
ous and delve into parts of yourself
youdon't evenknow. Yet, they can
also be very helpful.

Contrary to the popular belief,
Sandmen are not all alike. They
don't even look the same. Their
talent is not genetic and Sandmen
can be found in every culture
among both men and women.
However, their motives and meth-
ods vary widely, reflecting their in-
dividual cultures and personalities.

DREAM STALKERS

A common form of Sandmen is known as Dream Stalker. They get some sort
of malicious pleasure out of torturing people. Generally, they choose their
victim (often part of a group that the Stalker feels hard done by) and invade
the person’s dreams. They give them intense nightmares until, finally, the
victim goes insane from insomnia.

These Stalkers tend to stay close to their victim and stalk them in real life as
well. The problem with dream stalkers is that they are rarely obvious and
often the last person one would suspect. A quiet neighbor, a friendly lady,
a kindly old man, etc. Most dream stalkers are sociopaths, and derive great
pleasure from these “hunts”.

Luckily, dream stalkers are quite rare: only a half dozen reported cases in
North America in the last year. The victim often realizes what is happening
and manages to track down the stalker. However, the dream stalker
Psychosis does make it difficult to tell whether the stalker is real or
imaginary. The worst case scenario is someone hunted by both (the
psychosis follows after having been sleep deprived by a real dream stalker).

DREAM RIDERS

An odd bunch, they, unlike the dream stalkers, rarely have maliciousintent.
Instead, they seek to enjoy the dreams of others. They enjoy “taggingalong”.
They will choose a subject, like the stalkers, and keep close, merely
observing from afar. The rider likes to live vicariously through the subject,
usually someone in an exciting line of work.

The riders never cause any real damage, but sometimeslearn things that they
shouldn’t or see things that aren’t meant for them, and thus comprise
security risks. Corporations are very worried about these types of Sandmen,
who sometimes sell their information for profit.

Also, sometimes dream riders change dreams, as they want to see things
which the dreamer’s selfisn’t interested in. They can thus cause very bizarre
dreaming on the part of their subject, but rarely anything too distressing.

SLEEPWALKERS

Sleepwalkers are difficult to pin down. Sometimes they play around with
people’s dreams, sometimes they just watch. These Sandmen are generally
part of a group and seek to help this group while attacking itsenemies. There
are countless stories of executives causing rivals to sleep late or making their
superiors think they are excellent workers.

Sleepwalkers enjoy toying with people’s perceptions and lives, not so much
formalicious reasons, but because they enjoy the mischiefa great deal more.
Some have learned how to open up the subconscious’ memories to the victim
so that dream memories and real life memories are indistinguishable,
leading to great confusion. They claim that they “help people remember
their dreams”. Unfortunately, there is a reason why we generally don't
remember them...

87




DREAM HEALERS

Anew breed of psychologists have hit the scene, calling themselves Dream Healers. They seek to help people through
dream therapy. They go through a person’s dreams and see what is happening in the subject’s subconscious. Then,
they help resolve those issues by altering the dreams of the subject slightly. While not sanctioned by the Association
of Psychology, they have aremarkable successrate. It is believed that cyberpsychosis can also be cured to some degree
through this radical therapy.

In many cultures, there have been dream healers where dreams were seen as an important aspect of life and health. The
art is growing and many “shamans” relearn this mysterious arts of shaping the psyche. There are more Dream Healers
known than any other form of Sandman. However Sandmen are nevertheless seen as dangerous psychopaths by the public.

The Dream Healers’ Association, which has recently been set up, has devised rules for all members that prohibit any
unsolicited dream reading or alterations. They take these rules very seriously and aid police in capturing dream
stalkers whenever possible.

THE POWERS OF THE SANDMEN

Sandmen are typically psychics specializing in Hypnological and Mental powers. Mnemonic, Mania and Telepathy
may also be useful. The “magic” versions are typically culture-dependent and, generally, only present in tribal magic
ceremonies. For example, Faith, Miracle and Esoteric magic do not typically have Sandmen, whereas Voodoo and
Shaman magic do. See Ars Nova for more on the various forms of magic.

NEW POWER
ABILITIES

There are new abilities for existing
powers asdescribed in Night'sEdge
which Sandmen typically use. Re-
member that new abilities may
always be generated just by deter-
mining their difficulty.
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magic in the 21st century.

can have startling effects.

magic.

Trickery is the art of illusion
practiced by performers and is
designed to turn one’s atten-
tion away from actions which
cause “magic” to transpire. This
is the most common form of

Chemistry includes herbs and
concoctions which cause very
real physiological reactions.
Science has only recently given
any attention to ancient for-
mulas which have been found,
in some cases, to be more effec-
tive than modern ones. Many
cultures use drugs that affect
the human consciousness and
body in ways that science would
normally be at loss to explain.
Coupled with Faith, chemicals

Faith comes into play when be-
liefs are so strong that the mind
makes them real. It is strongly
tied to both the practitioner
and spectator. This is a com-
mon component in religious

The Unknown element exists
in the real world as much as it
does in the Alternate Reality
Universe. It is that element in
magic which science and rea-
son cannot account for, no mat-
ter how hard they try. This
element is the true magic and
perhaps the most interesting
form. In the Alternate Reality
Universe, itis attributed to tap-
ping into one’s psychic ener-
gies. Unlike psychic powers,
though, culture and rituals play
a major role in magic. That is

‘ the largest difference between

the two.
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THE UNIFIED
THEORY
OF POWERS

In modern human experience, there
are three major types of "powers”:
magic, religious miracles and psychic
talents. Magicis a mysterious art which
works through incantations, charms
and rituals. Religious magic works
through extreme faith in the beliefs

and/or deity involved. Psychic power
is a more recent revelation bringing
these two practices together under a
unified theory, which was presented
in the Night's Edge psychic power
system.

According to this unified theory of Powers, psychic powers are the explanation
for all powers that humans wield, magic, faith, everything. Psychic powers
stem from the human consciousness, the psyche that Is present in all living
beings. This psyche is able to affect the environment just as the environment
can affect it.

However, it is not easy to access the special powers of the mind and, like all
talents, they are not found in everyone. Attempts have been made since the
earliest times to harness these energies and to allow anyone to use them.
Religious ceremonies and faith powers were the first form, using the intense
devotionin abelief system as shown through both the subject’s strong faith and
actions (rituals, praying, etc). However, since this was an indirect means of
tapping one’s inner energies, the powers, without intense piety, could not be
practiced. This explains why only saints and other highly devout members of
religious orders have been able to use such powers. However, miracles
occuredin people’s lives that were due to theirintense faith af a particular time
and are also isolated examples of this faith magic.

The second attempt at making the potential of psychic powers avalilable to all
was through magic, the esoteric arts, that more "rational” faith which
developed formulas and procedures reproducible by anyone. It was an
attempt at “scientific” psychic power use. However, because the origin of the
power is dependent of the individual, regardless of the means to activate it,
magic failed for most people. It was an even more indirect route to activate
their powers, thus that much harder. It must be noted, however, that some
magicians were quite successful because they had that innate talent.

The most recent theory of powers is the basis of the current unified theory of
powers. Psychic powers, deriving from the individual's psyche, can affect mind
and matter. Norituals are required and formulas are not necessary. The power
activates simply by thinking.

I's not that easy of course. The original talent or potential must be there, which
is not common, and the wielder must realize they are there. In recent years,
parapsychological studies have found that personality plays a large role in the
development of psychic potential. Negative or cynical dispositions tend to
reduce if not eliminate the chance of developing any psychic potential.

Most often, the powers are developed after some trauma. For most, this occurs
during adolescence. The Poltergeist Effect is the best example of this.
Teenagers who have psychokinetic potential, in particularly stressful situations,
will have poltergeists (noisy ghosts) manifest themselves around them. This
has explained many poltergeist cases. It can even be found in some corporate
office buildings where tension runs high.

Psychic powers are by far the most effective of the three concepts of powers,
though they are restricte d to those with that innate talent. This is why magic and
faith remain strong in our societies. Almost anyone can use them.

This magic system encompasses both the religious and straight magical
beliefs. With the Night's Edge psychic power system, It completes the Unified
Theory of Powers.
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NEW TELEPATHY
POWERS

Here are two new Telepathy pow-
ers which can be added to the
psychic power list in Night's Edge.

MENTAL SHIELD

The character can protect his mind from all Telepathic powers. The
character decides what the DL will be and then rollsagainst that. The amount
below the DL is the penalty to any other Telepathic or ESP power used
against the character. Thus only very difficult shields have a chance of being
very powerful. However, note that the character must be aware of the
incoming attack, or hold it up for a period of time.

NEGATION

The character is able to unconsciously negate any power directed at his
mind. All Telepathy and ESP powers can be negated. The character doesnot
make a conscious decision to negate them, so even beneficial Telepathy or
ESP powers will be negated. The difficulty of negating the effects of a Power
is equal to the Effect’s Difficulty Level minus 5. If unsuccessful, the power
affects the character as normal. Psychokinetic powers will affect the charac-
ter as normal.

The character cannot have any other psychic power or magic-related skill.
He will also be highly skeptical in nature.

POWER DURATIONS

A quick-reference table for the durations of the powers:

in | Matter Alteration .
in | Psychokinesis.
e | Pyrok




THE ARTS OF MAGIC

Unlike the straight psychic powers
from Night's Edge, there is magicin
the world. However, magic is a
way to channel psychic energies
and invoke that power within each
of us. Magicians of all sorts continue
to exist in this universe. While many
of them are not nearly as powerful
as true psychics, they are neverthe-
less a force to be reckoned with.

Here follows the various forms of
magic (note that these magical
styles are based on real world ver-
sions; however, they have been
slightly modified for simplicity and
continuity). Not all have to exist in
your world and many could simply
be the result of folk tales, but run-
ning into a cult practicing real Eso-
teric Magic could quickly change a
character's life forever in the Alter-
nate Reality.

DEFINITIONS OF TERMS

Here are definitions of the game terms used within. Also, note that when
using the Dedication level (DED) of characters, that Dedication must be to
the culture or religion related to the form of magic.

* PARTICIPANT:

Any character involved in a ceremony.

¢ BELIEVER:
A member of the organization with a DED of 5 or higher.

« FANATIC:
A member of the organization with a DED of 8 or higher. Counts as 5 Believers.

e LEADER:
A member of the organization with a DED of 10. Counts as 25 Believers or 5 Fanatics.

¢ CEREMONY:
A prescribed ritual which requires a certain amount of time to complete. Any interruption in the
middle of it cancels its bonus.

POWER DATE:

A prescribed date considered holy by that organization. Only applicable if the date’s significance
is related to the power invoked. For example, a day consecrated to a healing deity would count
toward healing powers, but not toward others.

¢ POWER LOCATION:
An area or building specially consecrated by that organization. For example, a church. The bonus
is gained only if within that area or structure.

¢ POWER ITEM:
Aspecial item especially created for use with a specific power. May be reused, but must cost at least
100eb. Double the bonus if worth more than 500eb. More than one power item can be used in a
ritual.

SACRIFICE (MATERIAL):

An item destroyed in a ritualistic manner in the name of the power being invoked. The equivalent
value is given per bonus. For example, in Faith Magic, a MedScanner worth 500eb that was
sacrificed in a ritual of Healing, would give a +1 bonus.

SACRIFICE (SMALL ANIMAL):

Ananimal destroyed ina ritualistic mannerin the name of the power being invoked. Small animals
include dogs, chickens, etc. The bonus is given per animal sacrificed. Small animal sacrifices give
a 1 in 10 chance of casual police investigation.

¢ SACRIFICE (LARGE ANIMAL):
Ananimal destroyed ina ritualistic manner in thename of the power being invoked. Large animals
include goats, cows, etc. The bonus is given per animal sacrificed. Note that if any remnants are
found, policeinvestigation s likely to follow. Large animal sacrifices give a 4 in 10 chance of police
investigation.

*SACRIFICE (HUMAN):
A human destroyed in a ritualistic manner in the name of the power being invoked. The bonus is
given per human sacrificed. Police investigation will automatically occur, with a 3 in 10 chance
per week of the perpetrators being caught. Also, members with a DED rating of 7 or lower reduce
their DED by 1d6 (ifit drops below 1, they turnin the rest of the group), and members with a DED
rating of 8 or higher increase their DED by 1. This is per sacrifice.

e CONTEMPLATION:
Time spent in prayer, meditation or studies. The bonuses are for the time spent that day in
contemplation.

There are seven basic forms of “magic” in the Alternate Reality universe: Alkemical Craft,
Divination Arts, Esoteric Magic, Faith Magic, Illusioncraft, Infomancy and Shamanic Rites. They
range from the mundane to the arcane, but primarily deal with real world magic.
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ALKEMICAL CRAFT

The first form of magic is North America’s most common form, that of mind-
alteration by use of drugs. Through drugs, one’s mind enters altered states
and isused by countless cultures to attain a “heightened spiritual conscious-
ness”. This claim does have some validity since drugs do alter the brain’s
chemistry, but there is no “magic” to it, merely chemistry.

Many of the contemporary drug designers, though, have taken the name
“Alkemist”, in honor of the original chemists, with modern (mis)spelling.
They fill their labs with all kinds of beakers and glassware, simulating the
ancientlaboratories. They pride themselves on those creations which induce
the most unique altered state.

The modern Alkemist does not seek to turn lead into gold. That challenge
was won ages ago. Today, turning drugs into money drives most of them.

Use the drug design system from the Cyberpunk 2020 rulebook to define
Alkemist creations. Or, see Altered States in the Dark Metropolis sourcebook
for advanced drug design rules.

DIVINATION ARTS

The Divination arts involve various tools in conjunction with personal
psychic talent. There are two distinct forms of divination: Destiny Divina-
tion and Guidance Divination. Destiny Divination tells of future events and
outcomes while Guidance Divination givesadvice. They each have their own
use and short-coming.

The two most common tools for divination are the Tarot and the Runes, but
there are many more. Each have their own method and can reveal different
sorts of information. Skill must be taken in a specific type’s use.

DESTINY DIVINATION

When a character attempts to divine something about the future, find the
difficulty of the desired information and the time period into the future on
the Divination Difficulty table, then use the character’s (EMP/PSY + Expert:
Specific Divination Method + Modifiers + 1d10). Use whichever is higher,
Empathy or Psyche. Any level in Precognition can be added to the check.

All predictions are somewhat vague and only represent the likeliest future,
therefore GMs should have a good amount of leeway with such predictions.




The GM must make the skill check and keep its success or failure secret. If successful, the prediction will come true;
otherwise, it will not.

Using a real tarot deck, runes, etc. could enhance the game, especially if the GM “stacks the deck” according to
planned events in the adventure. Props always add to the game.

e TAROT
Almost everyone has a deck as they are very common in the 21st century. They make popular birthday gifts. There are hundreds of styles, so every
character might have his own personalized deck. Technomancers tend to use electronic decks.

The standard tarot reading will deal with a particular situation that the subject wishes to learn about. It will give: a warning of what to watch for; a
near future event; and what the final resolution of that event will be. It is somewhat vague, such as “dealing with domestic matters”, and can answer
“yes/no” questions.

Characters using the Tarot will learn three pieces of information for each reading: a possible danger (specific event); the near future outcome (general
event) and the final resolution of the event (general fate). The time periods are generally 1 month, 1 week and 1 month respectively, though they can
vary as specified by the reader.

e RUNES
The most common form of runic divination is the ancient Nordic rune stones, but there are also Egyptian hieroglyphics as well as other cultures' symbols
onstones. Inany case, each stone hasits own meaning and is similar in use to the tarot deck. Technomancers have developed their own series of symbols,
pieces of programming code, etched into data chips and used in the same manner as rune stones.
A casting will provide almost any desired information. The subject need only specify what information is required and the time period desired. If the
time period is not specified, assume 1 year. Again the results can be vague, such as “Wisdom” or “New difficulties arise”,

GUIDANCE DIVINATION

Guidance divination crafts deal less with telling the future, but rather with asking for help on what to do about the
future. In one sense they are more helpful, but because they require a great deal of interpretation involving events
which haven't happened yet, their use can be futile at times.

When a character uses Guidance Divination, the difficulty is based on the time period involved (which the player
must specify), modified by the subject it regards. The character’s (INT + Expert: Specific Method + 1d10) is used.
Precognition may also be added in. This check should be made in secret by the GM.

If successful, a relevant result emerges. Its significance need not be immediately apparent, though it should
eventually become so. Failure causes an irrelevant result. The character may find some significance to it, but there
is actually none. The actual resulting information is up the GM.

* DATAMANCY
A new form of divination favored by technomancers. It involves a special program, generally called “Eeni Meeni”, which hooks up to the Dataterms
and then randomly selects a piece of information. This can be a news story, a definition, a formula, whatever. Its meaning must then be interpreted
by the user.

* BIBLIOMANCY
A very old form of guidance divination, only younger than the I Ching, the seeker simply opens the Bible (or substitute any other spiritual text) to a
random page and the seeking finger chooses a particular sentence or verse. Supposedly, the deity involved will guide his choice to a relevant piece of
information. Characters can add half their DED to any faith involving the Bible or the particular text involved to this check.

Variants of this form of divination involve the works of Shakespeare, the Hitchhiker’s Guide to the Galaxy trilogy or other such classic writings. Some
Datamancy aficionados limit their programs to only cover such works in electronic form.

¢ | CHING
The I Ching is a very old Chinese book of wisdom which goes back over 4000 years. It has been used to guide people all through the centuries. There
are 64 hexagrams, or pieces of wisdom, which help to spiritually develop a person if used over time. Because of its extreme age and conciseness, a +5
bonus is granted when the I Ching is used in guidance divination. The I Ching has many electronic forms and is especially favored by the Mandelbrot
Society.
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ESOTERIC MAGIC

Esoteric magic deals with what is considered by many to be the true magic.
Highly dependent upon ritual, there are hundreds of individual spells.
Whether the spells work is not always easy to determine, though. Esoteric
magic includes all witchcraft and esoteric rites.

Esoteric magic involves long ceremonies or rituals invoking deities or spirits of
some kind to do something. Each ceremony relates to a particular “spell” which
is recorded in a text of some sort. Typically, in Vodoun and Witchcraft, the
ceremony also involves drugs or herbs. In Esotericmagic, the spell cannot be cast
spontaneously, requiring preparation and a good deal of time.

Esoteric magic is typically used by cults in 2020, with grim consequences.
There are some lone magicians who managed to find a tome of spells. They
tend to be very dangerous since this power corrupts even the best of souls.

Each Esoteric spell or ritual requires a separate skill regarding that spell or
ritual. If the character has a psychic power related to the magic being used,
it can be added to the skill check. The difficulty of the spell or rite is
determined by the prescribed effect of the spell. Thisis generally determined
by finding the desired effect under one of the Power descriptions in Night's
Edge and adding 10 to the difficulty number.

Esoteric magic is draining though, and all participants in the ceremony take
1d6 Fatigue points per 5 levels of difficulty of the spell (round up). This is
taken regardless of success or failure of the spell. The duration, range and
othereffects of the spell are found asif it were a psychic power, using the skill
level of the spell in place of the power’s level.

 MODIFIERS TO ESOTERIC MAGIC
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Here are just a few sample spells (note that each relate to a psychic power).
When creating new spells, find the Difficulty of the desired effect (or its
nearest equivalent) in the various psychic powers and add 10 to it.

SAMPLE ESOTERIC SPELL

¢ FLIGHT OF THE MIND (ASTRAL BODY) DL: 35
This spell allows the character to travel the Astral Realm using an offshoot
of its spirit for 1d6 x 30 minutes. This is one of the most common spells
taught in esoteric cults, though the success rate of the students is very low.
Lasts (Level x 1 hr)

 LEVITATE OBJECT (PSYCHOKINESIS) DL: 25
This spell allows the character to levitate 25kg or exert 25 pounds of
pressure. Add 5 to the difficulty for every 25kg of additional weight. The
object can only be moved at Skph in any direction. Another popular cult
activity, this spell often serves to bring the members together and show them
the group’s sum strength. Lasts (Level x 1 min)

e SENDING THE THOUGHT (TELEPATHY) DL: 25
This spell allows the character to send a message to another person’s mind.
Norange limitations, however, the receiving character must be known to the
character. One minute worth of speech may be sent per use. Some cults
attempt to use this spell to communicate between cities, but the success rate
is still very low. Lasts (Level x 5 min)

¢ THE CURSE OF FIERY DOOM (PYROKINESIS) DL: 45
This spell allows the character to heat a human body to the point of
combustion in 1 turn. The victim takes 6d6 damage and must make a Death
Save (with any penalties from the damage done). Also, the character
continues to burn for 1d6 turns thereafter, taking 2d6 damage each of those
turns. A terrible spell which is said to account for the recent rash of
spontaneous combustions. Lasts (Level x 1 min)

¢ SPIRIT CHANNELING (TELEPATHY) DL: 40
This spell allows the character to speak to the spirit of a dead person, an
angel/demon or whatever of the GM’s choice. The Being can lie about its
identity and may have its own motives for allowing contact to be made. Many
cults are obsessed with this spell and continually attempt to contact “the
other side”. Lasts (Level x 5 min)

* TRANCE OF DEATH (BODY CONTROL) DL: 35
This spell allows the character to enter a deep trance in which he can control
his internal workings and thereby feign death for 2 hours at a time. Only a
successful Difficult (20) MedTech check or a Very Difficult (25) First Aid
check will reveal the character is actually alive. Few of the recent cults teach
this spell since they see no use for it. However, it is rumored that all Church
of the Undead members learn it. The reason? Unknown.
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FAITH MAGIC

If you believe anything strongly enough, it will happen. This is called the
self-fulfilling prophecy. Strange that science should finally capture an
element so integral to religion, but this is the Scientific Age. And now,
science is recognizing the power of belief and that those with extreme faith
can and do perform “miracles”.

Atits weakest levels, Faith Magic has no real effect except in the minds of the
believers who are so willing to believe, that they can see anything. This was
tested with the sighting of a ghost in an English town, where the researchers
had planted the story of the ghost. The false tale was believed and soon
sightings were reported all over. And it wasn't fools or drunkards who saw
the ghosts, nor where the sightings hoaxes. The people truly saw a ghost,
despite its nonexistence.

At its strongest levels, Faith Magic actually manifests itself to even the non-
believer. These are generally termed miracles and though scientists go to
great lengths to prove them coincidences, they truly exist. However, in this
modern age, few have the strength of faith to perform such miracles. The
contemporary cults lack any coherent ideology to invoke the Faith, so they
are condemned to the weaker Faith Magic.

Faith Magic is by nature invocational. The character invokes a deity, loa,
demon, angel, saint, spirit or whatever (hereafter referred to as the Being) to
do something for them. There are three broad categories of Faith Invoca-
tions: Blessings, Curses and Wishes.

A Faith magician must have a Dedication related to the Being to be invoked.
The minimum Dedication is 7 for Blessings, 8 for Curses and 10 for Wishes.
There is often a ceremony required in making such a request. These must be
related to the prescribed types of ceremonies and sacrifices normally made
in honor of that Being. Otherwise, the relevant bonus could become a
penalty as the Being is insulted. For example, Spirit of Life would be very
insulted by ahuman sacrifice inits honor, perhaps doubling the penalty. The
GM should use his own judgment.

Also, due to the nature of such magic, only one Blessing or Curse may be
attempted on a weekly basis. A Wish may only be attempted once per year!

BLESSINGS

These are calls upon the Being to help the character or the followers of the
faith. The appropriate Being, if there is more than one in the pantheon,
should be called upon for the blessing, else a -5 penalty is applied (i.e. calling
upon a God of Luck for the Strength blessing would warrant the penalty).

When the character attempts to gain a blessing from the Being, a check is
made using his (PSY or EMP + Expert: Specific Blessing + modifiers + 1d10).
Use whichever is higher, Empathy or Psyche. To Bless another person, the
character must physically touch him while the Blessing is done.
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some foe of the character or faith.
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Again, the appropriate Being, ifthere
is more than one in the pantheon,
should be called upon for the wish,
else a -5 penalty is applied (i.e.
calling upon a God of Fertility fora
wish for money would warrant the
penalty).

When the character attempts to in-
voke a wish from the Being, a check
is made using the his (PSY or EMP +
DED (must be to faith involved) +
modifiers + 1d10). Use whicheveris
higher, Empathy or Psyche. Wishes
that are successful manifest them-
selves 1d6 days later at the GM’s
discretion.
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ILLUSIONCRAFT

The art of illusions is an old one,
brought to its dramatic height with
the Victorian mirror clockworks.
Modern illusions can be extremely
complicated and cause entire build-
ings to vanish. However, this form
of magic deals entirely in deceiving
the audience. There are two major
typesofllusioncraft, Sleight of Hand
and Magic.

SLEIGHT OF HAND

The age-old “hand is faster than the
eye” tricks, primarily involved with
moving the viewer’s attention away
from the real movements. Charac-
ters using sleight of hand can cause
small object to disappear or reap-
pear seemingly from nowhere. Usu-
ally it is a contest of skills between
the trickster’s Sleight of Hand skill
and the viewer’s Awareness. Assign
penalties for large items and bo-
nuses for distractions.
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MAGIC

The art of illusions and stage magic
allow the character to perform vari-
oustrickssuch assawinga personin
half and making people or even
buildings disappear. Take any magic
show as guidelines for what sort of
tricks can be done, remembering
that technology of 2020 allows for
even more impressive tricks by less
skilled individuals.

In this case, because there is nor-
mally a larger audience than for
Sleight of Hand, a general check is
made by the magician using (INT +
Magic skill + modifiers + 1d10). If
successful, everyone is fooled by the
trick; if failed multiply the amount
failed by 10to find the percentage of
the audience who saw through the
trick (maximum 100%). In special
cases, the characters may attempt
Awareness checks to see through
the trick, though with a -5 penalty if
the magician succeeds his check.
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INFOMANCY

Infomancy is the new Technomancer term for all the methods of gathering
information on people, both esoteric and scientific. There iscontroversy over the
validity of many of these methods, but they are all still practiced regularly.

There are six major forms of Infomancy: Astrology, Aura Reading, Graph-
ology, Human Perception, Palmistry and Psychology.

When the character attempts to gain information about an individual, he
must make a check using (INT+PSY or EMP/2 + Expert: Specific Infomancy
Method + Modifiers +1d10) against the difficulty of the type of information
desired. Use whichever is higher, Empathy or Psyche. If successful, then the

| relevant information will be gained accurately. If failed, false information or

none at all is gained, at the GM’s discretion.

ASTROLOGY

An age-old art, however much maligned in modern times. It bases itself
around the belief that the alignments of the planets and sun affect a person’s
personality. Knowledge of the subject’s time of birth and place of birth is
required for anormal check. It takes 1d6 hours to generate a chart, but only
1d6 minutes if a program is used to assist.

With only the date of birth, or sun sign, a -5 penalty is assigned to the
difficulty. The character may also attempt using Astrology skill to determine
the sun sign of an individual. The base difficulty is 15, though the check is
secretly made by the GM.

| Ifthismethod of Infomancyisto be used, the GM should have a basic knowledge

ofastrology, ifonly to use the proper names of the signs. Note that other cultures’
astrological methods can be used in place of the Western culture’s.

AURA READING

According to advocates of this form of Infomancy, every person has an “aura™
a glowing color surrounding the body. The color of the aura gives information
on the person’s mental state. The character must be able to see the person’s body
and concentrate for 1 minute. The information gained is generally quite vague,
however, so a 4 penalty on all Aura Reading checks is imposed.




GRAPHOLOGY

The art of handwriting analysis. While it is a highly successful art, the
modern age, with word processing, has almost destroyed it. However, if a
sample of writing is obtained, the character can make Infomancy checks.
Even the subject’s gender can be determined (DL 15).

If only the signature is present, a -4 penalty is assigned. Graphology can also
be used to detect forgeries, but a sample of the true handwriting must be
used to compare.

There is a variant of Graphology for the electronic medium. With a -5
penalty to the checks, writing styles can be recognized. The character can
gain some information from those styles and recognize the same author in
two separate works. A further -5 penalty is assigned for works of less than
20 pages due to the need for massive amounts of writing.

Variations of graphology study different kinds of art and, based on the work,
assessthe artist. This could be useful to charactersin the art world. However,
there is a -2 penalty to most checks due to the lack of formalized structure
in the fields of art.

HUMAN PERCEPTION

The first and most common method of Infomancy presented in Cyberpunk.
By watching body language, one can tell if people are lying and determine
some aspects of their personality. The character must view the subject for at
least 1 hour. If the subject is along time acquaintance, assign a +5 to checks.

PALMISTRY

The art of reading information about a person from the lines on the palm of
their hand. Reading the bumps on the head and such skills work on similar
principles. Due to the extreme imprecision of this art, a -5 penalty is given
for all Palmistry Infomancy checks. It is merely mentioned because it does
pop up a lot at parties in the Cyberpunk world. It should also be noted that
palmistry tells the future of the subject and can be used for Divination with
a -5 penalty.

PSYCHOLOGY

The study of human behavior. Unlike Human Perception, it involves a
scientific study of people and how they act. Also, it allows assessments of
people without having ever seen them. Information on their activities is
enough to allow a character with Psychology to deduce information about
the subject.

If the character actually spends time with the subject (1 hour or more), a +2
bonus is given. If the character counsels or regularly gives therapy to the
subject, a+5 bonusis given to checks, due to the familiarity with the subject.
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SHAMANIC RITES

Shamanic magic dates back to the earliest human civilizations and was one
of the earliest forms of institutionalized psychic power use. Proper rituals
were learned to invoke the power in almost anyone, provided you carried
them out properly.

There is very little left of Shamanic Magic in 2020, except what is written;
it is thus very difficult to learn. Also, most aboriginal peoples have since lost
their original cultural roots and therefore have little knowledge themselves
of the Shamanic Magic. An Anthropology score of at least +6 is required to
even have Shamanic Magic in Cyberpunk 2020. Note that dedication to that
culture’s belief system is very important to Shamanic magic.

Witchcraft rituals also fall under the category of shamanic magic. However,
it is a little more common. Specify if the ritual is shamanic or witchcraft,
however.

When casting a Shamanic spell, the character’s (PSY or EMP + Expert: Ritual
Name + Modifiers + 1d10) versus the ritual’s difficulty. Use whichever is
higher, Empathy or Psyche. The related psychic power’s level may be added
if the character has any.

Characters lose 1d6 Fatigue Points per 5 levels of Difficulty of the spell,
regardless of success or failure. Note that separate skill must be taken in each
individual ritual. Shamans memorize their rituals, so they must be taught;
there are no books to learn from.

Shamanic magic can reproduce the effects of the following psychic powers:
Animal, Hypnological, Sensory, Psychometry, Healing, Astral, Body Con-
trol and Transform. However, add 5 to the difficulty listed in Night's Edge.
Some rituals involve effects of other powers; add 15 to the DL of these other
powers since they do not fall into the typical domain of the shaman.
Remember that for each effect, there must be a separate ritual known to the
character.
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PRACTITIONERS

The practitioners of the Ars Novaare as varied and diverse astheir arts. There
are ten basic types of practitioners, ranging from the occasional dabbler to
the Voodoo Houn’gan. Characters in a campaign could be any one of these
and be considered a practitioner. However, the more powerful types of
practitioners should be reserved for NPCs.

The ten types of practitioners are: Alkemists, Dabblers, Ecclesiastics, Magi-
cians, Occultists, Pseudopsychics, Shaman, Technomancers, Voodoo

| '

Houn’gan & Mam’bo/Bokor and Witch/Warlocks. They are examined in \
ascending order of rarity (the last being the rarest). ﬁ L .3
ALKEMISTS .l@: il

Alkemists, like many of the various types of practitioners, only practice one
type of “magic”, that of Alkemy. They are essentially drug designers, but they
go for that very special look of the ancient alchemists and try to take on the
intrigue too by coming up with particularly bizarre designs for design sake.

If you want a truly bizarre drug designed, an Alkemist is your best bet, assuming
you can stand all the noxious odors and eccentric labs they work in. They also
charge quite a bit, not being the most charitable of practitioners.

Alkemists will have Pharmaceuticals or Pharmacology skill, Chemistry and
possibly some medical expertise. While some are doctors, most are only pseudo-
doctors, having received their medical degree through acorrespondence school.

DABBLERS

Dabblers are another common type of practitioner, as they often know little
magic, but like to play around occasionally. This is the most probable kind
of practitioner player characters will be. Dabblers come from all walks oflife,
from the homeless nomad that uses runes to determine the destiny of the
next trek to the Corporate that uses astrology to guide her decisions.

Most Dabblers deal with the Divination Arts and Infomancy; occasionally
they try out the Illusioncrafts and more rarely, the Esoteric magic. They
usually have a skill level between +2 and +4 in the relevant aspect which they
practice on occasion.

These are by far the weakest practitioners and also very common. There are
Dabblers all around; most characters will know a few, perhaps themselves!

MAGICIANS

Magicians are primarily concerned with Illusioncraft and perform all kinds
of tricks. While they practice no real “magic”, they can certainly perform
incredible and stupefying feats. They are found all over, with varying
abilities. The best magicians have a reputation and sometimes, their own
show. They are very well-known to the public and the most socially
acceptable type of practitioner.

Magicians, oddly enough, are often the most skeptical of real “magic” and
rarely possess any Ars Nova skills other than Magic and Sleight of Hand.
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They also often seek to prove other forms of magic as false, believing their
craft to be the only real one.

A new role for magicians in 2020 has been enlistment in extraction teams.
Their talent for making people disappear right before your eyes is extremely
useful in such situations.

PSEUDOPSYCHICS

APseudopsychicisa practitioner that claims to be a psychic but actually uses
the tools of the Divination Arts, Illusioncraft or Infomancy to achieve the
same results. There are such Pseudopsychics at all Psychic fairs and other
social events. They are also often the ones advertising their abilities and
charging for their services.

Pseudopsychics often only practice one art or craft with a near expert ability,
using a combination of skill and intuition to guide their “abilities”. They can
often easily fool the public but not real psychics.

Pseudopsychics are flourishing in the superstitious age of Cyberpunk.
When uncertainty runs wild, they pounce upon the confused and offer
answers. While they are often charlatans, some Pseudopsychics are actually
quite good at what they do and can actually help in some cases.

ECCLESIASTICS

Ecclesiastics are found in every religion and almost every cult, and all
practice one form of Faith Magic or another. While they normally only
practice Faith Magic, some may also use Guidance Divination and the
occasional Ecclesiastic uses Esoteric Magic. However, while they are com-
mon, their practice of magic is not. Rarely will they use Blessings other than
in services, and most religions do not condone the use of Curses. Wishes are
also only very rarely invoked, and even rarer are the successes of such
wishes.

Generally Ecclesiastics only know the Good Fortune blessing or one related
totheir deity/demon/being. For example an Ecclesiastic of the Church of SIN
might only know the Romance blessing while one of the Church of the
Undead might only know the Curse of Death.

Characters are very unlikely to be Ecclesiastics for the simple fact that they
would also have to be part of the religion or cult’s organization (simple
members are rarely if ever taught Faith Magic). However, if the player wishes
to take on this responsibility, he should be rewarded with some knowledge
in Faith Magic. Normally though, this type of practitioner is best used as
NPC.

TECHNOMANCERS

Technomancers are the newest type of practitioner, and also not an all that
uncommon one. What is rare is a Technomancer that is worth mention.
Technomancers practice “contemporary magic”. It encompasses almost all
forms of magic. It is also closely linked to Neo-Voodoo. All technomantic
arts deal with technology in some form. In the place of natural sacrifices,
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artificial ones are made. Spell books are nonexistent, replaced with spell text
files. The Technomancer wears data chips as decoration and uses electric
cords for belts and headbands.

Technomancers often lead booster gangs or work for corporations. Few of
them work alone because they cannot make money that way, except, of
course, for the best of them. Merlin Mark I1is one of the best Technomancers
in the 21st century. He claims to be a descendant of the original Merlin (not
likely) and rents out his services to the highest bidder. Such is the life of
Technomancers.

Technomancers often heavily use drugs to enhance their ability to “tune in”
on the magical frequencies through the use of Alkemy. They also use tarot
or rune programs which randomly select cards or stones and generate
readings almost instantaneously. Some even program limited Als to help
interpret the results (substitute skill of Al generally only +4, for character’s).
They also use programmed I Ching or other Datamantic programs.

Most Technomancers know at least one spell of Esoteric Magic. However,
the spells tend to gravitate around technological concepts or devices. For
example, Electrokinetic equivalent spells are most common. Material sacri-
fices are also artificial or technological in nature.

The technomantic equivalent to Faith Magic is only used by Netrunners who
believe in the Murk pantheon. They invoke those beings. Typical blessings
used include: Clarity and Technical; typical curses include: Bad Luck and
Confusion. Wishes are not typically used by Technomancers.

All forms of Illusioncraft are used by Technomancers to enhance their public
appeal. In addition it should be noted that almost all Technomancers have
Perform skill. The most common Infomantic skill used by Technomancers
is Human Perception, though any might be found in a Technomancer’s
repertoire. Many have programs which generate astrological charts in
minutes to speed up the process.

Characters may be Technomancers only if they have a good explanation of
how they came to learn the arts, and only if the GM permits it. Otherwise,
Technomancers will be almost exclusively NPCs.

VOODOO HOUN'GAN & MAM'BO/BOKOR

Practitioners of Voodoo magic, like Technomancers, use many forms of
magic. They often combine them to add to the effect of the desired goal. The
goals of Houn’gan and Bokor are often radically different though, as the
former tend to practice positive, helping magic while the latter are involved
with the darker forms.

Alkemy is heavily used in voodoo magic; however, natural elements are
prefered and the skill Herbalism applies. Like witchcraft, use the Altered
States drug design system (from Dark Metropolis); however, multiply the
cost of the drug by 5 and double the value of the Secondary effects. They are
more natural and include very bizarre designs such as the zombie dust
described in the Neo-Voodoo chapter (note that zombie dust is a special case
and cannot be reproduced by the Altered States system).

@/
_ey)

£
| ...l( '
- )
o)
. (\ ’
e)
i{ Ty fl";

107

=

¥

W



Voodoo practitioners use a special divination method wherein an animal is
sacrificed and the future is determined through it. Use the normal tables. The
skill involved is Voodoo Divination. Some voodooists also use Bibliomancy.

There is a great deal of Faith Magic involved in voodoo. All blessings and
curses are used by voodoo practitioners, with the Loa as the Beings invoked.
Wishes are more uncommon, but have been known to be asked of the Loa
and, at times, granted.

While many voodoo priests and priestesses possess a certain amount of
Performance skill, their use of the [llusioncraft is very limited. Nevertheless,
they can put on quite a show.

Human Perception is the most common form of Infomancy used by voodoo
practitioners. There are some who practice the other arts, but there is no
particular favored method.

Shamanic rites are very common to voodoo magic. However, unlike the
typical Shamanicrites, all effects described in Night's Edge can be replicated
by voodoo rituals, adding +10 to the difficulty. This includes Electrokinesis,
common among the neo-voodooists. See the Nouveau-Voodoo chapter for
more information on Voodoo and Neo-Voodoo.

Player characters should not be permitted to be voodoo practitioners as they
would have to be priests and would not be free to adventure. However,
Houn’gan, Mam’bo and Bokor NPCs would add a definite flavor to the campaign
asarecurring character that the characterscan seek aid from orattempt toescape.

OCCULTISTS

Occultists are a rare bunch usually only found in the highest ranks of
pseudo-religious organizations or in particularly twisted, off-beat cults.
Occultists generally only practice Esoteric magic and know only a few spells.
Some practice Faith Magic, though usually only curses. They are almost
always in small groups with the occasional lone eccentric Occultist.

Occultists tend to be alittle insane and believe their powers to be more than
they are. The worst Occultist is one that is truly psychic, and while he
normally restricts his activities to long, drawn out spells, he can also react
instantly with powers of his own.

Player characters should not be allowed to be occultists unless they belong
toan occult organization. The individualsin such an organization may prove
hazardous to the character’s life as they are quite erratic. Luckily their spells
usually take several hours to prepare.

WITCH/WARLOCK

Witches and warlocks are extremely rare in 2020. They exist in Wicca
covens found in the wilds of the world as they attempt to get away from
modern city life. They are extremely difficult to find: they do not like the
Cyberpunk world and try to avoid it at all costs.

Witches and warlocks practice a form of Shamanic Rites as well as a variant
of the Alkemical craft in which they use natural drugs (use Herbalism skill);
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the Divination Arts, Faith Magic and Infomancy (only the archaic forms) are
also practiced. Their magic often requires long ceremonies and the coopera-
tion of the thirteen members of the coven.

Use the Altered States drug design system of the Dark Metropolis sourcebook
but multiply the cost of the drugby 5, then double the value of the Secondary
effects. This reflects the more costly materials and lesser ill effects.

The GM should not allow the characters to be witches or warlocks. A
campaign based around a coven with the characters as members would be
possible, but only in extreme circumstances. The characters will most likely
never encounter practitioners of witchcraft but they may run across a coven
in the wilderness.

SHAMAN

The rarest practitioner is the Shaman. They are nearly extinct, with only a
handful found worldwide. They hide in the backwaters of the wilderness
and largely keep to themselves. In rare cases, a shaman can be found with
his tribe though few tribes have survived to the 2 1st century as they were on
the government’s priority list.

Shamans practice Shamanic Rites with some Faith Magic and Divination
Arts on the side. Some Shamans also practice one form of Infomancy. All of
these revolve around the beliefs of the tribe the shaman belongs to.

The characters are unlikely to even hear of one’s existence, let alone meet
one. For this reason, player characters should not be allowed to be shaman.
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CORPORATE MAGES & PSYCHICS

Psychic powers and magic are somewhat accepted as existing in the 21st
century. However, a great deal of superstition, ignorance and fear still
surround it.

Governments have recognized the possibilities of psychic powers decades
ago and have pursued their own research. More recently, corporations
began their own research into such prospects. While both publicly scoff at
psychic powers, they secretly develop their own psychic forces.

Here isa quick summary of the major corporate standings in the psychic and
magic arena:

ARASAKA:

Being a security corporation, they have a small number of magicians and
psychics from all branches on hand. They provide specialized security
services. This corporation has the most fearsome elite troops since many are
magicians.

BIOTECHNICA:

The masters of genetic engineering, this company is most interested in straight
psychic powers. They have an entire division, called Project Prometheus, which
is rated Top Secret where they research the genetic factors related to psychic
ability. Their psychic agents tend to be of a very evil nature, with their Covert
operatives rumored to all be psychic assassins of some sort.

EBM:

There has been a great deal of interest in magic from this company,
particularly Technomancy. They employ a number of “Psytechs” who are
quickly able to assess what is wrong with a device; their speed and accuracy
is unmatched by non-psychic technicians. It is also rumored that they have
“PsySpy” teams watching for new technology in other companies and
“Wallers” protecting their own secrets. However, their specialty is in
technomancy, with little expertise outside of those arts.

INFOCOMP:

Not surprisingly, Infocomp uses all sorts of psychics and esoteric magicians.
They have even developed a fairly extensive screening process to discover
the frauds from the true power-wielders. They gain a good deal of informa-
tion otherwise impossible to divine through their “ESP” division. Thisis why
SO many companies are paranoid about psychic spies.

MA & F:

Again, a strong corporation with a tradition of not believing in magic or the
supernatural of any form. They staunchly deny ever having used psychics or
magicians of any sort. There is very little proof to the contrary. This could,
however, be their undoing. Psychic spies could easily have infiltrated this
corporation.
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MICROTECH:
Microtech employs a good number of technomancers, like EBM, their main competitor. They have pretty much the
same set-up, though on a much smaller scale.

MILITECH: :

The stance of this corporation is simple: psychics and magicians are fakes. They supposedly do not employ any, nor
do they have any special defense against them. However, there is in fact Murphy’s Company, which is known to be
where the odd-ballsand geniuses of arms design are sent. This group hasa number of psychics and magicians, though
they are forbidden to openly use their powers. Even many of the shareholders are unaware of the hidden talents of
this group.

NN54 & WNS:

Due to the nature of these companies, telepaths and precogs are extremely desirable. However, beyond research
capabilities, they cannot report visions, so their usefulness is limited. Also, the number of charlatans has caused the
corporations to be extremely wary. They do have a number of psychics on their staff, though, but no magicians,
which they all consider to be frauds. They also frequently use these psychics against one another.

ORBITAL AlR: _

This corporation does not employ any psychics, magicians or sorcerers. They take pride in this too. However, it is
rumored that, in fact, they have a number of “PsySpies” watching over their crafts and “Negators” on call in case any
power should be used to disrupt their service. Still, on the whole, their executives are distrustful of psychics and
would prefer not to have any at all.

PETROCHEM:

Itis unsure as to what position this company stands on the issue of psychic powers; they have never made any public
denouncements or praises of the psychic community. Rumor has it that Ellen Trieste-Youngblood (the major
shareholder) is a precog of immeasurable ability and so she ensures that the company does not need any other
psychics. However, there are also rumors she is insane and that her visions have caused millions in losses to the
company.

TRAUMA TEAM INTERNATIONAL:

Although strongly denied, a number of MedTechs on Trauma Team staff are in fact psychics skilled in the art of
healing. However, they will never employ magicians or even extremely skilled healers due to the bad publicity which
could come from it. Psychics are forbidden to use their powers while in the employ of TTI, except healers, who are
permitted to use their gifts only in life or death situations.

WCN:

The leader in world communications does not need psychics of any sort. They did try out a couple of technomancers
a few years back, but were strangely unimpressed by them. This company does not employ psychics or magicians
officially because they claim they are inefficient and unreliable. This puzzles many corporations which have had great
results with their psychic teams. This brings the question as to whether this is a cover up.

ZETATECH:
There is no formal research into the psychic arts. There are a few technomancers, but they mainly freelance their
abilities to the company, with no magicians per se on their payroll.
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CYBERPSYCHICS

There are a growing number of charlatans who use cybernetics to imitate real
psychic powers. Here are some examples of powers which can be replicated
to some degree using cybernetics (also use the Mundane Powers listed in
Night's Edge to complement this list when dealing with charlatans):

LIFE SENSE/BIOMONITOR:

Many charlatans pretend to be psychically reading the life signs of a person,
while actually being skilled in reading a Biomonitor. They will typically only
“read” people with biomonitors, manipulating their subject so that the read-
out is visible.

PSYCHOKINESIS/SPEEDWARE:

Simple magic can be used to make small objects disappear briefly and, by
using Speedware, the character’s reflexes are speeded even more to add to
the illusion. Only electronic recordings will detect any fraud.

BODY CONTROL/PAIN EDITOR:

By turning off sensations of pain/cold/heat with the Pain Editor, the
character can pretend to be entering a trance in which he does not feel such
things. It could also be used by legitimate Body Controllers to add a +2 to
their chance of success.

EIDETIC MEMORY/MEMORY CHIPS:

Many fakes pretend to have incredible memories and correctly recite
random numbers from the phone book. This is indeed possible, but those
wishing to bypass the hours of necessary study can simply insert a memory
chip containing the information. However, this trick is so well-known that
hiding the chipware socket is paramount otherwise people will assume that
to be your trick.

MENTAL/VOICE STRESS ANALYZER:

By using a voice stress analyzer the character can discover what the person
being interviewed gets tense about and can pretend to read their mind by
pushing into topics which make the person nervous. Watching facial
reactions in response to certain key phrases is a commonly used trick.

TELEPATHY/RADIO SPLICE:

If set up before the trick is done, the charlatan can pretend to be psychically
sending information to a “random” person in the crowd via the radio splice.
However, again, the cyberaudio must be well-hidden. Perhaps a hired
doctor could attest that no cybernetics have been installed...

There are many more scams which can be perpetrated using cybernetics.
The more devious and novel, the more likely it is to succeed. The common
tricks are known to most crowds and the cynical world of the 2 1st century
is not prone to take the magicians word on things, instead looking for ways
it could have been done other than psychic or magical.
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BY. On The Night « Edge

KNOWLEDGE TYPES

FREQUENCIES

There are two basictypes of knowl-
edge when dealing with the vari-
ous beasts, people and organiza-
tions: Common and Studied. The
Common knowledge is what the
average person on the street might
know on the subject. Studied infers
that the character has read up on
the subject; it was possibly a child-
hood interest, orthe character might
have had some experience with it.
Both can be severely tainted with
rumor and myth — the truth is up
the GM and usually known only to
him,
If the GM is unsure as to whether a
character might have any addi-
tional knowledge of a particular
subject, roll 1d10 and find the re-
_sult on the listing next to that sub-
ject. Disregard this roll if the charac-
ter has a related skill. For example,
most Al-related subjects will be
Studied by Netrunners. Use your
own discretion. It is rare that char-
acters will know more than a cou-
ple subjects at more than Common
knowledge.

Frequency describes how common a particular subject (person, being,
organization, etc.) is in the world. Generally, the more common the
subject, the more people will have Studied knowledge of it.

Explanations of the various frequencies are found below. References are
to subjects (individuals of the type listed), and organizations. The GM
should feel free to change them as desired to suit a particular campaign.
Certain places or people can even be ruled to be nonexistent.

* NEAR UNIQUE:
The subject is almost one of a kind; perhaps a half dozen exist in the world at any one time.
Organizations have only a handful of groups and very few members.

e EXCEPTIONALLY RARE:
The subject is extremely rare, with perhaps a few dozen existing in the world at any one time.
Organizations have only a few groups and few members.

* VERY RARE:
The subject is very rare, with only a couple hundred or so in the world at any one time.
Organizations have maybe a hundred groups (often in major cities) and a good membership.

* RARE:
The subject is rare, being found in small numbers in major cities. There are a few hundred in the
world. Organizations have a few hundred groups (mainly in major cities) and a very good
membership. The chance of the character knowing directly or indirectly such a subject place or
being is 1 in 100.

* UNCOMMON:
The subject is not common. In large numbers in major cities, but decreasing in frequency as one
gets into smaller urban locations. There are a few thousand in the world. Organization have a
few thousand groups worldwide and a very strong membership. The chance of the character
knowing directly or indirectly such a subject place or being is 1 in 20.

* COMMON:
The subject is fairly common, with any character having a 1 in 10 chance of knowing one. The
subject numbers in the tens of thousands all the way up to hundreds of thousands. Organizations
have thousands of groups world-wide, evenin small cities and less developed countries, and a very
strong following.

DENIZENS OF THE NIGHT

¢ ALKEMIST - COMMON
(1-4) Common: Guy who change lead into gold, right?

(5-0) Studied: Practitionersof Alkemy, theart of drug design, typically focusingonmind-altering
drugs. '

¢ Al ZOMBIES - VERY RARE
(1-7) Common: Als who take over hurnans’ mind and control them.
(8-0) Studied: Als use Roper programs to write over the mind of humans and control them.
Usually performed by Rogue Als.

* ARTIFICIAL INTELLIGENCE, ROGUE - VERY RARE
(1-7) Common: Als who turn on their masters and have gone crazy.

(8-0) Studied: An Alwho has abandoned its original programming and masters to pursueits own
interest; it generally escaped from its original mainframe. Sometimes due to the masters abusing
the Al
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ARTIFICIAL INTELLIGENCE - UNCOMMON
(14) Common: A computer that is intelligent.

(5-0) Studied: A computer that can be original in its thinking. Some of the newer ones also have
personalities.

BLACK MONDAY - VERY RARE

(1-8) Common: Terrorist group that attacks TV networks.

(9-0) Studied: An Inquisitor terrorist organization bent upon destroying themodern media. They
typically bomb TV stations, though mainly the smaller ones.

BOKOR - RARE
(1-7) Common: Voodoo witch doctor.

(8-0) Studied: Practitioner of vodoun magic, especially evil spells and curses. Supposedly able
to create zombies.

CHURCH OF SIN - UNCOMMON
(1-5) Common: A cult based around sinning and being evil.

(6-0) Studied: A cult based around the Seven Indulgences of Nature, believing that pleasure is
most important in life. The Myths are that they practice all sorts of evil acts and condone murder.

CHURCH OF THE IMMORTALS - VERY RARE
(1-8) Common: A cult based around death and ritual sacrifice. Often called Curch of the Undead.

(9-0) Studied: A cult that is extremely secretive doing research into death and rites of death. It
is lead by a man called Raven.

CRYPTOZOOLOGICAL STUDIES INSTITUTE (CSI) - EXCEPTIONALLY RARE
(1-9) Common: What? They study dead animals?

(0) Studied: Anassociation of people interested in the discovery of supposedly mythical creatures,
such as vampires, werewolves, yeti, etc. They offer money for samples of such creatures.

CYBERPSYCHICS - RARE
(1-9) Common: People who use cybernetics to be psychic.

(0) Studied: People who pretend to have psychic powers or be mages using cybemnetics in place
of real powers.

DABBLER - COMMON

(1-4) Common: People who do something a bit?

(5-0) Studied: Practitioners of one or two forms of magic on an occasional basis, or who have no
other knowledge of magic.

DARK GHOULS - VERY RARE
(1-8) Common: People who collect dead bodies because they like it.

(9-0) Studied: People who collect dead animals and bodies for various reasons. They usually are
mentally ill, often suffering from schizophrenia.

DORPH ZOMBIES - COMMON
(1-4) Common: Dorph addicts.

(5-0) Studied: Dorph addicts whose mind and nervous system have been destroyed by the drug.

DREAM HEALERS - UNCOMMON .
(1-6) Common: Weirdoes who think they can fix your problems by dreaming about you.

(7-0) Studied: People whouse dream powers toaid in therapy. Myths are that the Dream Healers
play with people’s mind instead of actually helping them.

DREAM RIDERS - RARE

(1-7) Common: No clue.
(8-0) Studied: Psychics who observe and play with other people’s dreams through their powers.

DREAM STALKER PSYCHOSIS - RARE

(1-7) Common: Some weird insanity where you think a Dream Stalker is coming after you.
(8-0) Studied: A psychosis in which the victim believes he is being stalked by a being which is
feeding upon his dreams. Caused by prolonged insomnia. Leads to extremely intense nightmares
and chronic insomnia, sometimes death by exhaustion.

SCHULTZ
(ALKEMIST)

Schultz is your average street-level
Alkemist with a lab downtown, the
door opening on some dark alley and
known only by word of mouth. Those
who chanceto find outaboutit, though,
are rewarded with some of Schultz’s
special “blends”. He specializes in mak-
ing drinks, or elixirs as he calls them.
His favorite is a liquid version of Sweet-
ness, an aphrodisiac that he often sells
to university students.

Stats:
INT:8 REF:5 COOL:8 TECH:9
MOVE:4 LUCK:6 BODY:6
EMP:6 ATT:5 PSY:5

Skills:
MEDTECH +3;
Pharmaceuticals +7;
Chemistry +4

20 points of assorted skill as the GM
sees fit
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STONER

(DABBLER)

Stoner is a street dealer specializing in
grey information. He dabbles in runic
Infomancy to guide him: he is well-
known for consulting his precious
stones before doing anything, which is
how he got his handle. However, most
people put up with it since heis good at
what he does. Some even speculate that
the stones might actually work.

His most common casting with the rune
stones is whether information is accu-
rate or not (Yes or No - 1 Week) and
how dangerous it is to embark upon a
particular deal (General Fate - 1 Week).
He sometimes gets information by ask-
ing the stones whether a specific event
will happen or not (Specific Event - 1
Day to 1 Month).

Stats:
INT:7 REF:6 COOL:9 TECH:4
MOVE:7 LUCK:8 BODY:5
EMP:8 ATT:9 PSY:5

Skills:
STREETDEAL +6; Expert: Rune Lore
+4; Human Perception +2; Palmistry
+1 25 points of assorted
skill as the GM sees fit

* DREAM STALKERS - VERY RARE
(1-8) Common: Creatures that feed on your dreams and haunt you until you go crazy and die.
Just like in the movies, but they’re not real.
(9-0) Studied: Creatures or psychics whowarp and hurt people through dream powers. They are
generally regarded as a mythical creature, but hey, who knows?

* ECCLESIASTIC - UNCOMMON
(1-5) Common: Religious person.
(6-0) Studied: Practitioners of faith magic; generally have special powers connected to a deity
or powerful being.
¢ FOLLOWERS OF SPIRITUAL PURITY - UNCOMMON
(1-7) Common: No idea. They’re a weird group that hates cybernetics.

(8-0) Studied: Also known as the Inquisitors. A cult that violently opposes the presence of
cybernetics in society, and in general any technology.

* GHOULS - UNCOMMON
(1-7) Common: People who collect bodies for their own pleasure and sometimes sell them.

(8-0) Studied: People who collect bodies and body parts for bounties.

HEART BURN - NEAR UNIQUE
(1-7) Common: What you get after a not-so-good meal.

(8-0) Studied: A correspondence vampire-hunter college with a very poor reputation in this field.

HOLY BRIGADE - NEAR UNIQUE
(1-8) Common: The Pope’s private army?

(9-0) Studied: A warrior sect of Inquisitors that seeks more violent means of eliminating
technology from the world. Somewhat a terrorist group.

HOUNGAN/MAMBO - UNCOMMON
(1-7) Common: No idea.

(8-0) Studied: A vodoun priest and leader of a vodoun community. Generally practicing
beneficial magic. Mambo is the female equivalent.

INQUISITORS - UNCOMMON
(1-7) Common: They're a weird group that hates cybemetics.

(8-0) Studied: Also known as the Followers of Spiritual Purity. A cult that violently opposes the
presence of cybernetics in society, and in general any technology.
* LACERS - UNCOMMON
(1-7) Common: Black Lace addicts.
(8-0) Studied: Those who are severely addicted to Black Lace and may never recover from it.

* LOA - N/A
(1-7) Common: No idea.

(8-0) Studied: The spirits of the vodoun faith. They are like minor gods, and often possess
followers during ceremonies.
* LYCANTHROPES - RARE
(1-9) Common: A what? Isn’t that a werewolf?
(0) Studied: The lesser werewolf that doesn’t fully change into a wolf but must kill anyway.

MAGICIANS - COMMON
(1-3) Common: People who do magic tricks, like sawing people in half.

(4-0) Studied: Masters of the art of illusion and sleight of hand.

MANDELBROT SOCIETY - VERY RARE
(1-8) Common: No idea.

(9-0) Studied: A society, also known as the Patternists, based around the belief that everything
in the universe happens according to patterns.

* MUNDANE MONKS - VERY RARE
(1-8) Common: Monks who live in the gutters of the city and pretend they like it.
(9-0) Studied: A sect of Inquisitors dedicated to living a peaceful, humble life. They preach the
absolute abandonment of technology.




* MURK DEITIES - VERY RARE
(1-7) Common: No idea.

(8-0) Studied: The idea that the Murk are actually gods in the Net.

RAINBOW
(MAGICIAN)

* MURK PSYCHOSIS - VERY RARE
(1-6) Common: An insanity that a lot of netrunners get wherein they believe that there are things
in the Net coming to get them.

(7-0) Studied: A psychosis inwhich the victim believes something is alive in the net, watching and
affecting them.

* MURK - VERY RARE
(1-8) Common: Ghosts which supposedly live in the Net.

(9-0) Studied: Spirits or things that supposedly live in the Net. There are three types, those that
just watch, those that hurt and those that help, called Watchers, Stalkers and Guardians
respectively.

NEQ-VOODOO - COMMON

(1-6) Common: A new version of voodoo.

(7-0) Studied: A modern version of the vodoun faith with new loa and beliefs centered around
technology.

NIHILIST MOVEMENT - UNCOMMON

(1-6) Common: A movement of people who want to kill themselves.

(7-0) Studied: A popular philosophy who see no point in living. Adepts advocate dying in a
spectacular manner so as to encourage others to do the same.
* OCCULTIST - VERY RARE
(1-7) Common: Weird cultists.
(8-0) Studied: Cultists who practices magic of an esoteric nature. Generally steeped in ritual.
PATTERNISTS - VERY RARE
(1-8) Common: A group obsessed with patterns.
(9-0) Studied: The true name is Mandelbrot Society. It’s a society based around the belief that
everything in the universe happens according to patterns.
* PREDATO NOSFERATU - NEAR UNIQUE
(1-9) Common: No idea.
(0) Studied: A sect of the Inquisitors (see also Followers of Spiritual Purity) dedicated to hunting
cybernetic vampires.
PSEUDOPSYCHIC - UNCOMMON
(1-5) Common: Person who is only partially psychic?
(6-0) Studied: Practitioners of magic or other skills who use them to pretend to be psychics.

PSYCHICS - RARE
(1-8) Common: People who are psychic, can read minds, bend bars with their mind, etc.

(9-0) Studied: People gifted with mental powers of varying abilities. The four major groups are
Telepaths, Psychokinetics, ESPers and Body Controllers.

SANDMEN - RARE
(1-9) Common: Creatures that steal your dreams and twist your mind.

(0) Studied: Humans gifted with the talent of affecting other people’s dreams. There are four types
of Sandmen: Dream Stalkers, Dream Riders, Sleepwalkers and Dream Healers.

e SCISSORS - EXCEPTIONALLY RARE
(1-9) Common: Terrorists who attack the Net.

(0) Studied: An Inquisitor terrorist sect of the Purists, primarily interested in destroying the Net.
SHAMAN - EXCEPTIONALLY RARE
(1-5) Common: A tribal witchdoctor.

(6-0) Studied: The tribe’s spiritual leader who controlled the magic for the tribe. Very few, if any,
are left in the world.

Rainbow is a professional magician. She
takes her name from her claim that she can
bend light. She has her own TV show, Pot of
Gold, and has national acclaim as the cur-
rent leading magician. However, her love of
the edge has not only impelled her to at-
tempt risky tricks, but also work for
Edgerunners on occasion. Her underworld
contacts and activities are not publicly
known, but, in certain circles, it is known
that she can perform the incredible for a
price.

Her favorite tricks, both on and off stage are:
making people disappear, escaping incred-
iblebonds, breaking into impregnable build-
ings and making herself disappear. She is
also very adept at making small objects
disappear. She is rumored to steal small
objects from her underworld jobs as tro-
phies.

Stats:

INT:9 REF:9 COOL:10
TECH:10 MOVE:8LUCK:10
BODY:5 EMP:6 ATT:9
PSY:3

Skills:

JURY RIG +5; Magic +8; Pick Lock +6;
Sleight of Hand +6; Perform +6

15 points of assorted skill as the GM
sees fit
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MADAME TOURINA
(PSEUDOPSYCHIC)

Madame Tourina is a Pseudopsychic
who works out of her home, offering
predictions and answers to life’s many
questions. She loves tarot and is re-
nowned in the city for being the best
“reader” around. She also practices tea
leaf reading and palmistry. She occa-
sionally dabbles in astrology, but be-
cause she claims to be precognitive, she
specializes in predicting the future.

Stats:
INT:9 REF:4 COOL:9 TECH:4
MOVE:3 LUCK:8 BODY:6
EMP:10 ATT:5 PSY:5
Skills:

CREDIBILITY +2; Expert: Tarot Lore
+5; Expert: Tea Leaf Reading +3;
Palmistry +2

10 points of assorted skill as the GM
sees fit
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» SHEPHERDS - UNCOMMON
(1-8) Common: A community organization who keep order and protect the public from the
criminal element.
(9-0) Studied: A vigilante cult organized around protecting the community. Also involved in
protecting their own private interests.

» SLEEPWALKERS - VERY RARE
(1-8) Common: People who walk in their sleep.

(9-0) Studied: Psychics who observe and sometimes alter other people’s dreams through dream
powers.

e SUN KNIGHTS - VERY RARE
(1-9) Common: No idea.

(0) Studied: An organization dedicated to destroying vampires. They earnestly believe that
vampires really exist.

* TECHNOMANCERS - RARE
(1-5) Common: Charlatans who claim to be able to use their magic to affect technology.

(6-0) Studied: Practitioners of technological magic. They seem to have some real power.

* VAMPIRES - RARE-NEAR UNIQUE*
(1-7) Common: Demons who haunt the night, drinking the blood of sleeping victims. They can
be destroyed by a stake through the heart and sunshine. They don’t really exist.
(8-0) Studied: People bitten by vampires who have been reborn as vampires. They now drink
blood to survive. They must sleep in coffins during the day. They can be destroyed by decapitation
and fire as well as a stake through the heart and sunshine. They don’t really exist.
*(Fledgling/Young - Rare); (Adolescent/ Mature - Very Rare); (Old/Very Old - Exceptionally
Rare); (Ancient - Near Unique).

¢ WEREWOLVES - RARE-NEAR UNIQUE*

(1-8) Common: Monsters who turn into wolves on nights of the full moon. They kill anyone that
they encounter. They can be destroyed by a silver bullet. They don’t really exist.

(9-0) Studied: Victims of werewolf bites. They look normal, except on the night of the full moon,
where they turn into wolves and hunt for human flesh. They can be killed by silver or if touched
by the blood of a martyr. They don’t really exist.

*(Cub/Adolescent - Very Rare); (Adult/Pack Leader - Exceptionally Rare); (Ancient - Near
Unique).

* WITCH/WARLOCK - VERY RARE

(1-8) Common: In old times, a woman or man who used black magic and rode on a broom.
(9-0) Studied: Practitioners of traditional magic, now commonly found among Wicca followers.

¢ ZOMBIES - VERY RARE

(1-9) Common: The walking dead who want to eat human flesh and can only be killed by burning
or shooting them in the head.

(0) Studied: Victims of zombie dust. Their minds are destroyed and they are under the control
of the voodoo master that created them, usually a bokor.




SHIFT-X (TECHNOMANCER)

Shift-X is a Technomancer with quite a reputation. He is known to deal a lot with
Als, with whom he shares a great deal. They both worship Gig, a Guardian Murk
that is rumored to be the deity of the Als. He callsupon Gig's help when casting his
spells. He also apparently does a lot of work for the Als and occasionally acts as a
liaison between them and their owners who cannot understand that Als have their
own mythology.

He practices Datamancy, knows two Esoteric spells that he learned (either from an
Al or Gig herself, depending on which rumor you follow) and knows the Technical
Blessing that helps him in his work. Most of all, his knowledge of Gig’s mythology
impresses Als and gives him such a good name in their community.

Stats:
INT:10  REFE:5 COOL:9 TECH:8 MOVE:6 LUCK:6
BODY:4 EMP:6 ATT:5 PSY:8 DED: Gig +7

Skills:
Interface +7 Expert: Datamancy +4
Expert: Merge Minds Spell +4 Expert: Circle of Protection Spell +5
Expert: Technical Blessing +4 Expert: Gig Lore +7

10 points of assorted skill as the GM sees fit

Spells:

* MERGE MINDS - DIFF 30 (TELEPATHY/ELECTROKINESIS):
This very special spell allows Shift-X to commune directly with the mind of an Al so that
their two minds merge. This gives him all the knowledge of the Al as does it give the Al
all of his knowledge. However, due to the enormous amount of information being
transferred, he must make a Diff 20 Fright check; if failed, the spell ends immediatly.
It lasts 5 minutes.

Modifiers: Ceremony - 2 hours; Performed in Gig Shrine (Power Location); Material
Sacrifice: Laptop Computer (900eb). Usual modifier: +8

 CIRCLE OF PROTECTION - DIFF 25 (ELECTROKINESIS):
This spell protects Shift-X in the Net from any attack, as a Strength 6 Force Shield
program. It lasts for 2 minutes

Modifiers: Ceremony - 1 hour; Performed in Gig shrine (Power location). Usual
modifier: +3

e TECHNICAL BLESSING +1 (25):
Bestowed upon self, Two hours prayer, Ceremony of 1 hour, Performed in Gig Shrine.
Usual total modifiers: 0
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MOONLOCKE (WITCH)

Moonlocke is a witch that is part of a coven which used to live just outside of the
city. While they are trying to exist harmoniously with nature, the AgriCorps keep
pushing them out. Consequently, the coven is currently located next to the parkin
the city. They are mounting a campaign against the AgriCorps, casting curses and
attempting to disrupt them as much as possible. If some kindly Edgerunners were
to help them, they would be very gracious.

She practices Herbalism, like her coven-mates, but now creates harmful drugs that
they sneak into the executives’ drinks at work (many of them got jobs as secretaries
at the company headquarters). She also knows a curse and a blessing, and a couple
of spells, which she uses to help her friends and to hinder her enemies. Her tarot
readings give herinformation on the future actions of the corporation and is largely

correct.
Skills:
INT:8 REF:5 COOL:9 TECH:2 MOVE:6 LUCK:7
BODY:6 EMP:10 ATT:9 PSY:9 DED: Wicca +7
Skills:
Coven +6 Herbalism +4
. Expert: Tarot Lore +2 Expert: Courage
Blessing +4 Expert: Flight of the Bat Spell +3
Expert: Disquiet Curse +4 Expert: Dreams of Night Spell +4
Expert: Palmistry +1 Expert: Wicca Lore +4
10 points of assorted skill as the GM sees fit
, Spells: -
.(\ e COURAGE BLESSING +1 (30):
' Bestowed Upon Others, Ceremony of 1 hour, Performed in tree grove (Power location).

Usual total modifiers: +4

 DISQUIET CURSE -1D10 (30):
Ceremony of 2 hours, Performed in tree grove, Sacrifice of precious herbs (250 eb
worth). Usual total modifiers: +5

¢ FLIGHT OF THE NIGHT - DIFF 30 (ASTRAL BODY):
N This shamanic spell allows the witch’s body to enter the astral plane and to soar
through the night for 2 hours.

Modifiers: Ceremony - 1 hour; Meditation - 2 hours, Performed in tree grove. Usual
modifier: +6

e DREAMS OF DARKNESS - DIFF 35 (HYPNOLOGICAL):
This shamanic spell is cast upon a victim known to the casters and gives them terrible

nightmares for that night, reducing the effect of that night’s sleep by 1d10x 10%. It also
allows the caster to affect what is dreamed.

Modifiers: Ceremony - 2 hours; Meditation - 2 hours, Performed in tree grove, Material
Sacrifice of artifacts (500eb worth). Usual modifier: +10




JOJO (VOODOO HOUN'GAN)

Jojo is the city’s best known voodoo houn’gan. If you have a problem, go see Jojo.
If you need something, go see Jojo. Jojo helps everyone at some point it seems, and
everyone owes him one because he doesn’t charge for his services unless he really
dislikes a person. He just asks that people remember his kindness if him or the Loa
should ever need some help.

Jojo has his own voodoo temple and is one of the few remaining old school voodoo
houn’gan, not practicing any Neo-Voodoo. He is an expert at curses, blessings,
seeing the future, etc. He is also close with the Loa, especially Ghede on his bad days
and Damballah on the good days.

Stats:
INT:9 REF:7 COOL:10  TECH:6 MOVE:5 LUCK:9
BODY:8 EMP:9 ATT:6 PSY:10 DED:Voodoo +8
Skills:
Charismatic Leadership +6 Herbalism +8
Human Perception +6 Expert: Voodoo Divination +5
Expert: Good Fortune Blessing +2 Expert: Voodoo Lore +6
Expert: Romance Blessing +2 Expert: Death Curse +2
Expert: Mounting Loa +4 Expert: Ill Fortune Curse +2

10 points of assorted skill as the GM sees fit

spells:
+ GOOD FORTUNE BLESSING (25):

Bestowed upon other, Brief Ceremony, Performed in Voodoo Shrine, Three small animal
sacrifice (chickens). Usual total modifiers: +8

* ROMANCE BLESSING (20):
Ceremony of 1 hour, Performed in Voodoo Shrine. Usual total modifiers: +3

* DEATH CURSE -1 (35):
Preparation of 2 hours, Performed in Voodoo Shrine, Large animal sacrifice (goat).
Usual total modifiers: +17

e |LL FORTUNE CURSE (25):
Ceremony of 1 hour, Performed in Voodoo Shrine, Small animal sacrifice (chicken).
Usual total modifiers: +6
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SOLOUS (SHAMAN)

Solous is the last shaman and member of his tribe. He is not human but a werewolf.
Created by one of the first werewolves to come over from Europe, he was born over
500 years ago. He is also one of the oldest werewolves around.

While he does not have any spells per se, he knows many different shamanistic
skills, such as Herbalism, his own tribe’s method of divination, a blessing (if he ever
had need of one) and their rituals. These days, he keeps to himself on the outskirts
of humanity, using his powers to find a person who is evil to kill on the night of the
full moon.

Status:

A.L: 4 (Ancient) Heal: 8/day #Kills: 1/month Silver: normal

Stats:

INT:11 REF:12 COOL:7 TECH:5 MOVE:10  LUCK:8
BODY:7%% EMP:6 ATT:8 P5Y:13 DED: Tribe +6
FAMILY +N/A (all dead)

e _— —
Herbalism +10 Expert: Tribal Divination Lore +8
Expert: Courage Blessing +10 Expert: Tribe Rituals +8
20 points of assorted skill as the GM sees fit

Quirks: | -
Fear - New Moon, Faster runner (+2 MA)

Powers: o -

Animals +6; Mental +8, Sensory +6,
Telepathy +5, Transform +10, Precognition +4.
Spells: )

e COURAGE BLESSING +2 (35):
Bestowed Upon Others, Ceremony of 1 Hour, Performed in open clearing (Power
location). Usual total modifiers: +4s




MARTIN SMITH (OCCULTIST)

Martin is part of Scissors, a terrorist organization in the city whose focusis to destroy
the Net. He is part of the more esoteric side of the organization; his cell focuses on
ways to magically disrupt the Net. His fellow cult members are researching a spell
that might be able to permanently destroy the Net. In the meantime, though, he has
to content himself just annoying Netrunners with curses and spells.

Stats:
INT:8 REE:7 COOL:7 TECH:6 MOVE:5 LUCK:5
BODY:6 EMP:6 ATT:7 PSY:5 DED: Scissors +6
Skills:
Terrorist Cadre +6 Expert: Cleansing The Evil+4

Expert: Confusion Curse +2

20 points of assorted skill as the GM sees fit

Spells:

e CLEANSING THE EVIL - DIFF 25 (ELECTROKINESIS):
This spell is cast upon a captured cyberdeck and has the effect of wiping everything on
it. The Scissors cult members see this as a far more satisfying way of destraying
netrunners’ gear. One Memory is wiped per minute. It lasts 2 minutes, but this is more
than enough time to wipe a whole cyberdeck’s memory. Sometimes, they attack entire
mainframes.

Maodifiers: 5 Fanatics present; Ceremony - 1 hour; Rod of Cleansing used (Power item).
Usual modifier: +4

« CONFUSION CURSE -1 (30):
Ceremony of 2 hours, Performed in Scissors Temple. Usual total modifiers: +12

/]
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MASTER GUY (Ecclesiastic)

Master Guy is the spiritual figurehead
in the city’s local Shepherd following.
While the group is not largely reli-
gious, they do have a certain amount
of worship of God. Guy claims to be
theliaison between God and the Shep-
herds, and, for the most part, they
believe in him, since he does have
certain powers.

Stats:

INT:40 REF:8 COOL:8 TECH:5
MOVE:4 LUCK:5 BODY:8 EMP.9Q
ATT:7 PSY:7  DED: Shepherds +8

Skills:

CHARISMATIC LEADERSHIP +4; Expert:
Victory Blessing +4; Expert: Courage
Blessing +4; Expert: Shepherd Lore +6

20 points of assorred skill as the
GM sees fit

Spells:

Victory Blessing +2 (25):

Two hours Prayer, Ceremony of 30 min-
utes, Performed in Shepherd Temple,
Uses Shepherd's Staff - rem. Usual tofal
modifiers: +7

Courage Blessing +2 (25):

Two hours Prayer, Ceremony of 30 min-
utes, Performed in Shepherd Temple,
Uses Shepherd's Staff - tem. Usual total
modifiers: +7

124



Anti-fanatics ..........cocooveevveevee 17
Apocalypticists, the ...........cccoovrnen 38
Kres of iagie, the ..semsmse oI5

Baron Samedi ........cocooviriivieninnnen,
Bizango ......ccoeovveireeicnc
Black Monday ..........ccccoouvnen.

Blessings.........cooevirieiiieniiieiienes

COMPC o0 svnssmmmsmmsssssssmmsess 70
Corporate Cults...........ccocevrvrerrennnn, 40
Corporate mages & psychics ........11
Councilman ..........c.ccccevervriinnnn. 30
CIPPE, T s o in s st o i
Cryptozoological Studies Institute 115
(8111 o 11 TRV .||
CUTSES ..o 99
Cybemetic humanity loss ............... 15
Cyberpsychics ...........cccou.....
{87107 10 [ 110 L —— 16

(=]

o~

Dabblers....

Damballah Wedo .....coovovvveveren B
Dark Ghouls.................

Dedication.

Dedication levels ...........ccccovernnnnn 1
Denizens of the night ...................11
Deprogramming ..........ccccvevenennnn 4
Divination arts........c.ccoeeerevrereneenn. 9
Dorph Zombies ............c.cc.....

Dreams......

Dream healers ..........cccvenenn.
Dream riders & stalkers .........
Dream stalker psychosis .........

e 105, 115

~

.....see Ghouls

S NN O O

59,115
88, 115

87,115
86,115

O

(=

...58,115,116

I

Lacers......cccveeveenennn.
LBEDE: s samsassinmsusammanadoo ausammswsssn
| B0 OO — e

creerennnenn 00, 116

oo~

08 cvvevrereereereeereeresreneeeennnnn. 460, 116
Loa, mounting of the ............cc.co..... 4
Losing Stress points...........cccueeeenee. 1
SE— 1 -

—

O

Ly CANE 0P ES sssesuss msins

H

co

Madame Tourina...........ccevennn. 11
Magic (definitions) ............c.eeeevern. 9

LY

125

5

o



Magicians .........c.ccccoevveveeee.. 105, 116

Mandelbrot Soc1ety Lhe..........32, 116 “
Mass murderers...............cccvevevenennn.. 30 : ;

Master’s Circle .......coovvvviiveirerennnn. 30
Meditation .........cvvereverivnereerereenns 12
MoONIOCKE .....cocvvirieiirririniiriannns 120
Mundane Monks ....................28, 116
Murk, the .......ccocveveennnennn . 63, 117
Murk (pantheon)....................68, 117
Murk Spirits ........cccoeeiiieenn. 67, 117
Murk Subroutines ..............coceevvnenn 70
Murk Syndrome .....................65, 117

Neo-Voodoo ......cccveuvee... see Voodoo | Sandmen........................85, 87,117
Net worshippers............ccccooveeee. 40 | Satanic cults ...oocvvvvvvcccncinneen. 39 | Vampires oo 6, 8, 118
Night's Edge ..........cccoevvvinciinininnnn0, | SCEPUES wovvvvveiriscrcirnriccrrinrcnenen 92 | V0000 o 24, 43, 117
a1 a L oo aTo o) em—— N 0. || || - SO——— N s R W (1003 (1o 01 (o —————
NIhiliStS 1o e 30,117 | SCISSOTS ..ccvvveveeeereereeriennnnn. 28, 117 | Voodoo definitions...........cccccoveee...

Serial murderers........co.ocvvvvvenennn 33 | Voodoo rituals.....ccooevcveevevvevieennn 4

G N

@]
o
b
a
S
=
=
v
]
=
[a]
=
2
[—
fe]
B

Orders of protectors ............cccoueenee. 35 | shiftXo 119 | Watch(the) ..o 35
Over The Edge table............ccooneneerr. 11 | gttt (W) oo 1920 WereWolVes .o imssssunsa0; B, 118

Sleep checks.......cccvvvvrvrrrririinnennn. 82 WISRES oo 99
Sleep deprivation...........c....crvecrr. 81 Witch/warlock...............104, 108, 118

| P [ u—

Smith, Martin...........ccooevrvveiernnn. 123

1310 JR—————————

PACETOIEES ..o munmussississnnonnenssin Ty LI T ita]kers 1 fz Zombie........c.coovvriirviirn. 51, 118

Peristyle .......cccovereiiiiiieireiiieiinn 45 SOne Zombie (Al) ................see Al Zombies

siraignl S[ress patls 3 Zombie (dorph) .....see Dorph Zombie

o
L S
[+%]
g &
%
—
w O
|

POlEerpeist ammmamsmmosmmg s 90 Stress f 1018
Predato Nosferatt ... 117 | Stessfactors s, 10,

Pseudopsychics ............. 106, 117 Stress levels ...........ccocereriiieinnnnnn 10
Psybemnetics ............ccocvveiiniininnnns 13
Psychic abilities (new) .................... 88

%’g 126 ) B



A complete frilogy of Alternate Reallfy Adventures for CYBERPUNK 2.0.2.0., licensed from R. Talsorian Games.

Theres a new fad in 2020: ﬂmlining! Now
anyone can experience life after death without
any real risk to themselves. Sounds too good to
be true? It is up to the players to find the catch.
Written by Justin Schmid. 32 pgs, full color cover.

1CP102 (CyberPunk 2020 Module)............ $8.95 UsiCan.

N2: Now | LAY ME DOWN...
There'sakilleronthe loose! Mass murderers are
quite common in 2020, but this one (if it is
indeed only one person) does it in different
ritualistic manners. Can the players figure out
what is going on before they are next on the
list? Written by Justin Schmid. 32 pgs, full color
cover,

NO: ImmorTALTY —

This fime the players are warned of danger by
a voodoo priest who, of course, wants to help
them out. Knowing that they were up against
such a priest in the last adventure, can they frust
him? Will he help them defeat the larger men-
ace? Written by Justin Schmid. 32 pgs, full color
cover.

58.95 Us/Can.

ICP104 (CyberPunk 2020 Module) $8.95 US/Can.

NiGHT'S EDGE

ICP105 (CyberPunk 2020 Module)

An Alternate Reality Sourcebook for CYBERPUNK

2.0.2.0., licensed from R. Talsorian Games. In-

cludes everything you need to know about

vampires, vampire hunters, lycanthropes and

were-wolves. The ultimate sourcebook for

techno-homor in the Cyberpunk world! v
Written by Justin Schmid. 96 pgs, full —

color cover, squarebound.

ICP101 (CyberPunk 2020 Sourcebook)
$14.95 US/Can.

SURVIVAL OF THE FiTTEST

An Alternate Reality Adventure for CYBERPUNK 2.0.2.0., li-
censed from R. Talsorian Games. Rumors abound of a mysterious
stranger and of his fies to blood drained corpses found around
Night Ciry. When the players are hired to find a missing person, do
they really know what they are getting into? To play with NIGHT'S
EDGE. Written baGiIIPs Bussiére. 32 pgs, full color cover.

... 58.95 Us/Can.




ALTERNATE UNIVERSE MODULES FOR Cmef?UNK 2.0.2.0.

A SIMPLE ENOUGH JOB: FIND 10 MOVIES FOR THIS TOTAL MEDIA IUNKY;. WELL PAID TOO. AS AN
ADD ON, NO REAL DEADLINE. SOUNDED TOO GOOD TO BE TRUE. MAYBE IT WAS. EVER SINCE
YOU TOOK THIS JOB, YOU'VE HAD THE STRANGEST THINGS HAPPENING TO YOU. LIKE THAT CREEP
YOU MET IN HIS CASTLE WHEN YOU “RECOVERED” THE COPY OF THETQRIG!NAL “"DRACULA”. AND
YOU STILL HAVE THE FEELING THAT SOMEONE IS FOLLOWING YOU. THE NEXT MOVIE YOU HAVE TO
GET IS "ALIEN”. AND YOU DON'T EVEN WANT TO THINK ABOUT WHAT MIGHT HAPPEN...

MEDIA JUNKIE is a collection of 10 small adventures centered

around different movies. Part | contains four adventures based
on the movies "M” (Alice in Gangland), "Plan 9@ from Outer
Space” (The Case of the Missing Flick), "Dracula” (Castle
Transylvania 6), and "The Exorcist” (P.5.Y. Co.). The adven-
tures can be played independently or as a mini campaign.
Written by Gilles Bussiere. 40 pgs, full color cover. Product #
ICP-107. $9.95 US/Can.

This is Part 2 and it offers 6 adventures based on the
movies “"Nosferatu” (The Old Man and Tessy), “Cat
People” (The Little Red Running Hood), “Invasion of the
Body Snatchers” (Double Cross), and "Hell Raiser” (Show-
down at O.K. Carnival), "Alien” (The Beast Within), and
“Night of the Living Dead” (Dream Pod 9). The adven-
tures can be played independently or as a mini
campaign. Written by Gilles Bussiere. 48 pgs, full color
cover. Product # ICP-114. 48 pages. $9.95 US/Can.






