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INTRODUCTION:

| was first introduced to gaming in 1983, at thedter age of 11, when
my grandmother, knowing my love for Conan, the Deovgs and Dragons cartoon,
and all things fantasy, gave me the Basic DungaadsDragons box set for
Christmas. The rules were completely over my haad,| didn't know anyone
who played, still the books themselves were trebtedreasures. Particularly, the
equipment sections and the small blurbs of examgfletay enthralled me. It
would be another 3 years before | got to play, thatlexperience was so
disappointing that | lost interest completely.

Then in late 1989, early 1990, a friend of mirterading the Kansas City
Art Institute invited me to come play Dungeons &wegons with him. | conceded,
though honestly it was more just to hang out with,tthan over any excitement for
the game. Things didn’t work out as planned thouggtead what happened would
change the course of my life and interests from thre We didn’t play Dungeons
and Dragons, instead we played this new game hkadr heard of called
Cyberpunk by R. Talsorian Games. It was like htligent on, an incredible neon
green light that would outshine every other intef@scept girls and sex) | had
ever had up until that point.

| had already been a fan of the genre, without kngwvhat it actually
was. The very first VHS tape | purchased with mynanoney was Bladerunner,
and | had discovered manga and anime very early 8886, when you could only
get 18" generation straight Japanese pirate videos atcoooniventions. Shows
like Bubblegum Cirisis, Cyber City, Grey: The Didifarget, and books like
Xenon: Heavy Metal Warrior, Cyber 7, Akira, and miosportantly Appleseed
were already often viewed favorites in my persdibaary. Cyberpunk struck that
still forming nerve with a dose of chrome infuséersids. | immediately bought all
the books | could, and finally with a name for genre, | poured myself into any
and all inspiration | could find. Then Cyberpur®2® was released, and everything
became... Perfect.

While | eventually started playing other games yiesirs Cyberpunk
2020 was the only game | would even consider rimrand have done so steadily
for almost 20 years now.

Around 1996, | finally got my hands on the intetn&he first thing |
looked up? You guessed it, Cyberpunk 2020. Thexen't much back then, but
most of what was available was pure gold, Partiulenagines Cyberpunk 2020
Site, Christian Conkle’s Seattle 2020, Kingfisheks 2020, and of course, the first
mega-site, Mockery’s Cyberpunk 2020 Page. VerytBhbdiscovered other sites,
and more and more kept popping up. Most of theme Welle more than reprinted

or mirrored articles from books or other sitesjust one little yahoo page
promising future updates, but one site stuck &&ul Minor's Datafortress 2020.
We became friends, and | began submitting artidésm, the very first one was
the Appleseed Sourcebook (still one of the mostfaoarticles on the site).
Shortly thereafter Paul asked me to take overitbergal life was getting in the
way of his fun. | have run Datafortress 2020 esiece, updating steadily and as
frequently as | can, building it bigger and bigged hopefully better.

While | still hold that Cyberpunk 2020, and its Bsisystem is the most
perfect “out of the box” system | have ever seéter 20 years of playing and 12
years of writing for Datafortress 2020, it was haraniss that Interlock did have
some flaws, or at least ideas that could have better executed. That's where this
book comes in.

Interlock Unlimited is the culmination of all thogears, as well as the
collective experience of the online community.atidition to my own house rules
and replacements, | scoured the net for the beasidnd house rules available.
Compiling them into one place it soon became appdhat what had always been
missing was a basic set of rules, one usable fpganre, any setting.

Many systems used Interlock, or a slightly modifiedsion of it.
Cyberpunk, Cyberpunk 2020, Dream Park, Mekton, Beehagers From Outer
Space. R. Talsorian eventually noticed the flavesritselves and worked with Hero
Games to create Fuzion, which they use as stamdavdto power Cyberpunk V3,
Bubblegum Crisis, Dragonball Z, and their other eereleases. But Fuzion didn't
really address the issues | had problems with,restdad created new problems.
But it was their attempt to make Interlock theyruniversal system it should have
been presented as from the start. And some aflé@s were pure gold, and have
been incorporated here.

While | would like to claim that this, Interlock Umited, is perfect, and
you will never have a problem using it, it wouldlbdicrous of me to do so. Just as
with the original Interlock, no system, no mattemhthought out, no matter how
well conceived and orchestrated, is perfect. kadNy, you will find that something
doesn’'t work for you. My advice, is, change istamething that does work. If it
works really well, send it to us, and maybe it \gitit incorporated in a future
Revision. And while this system may in fact notdegfect, | do believe, and for
myself and my group at least, that this is abowdlese as it is possible to get in a
medium that interprets every human action into sbing that can be measured by
a few numbers and resolves outcomes with a die holthe end, rules are just
tools, to be used or not, and should not inhitsisomable fairness, realism, or fun.

INTERLOCK UNLIMITED is a re-imagining of R.Talsoria ns Interlock Rules System and as such was designeot only to cover any
genre, setting, or situation, but remain fully comgatible with all games built on the Interlock System R. Talsorians newest system,

Fuzion, is based heavily on Interlock, and as sucthould be easil

compatible with Interlock Unlimited, requiring

minimal conversion.

GAMES WHICH USE INTERLOCK INCLUDE:

Cyberpunk
Cyberpunk 2020

Cybergeneration
Mekton Il and Mekton Zeta

Gundam Senki
Teenagers From Outer Space

These games should be fully compatible with Interlck Unlimited

GAMES WHICH USE FUZION INCLUDE:

Cyberpunk V3

Bubblegum Crisis Lightspeed Teenagers From Outer Space V2
Champions: The New Millenium Sengoku Dragonball Z
Artesia Victoriana

Guardians Of The Universe

Usagi Yojimbo

These games should be compatible with Interlock Uimhited with minimal conversion

Due to space limitations, and avoidance of redunday, the Interlock Unlimited Rules don’t quite covereverything. Luckily most of
what it doesn’t cover is already available and fulf compatible.

Martial Arts Unlimited is available as a free RulesExpansion
download at the Datafortress 2020 Interlock Unlimied File Project.

Interlock Unlimited Rules for Magic, Psionics, andSuperpowers are
available as Expansion Rules.

Space Travel and Starship Construction rules, as Wles rules for
Mecha, Mecha Combat, and Mecha Construction are awable in the
Mekton rulebooks Mekton Zeta and Roadstriker 2 fromR. Talsorian
Games.

Rules for Civilian Vehicle Construction are availabe as an IU Rules
Expansion, which also include advanced rules for vécular combat.
Military Vehicle Construction and combat can be found in The
Cyberpunk 2020 Sourcebook Maximum Metal from R. Tasorian
games.

Feel free to use the prices and availability of geand equipment from
lists provided in other game systems, since all ymeed is to know
what you can get your hands on and how much it castyou should
have several resource s to choose from for any saff imaginable.

NOTE: As much as | hate to mix the two, this book ses U.S. Standard for distance, and Metric for evgthing else. However, for the purposes of this
game, meters and yards are identical (for my Europan friends).



PART 1: THE BASICS
STATISTICS

Each character has 9 Statistics - values representj the level of native ability of the character inspecific areas of activity. These Stats
are rated from 1 to 10, with 1 worst possible, 10ding the best possible, and the average falling about 5 or 6. Divide the characters
total number of Stat Points between each of the ¥@s, adjusting the amounts in each one as you thirbest describes the character's
natural abilities. No beginning character’s Statstic may be 3 or less or greater than 1@ or less is generally considered handicapped,

while 10 or more is generally considered superhuman

Intelligence (INT): This is a measure of the characters problem
solving ability, general awareness, and to remenmfermation.
Almost every character type can benefit from a high.

Reflexes (REF):This is a combined index, covering not only the
characters physical dexterity, but also how thael of physical
coordination will affect skills and abilities. Ofe@ters who intend
to engage in great deal of combat should inveathigh REF.

Cool (CL): This index measures how well the character stapds u
to stress, pressure, physical pain and/or tortticeetermines their
willingness to fight on despite wounds, also calleablness”,

Cool is essential. It is the measure of how "togetl character is
or how formidable they appear to others.

Stun Save Number:Your character's Stun Save Number is a
value equal to your CL Type. To make saves, yout molisa value
on 1D10 equal or lower than this number.

Stun SavesWhen they character takes damage, or has
been exposed to knockout drugs, they are required t
make a Stun Save. If the character fails a Sture Shey
will automatically be knocked out of combat and be
unable to recover until a successful Stun Saveadenin

a following combat turn. A character may make oageS
roll every turn until they succeed.

Technical Ability (TECH): This is an index of a characters
manual dexterity and how he can relate to hardaadeother
technically oriented things. TECH will be the Stiaed when
manipulating or repairing technology.

Luck (LK): This is the intangible "something" that throws the
balance of events into your favor. Luck represéots many
points the player may use each game to influere@titcome of
any event. To use Luck, a player may add any dhalpoints of
luck a character has to any die roll. Use of Lualstrbe declared
before the roll is made. Luck is expended whewofihe player’'s
points have been used for that session. Luck iaydwestored at
the end of each game session. Expending all actieasd_uck at
once (meaning no luck has been used prior in d&sgss
automatically equates to a success. Luck mayksagsed to
negate a Fumble, though using it in such a way spgnds one
point of Luck, and no more may be added to that rdhytime the
use of luck is declared, the character must spelahst one point.

Attractiveness (ATTR): This is how physically attractive a
character is. While Seduction and Intimidation BMP based
skills, every point over 6 ATTR gives a +2 modifte seduction,
and every point below 5 gives a +2 to Intimidation.

Movement Allowance (MA): This is the index of how fast a
character can run. The higher a characters MAibee distance
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they can cover in a Round or Turn. Every poinAtifletics will
modify: Run, Leap, and Lift distances per roundbby.

Run: To determine how far a character can run in a singhmbat
round (3.3 seconds) in yards, multiply the charadi®A by 3. The
character can then run x3 this distance in a fidsécond turn.
Write this in the RUN section on your Character &h@-or
example: MA of 7 would write 21/63

TERRAIN MODIFIERS

Easy (sidewalk, plains) ........ No reduction
Rough (wooded, sand) .................. 1/2 MA
Very Rough (marsh, snow) ............. 1/4 MA
Light rain, flurries .................. No reduatio
Steady rain, heavy snow ................. 1/2 MA
Blizzard .......cccoooveiiiiiiiiiiniiiin, 1/4 MA

Leap: To determine the distance of a characters stading,
divide the characters RUN by 4, this is how maret fae
character can jump. For a running jump, dividedharacters full
10-second Turn Run by 4, this is how far the charazan jump in
feet. Vertical Distance is % standing jump

OPTIONAL RULE:

For characters with full cybernetic conversionfarWuxia type
effects, leaps are measure in yards, not feet.

Climbing: Characters can climb a number of yards equalgio th
MA in one round. An Average Athletics check shobkimade
every Turn spent climbing. If failed. an Averagee@gth Feat
check should be made for the character to hanglionbing can
resume next round. The movement rate when climbitigout aid
of a rope is MA/2 yards. The GM should assign &aifty
number for Athletics or Strength Feat checks adogrtb the
sheerness and angle of the surface being climbed.

Empathy (EMP): This Stat represents how well a character relate
to society, affecting both charisma and sympattetiotions.

EMP is critical when leading, persuading, seducarguerceiving
emotional undercurrents. Cybernetic ImplantatiornydoUse, some
types of Mental lliness, Magic, Psionics, and Spperers, may
degrade a characters EMP.

RULE FOR GAMES WHERE CYBERNETICS, MAGIC,
PSIONICS, OR SUPER POWERS, ARE ALLOWED:

Humanity: This is a measure of the toll that being more ¢ss) than
human takes on a characters ability to relate ¢@eso The characters
EMP x10 determines how many Humanity points thexehalVrite the
result in a box on the Character Sheet. For evenydlnts of Humanity
Loss (HL), the character will automatically lospdint of EMP. This can
have serious effect on any EMP related Skills, elb & forcing you
towards Disassociative Psychosis (also called Ggbgchosis, Mage
Madness, or simply the Rage).




Body Type (BOD): Strength, Endurance and Constitution are all
based on the character's BOD. BOD determines hoghrdamage
the character can take in wounds, how much theyiftam carry,
how far they can throw, and how much additional dgenthey
cause with physical attacks. For every point ef$itrength Feat
skill, a character may modify his carry weight, ddié weight,

and his Throw distance by 5%. Difficulty modifiler doing this
successfully is 15, +3 for every 10% in kg over ikanormally
allowed.

Throw
Distance
Very Weak 10 yards
Weak 20 yards
Average 40 yards
Strong 60 yards
Very Strong 80 yards
Superhuman 100 yards

Carry = 10x BT in kg.
Dead lift = 40x BT in kg.

Strength RAM

Death Save Number:Your character's Save Number is a value
equal to your BOD. To make saves, you must roklae on 1D10
equal or lower than this number.

Death SavesWhen a character has been Mortally
Wounded, or when they have encountered certairstgpe
poisons, they will need to make a Save againsttDé&at

a failed roll, the character dies.

Take a moment to find the Death Save box on your Ginacter
Sheet and fill it in.

Body Type Modifier (BTM): Not all people take damage the
same way. For example, it takes a lot more dan@ag®p Arnold
The Terminator than it does Arnold The Nerd. ThelBdype
Modifier reflects this. BTM is a special bonus did® your
character to reduce the effects of damage. The Bldbtracted
from any damage your character takes in combat.

For example, say the character took ten points ofainage. If
they were a Very Weak Body Type, you would take th&ull ten.
But with a Very Strong Body Type, you'd only take (0-4=6)
six points of damage.

Find the Body Type Modifier (BTM) box on the Charader
Sheet and fill it in.

TheBOD Stat does not represent how big a characterseisslyn
how well developed their muscles are. | think \aa all agree that
Arnold Schwarzenegger represents a 10. And whethink of a
10 BOD, it is usually that build we associate withHowever,
Sumo wrestlers are often just as strong, but theailt

drastically different. Bruce Lee could lift as muah Arnie, but he
was a little bitty skinny guy. So how do you resothis? Its
simple, just allow your players to decide the betjje of their
characters for themselves.

Endurance: Endurance Checks must be made on 3 different levels

of activity. Light Activity, Medium Activity, andHeavy Activity.
Each requires Endurance Checks based off difféewgls of time
spent on the activity. The amount of time one ganvithout
making an endurance check is based off the chasa8@D +
Endurance Skill.

Activity Requires Check at Examples:
Level each Increment:
Light BOD + Endurance Driving, Working on
= x2 Hours Computer, Walking, Guard
Duty, Paperwork,
Medium BOD + Endurance Manual Labor, Jogging,
= x10 Minutes Climbing, Heavy Lifting
(Carry Max),
Heavy BOD + Endurance Fighting, Running, Extreme
= x2 Rounds Lifting
Dead Lift Max

Any time a character exceeds the amount of time alved for
an activity, he must make an Endurance Check at aifficulty
of 10. For every Increment after, (Light = Hours,Medium =

Minutes, Heavy = Rounds) the difficulty of the chek raises
by +1 modified by the following conditions:

Sample Conditions Modifiers
Under Pressure -3
Unskilled at Activity (0 skill level) -3
Lightly Skilled (1-3 Skill Level) 0
Moderately Skilled (3-5 Skill Level) +1
Highly Skilled at activity (6-8) skill level) +2
Expertly Skilled at activity (9-10 Skill Level) +3
Combat Situation -1
Adverse Conditions (mild rain, slightly hot or -2
cold, sand, snow, etc...)

Severe Conditions (Heavy Rain, Extreme Heat -4
or Cold, mud, ice, etc...)

Exceeding Weight allowance -4

In some instances, Cool may replace BOD for purposef

Endurance Checks, at GM’s Discretion

DETERMINING STATISTICS

Stat points are the cash of character creation — #y are used to
purchase the various mechanical aspects of the clater, like
good looks, a strong, hard body, unshakable cool drstreet
smarts (but not Skills). We've given you three wayt generate
Stat Points:

1) Random: Roll9D10 and total. The character has this many Sta
Points to distribute as they see fit amongst te@ats.

2) Fast:Roll 1D10 for each Stat (9 in all), re-rolling sesrof 3
(As stated prior, 3 or less in any Stat is congiddrandicapped,
and while a player may choose this for role playingposes, it is
not recommended) or less. Place rolls in eachaStdesired.

3) Cinematic: This option is for Referees only. As the desigrfer o
the adventure, the GM has the option of choosiegitimber of
points for character based scale of campaign breing

Epic Level 75 pts
Mighty Level 70 pts

Heroic Level 65 pts
Street Level 60 pts
Gutter Level 55 pts

OPTIONAL RULE:

In realistic campaigns, 10 is generally the absolatmaximum Stat a
human can achieve. However, in certain cases a hammay push the
boundaries of human limit, and in cases of Fantasysuperhero, or
Supernatural campaigns the characters may or may ridoe strictly
human. Atthe GM'’s discretion, some characters majncrease their
Stat past ten, but every point past ten costs doudl
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PART 2: CHARACTER IDENTITY AND ROLES

STANDARD ROLES

Roles represent your characters chosen career(shely are a simple way for a character to identify hinself from the herd and represent
a dedication to the characters chosen profession mired in the Special Ability (SA) that the Role provides him. Roles are available to
anyone, and someone can have as many roles as thégh, and the special abilities that go with them.

Rules for Multiple Roles
A. Characters may have only one primary Role (SCt, etc...).

B. No special ability can rise higher or equalttattof the characters
primary Role/Special Ability. (A Solo can't haveSareetdeal higher than
his Combat Sense.)

C. Characters can only start out with one singee ability (their
Primary) no higher than 5. Or they may choose mpigltRoles, with a

limit of 5 points to be spent on Special Abilitiesd their Primary must
be 1 point higher than any others chosen. (GM’s wish to run higher or
lower level campaigns may alter this SA cap tehfé needs of their
game.) They can gain more Special Abilities dowarthad, but none must
ever advance higher than their primary.

D. If a character takes multiple roles that grawel bonuses to the same
Skill, the bonuses do NOT stack, the character mssthe most
appropriate bonus as determined by the GM, in asg evhere the most
appropriate Role is not easily determined, the watk the higher bonus is

E. A character may choose to switch Primary rdiéisa secondary role is
within one point of his Primary, but doing so insarpenalty of -1 to that
characters SA associated with his former Primar R&o a Solo with a
Combat Sense of 6 with a Fixer secondary role adtteetdeal of 5 could
switch Primaries to Fixer when he has enough Poifi8 towards his
Streetdeal to raise him to a 6, but doing so dhip€ombat Sense down
to 5).

F. To gain a new Role during play, the charactestrhave current In-
Game experience, which would directly and reakidlyccorrelate to that
role, as determined by the GM. It involves mom@ntlsimply using the
related skills or a brief foray into the career. reijuires total immersion.
For example, going to see the Grateful Dead worakenyou a Nomad,
spending a year following them on tour might. &mge terms, a character
must have at least a 4 in any and all Skills thec&p Ability provided by
the Role would infer a bonus to.

G. Only the GM can raise Special Abilities, and exignce earned or

used.

given towards them is at his discretion (basedharacter usage and
implementation). General IP may NOT be used teer&pecial Abilities.

STANDARD ROLES (These roles are appropriate for nearly any settinggenre, or era of game, though the limits of the

special ability will be determined by the setting.The name is followed by alternative names or conpés which fit under the role, a
brief description, and the special ability it provides)

ANIMAL EMPATH

(Trainer, Shepherd, Breeder, Rancher,
Wrangler, Game Preserver)

You connect with animals, you understand
them and can train them to obey.

SA - Animal Bond: Adds to Animal
Handling and Teaching when dealing with
animals.

ARTISTE

(Painter, Novelist, Musician, Sculptor,
Director)

You create works of wonder and beauty to
share with the world

SA - Masterpiece:This SA adds to a
characters Play Instrument, Paint or Draw,
Sculpt, Perform, Photo and Film, Storytelling,
Dance or whatever medium they use. (2
mediums may be chosen at time of taking
role.) An Artiste can also choose to employ
his EMP in place of Tech when using his
chosen Skills.

ATHLETE

(Martial Artist, Sport Star, Acrobat)

You have trained your body to the pinnacle of
perfection. Your grace, strength, and agility
are a wonder to behold.

SA - Prowess Adds to 2 of the following
skills (Chosen when taking the special ability)
Athletics, Strength Feat, or Endurance as
representation of a perfectly trained body.
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BOUNTY DOG

(Bounty Hunter, Repoman)

This role is dedicated to tracking down and
apprehending those who do not wish to be
apprehended, or their property.

SA - Trace :Adds to 2 of the following skills
(Chosen when taking the special ability)
Library Search, Human Perception or
Interview when tracking a subject.

CORPORATE

(Executive, Officer, Union Rep, Stock

Trader, Bureaucrat, Manager)

You are a company man, you are an expert at
promoting and utilizing the resources your
employer or business allows you. You are the
Power Broker, the CEO, the VIP.

SA - ResourcesThis Special Ability adds to
Networking and Business Sense.

COoP

(Police Officer, Guardsman, MP, Sheriff,
Peacekeeper, Lawman)

You uphold the law, you have the authority to
arrest lawbreakers, question anything you find
suspicious, and use force to protect yourself
and others.

SA - Authority: This SA is added to
Interrogate and Intimidate.

EDUCATOR

(Teacher, Sensei, Philosopher)

You devote your life to the art pursuit of
knowledge, and bestowing that knowledge on
those who would hear it.

SA - Mold: This special ability represents a
dedicated Educators ability to bestow
knowledge, and make his message
understood. He adds it to his Teaching skill
and Oratory.

FIXER

(Drug Dealer, Arms Merchant, Pimp,
Mafioso, Oyabun, Talent Scout, Black
Marketeer, Loan Shark, Fence)

You can get what people need, and you can
get rid of it when they don’t want it anymore.
You are the go to guy, some do it legally,
some don't, but regardless if someone wants
something hard to find, they go to a Fixer to
get it.

SA — Streetdeal:This Special Ability adds to
both Streetwise and Persuasion/Fast Talk

GRIFTER

(Con Artist, Snake Oil Salesman, Card
Shark, Hustler,)

You make your living comvincing people that
up is down, green is blue, the hand is quicker
than the eye, the pea is under cup number 3,
and you will sell them the bridge for $200.
SA - Grift: Adds level to both Persuasion/
Fast Talk and Human Perception.



INFILTRATOR

(Spy, Actor, Undercover Agent, Espionage
Operative)

You can get in anywhere and blend in, even
becoming a trusted member of your enemies
organization. Your skill at covering your
identity and true purpose is paramount.

SA — ChameleonAn Infiltrator adds this SA
to his Disguise and Perform checks.

INSTIGATOR

(Activist, Politician, Priest, Wise Man,
Revolutionary, Shaman, Guru, Cult

Leader, Rockerboy)

You are a leader of the people. They listen to
you and follow your leadership. You hold
sway the hearts and minds of your followers,
and attempt to convert those to your way of
thinking everywhere you go. You hold
influence, and you know how to use it.

SA - Charismatic Leadership: This SA is
added to Oratory and Leadership. However
this skill, similar to a Medias Credibility, is
tenuous and if the rocker is perceived as
betraying his own words or following a
different agenda, his SA will drop accordingly
as he loses influence.

INVESTIGATOR

(Detective, PI, Slueth)

You solve mysteries. You examine evidence,
clues, and facts. You talk to experts and
witnesses, and you get to the truth behind
situations.

SA — Deduction:This SA is added to
Awareness/Notice and Human Perception for
the purposes of finding clues or detecting
falsehoods.

MUNDIE

(Clerk, Data Entry, Fast Food Employee,
Stockboy, Salaryman, Stableboy, Waitress,
Dishwasher, Paige, etc...)

You are one of the drones, but you are also
the backbone of society. Most hate it but are
ill equipped for anything else, but some
actually prefer this life.

SA — Conform: You can move from one part
time job to the next with ease, instantly
finding a stride there. The SA itself is rather
subjective, adding to Resist Torture. It
determines how long you can maintain
employment given low pay, bad conditions,
and lack of respect from superiors and
customers. At GM discretions it might also
add to 1 skill directly correlated to the current
employment. For instance someone working
at a Pawn Shop could add it to Appraise.

MEDIA

(Reporter, Journalist, Expert, Lawyer,
Correspondent, Crier)

You find the facts and report them; your
audience knows and respects you for your
ability to tell them what is going on in the
community and the world.

SA — Credibility: This SA is representative

of your credentials and reputation for honesty
and integrity. Itis added to the Medias
Interview, and Composition. However, it is a
tenuous skill that must be maintained through

honesty and non-bias. For every serious case
of bias, dishonesty, or false presentation of
facts you committed made public, your
Credibility will drop by a point of Skill.
However, with individuals who hold the same
political or social bias, your credibility will
retain its full value.

MED TECH

(Doctor, Medic, Nurse, Healer, Medicine

Man, Pharmacist, Biologist, Surgeon,
Veterinarian)

You have devoted your life to healing others;
the secrets of flesh and blood are open to you.
SA - Medical Tech:This SA is added to First
Aid and one other chosen Med SkKill.

NETRUNNER — Post Modern Age Only
(Hacker, Digital Cowboy, Comm.

Specialist)

You have mastered computers and
communications, you use them to infiltrate
secure information, take over other machines,
and cruise the hidden alleys and portals of the
vast information highway.

SA - Interface: Netrunners may add this to
their Programming, and System Knowledge,
as they pertain to computers and
communications

NOMAD

(Gypsy, Tribesman, Carnie, Pirate, Gang
Member)

You are a member of an extended family,
always on the move. You are one of your
people, you live and die for them, and they for
you. They are your strength and your
weakness; the family and its needs always
come first.

SA — Family: The Family SA is added to
your Networking and Survival (chose one
type, Wilderness, Desert, Arctic, Sea, etc...)

RUNNER

(Driver, Pilot, Mariner, Rider)

You live your life behind he wheel (or stick,
or even reigns). Your chosen type of
transportation has become an extension of
your body, allowing you to make unparalleled
maneuvers and push it past the normal limits
SA - Vehicle (or Animal) Zen: Adds to
Awareness/Notice and Maneuver rolls in the
characters chosen type of transportation (Car,
Cycle, Heavy Equipment, Aircraft, Watercraft
large or small, Submersible, Spacecratt,
Animal Mount, etc.).

SAVAGE

(Barbarian, Berzerker, Neanderthal, Pict,
Barfighter)

When you enter battle, all that matters is
sating the bloodlust within you. You feel no
pain, friend and foe become a blur, all you
feel is the weight of the weapon in your hand
and the wet sticky spray of your foes blood.
A savage may choose to use his BOD instead
of REF to determine his Brawl/Melee attack.
SA - Rampage:Adds level to Intimidate and
to hand-to-hand damage only when using
Brawling/Melee and CANNOT be used with
Martial Arts.

SCOoUT

(Tracker, Ranger, Hunter, Guerilla,

Mountain Man)

You are at home in the wild, you can follow
your prey over any terrain, you live for the
hunt. You are keenly aware of everything that
goes on in your domain.

SA - Track: In chosen Environment adds
level to Awareness Notice, and Survival.

SHADOW

(Assassin, Ninja, Commando,

Cat Burglar,)

This role relies on stealth to infiltrate the
enemies and accomplish the objectives.
SA - Sneak:Adds level to both
Stealth/Evasion and Shadow/Track.

SOLO

(Fighter, Mercenary, Bodyguard, Soldier,
Muscle, Swat Member, Warrior, Outrider
etc...)

This is the basic combat dedicated career; you
make your living being the toughest, baddest
guy around.

SA - Combat SenseAdds to both Awareness
and Initiative.

TECHIE

(Mechanic, Inventor, Engineer, Smith,
Tradesman, Pharmacist, Chef, Chemist,
Alchemist)

Brilliant with all things mechanical in nature,
you are more than a handyman, you are what
keeps the gear functioning as well as building
and creating the equipment necessary for any
situation.

Adept: This SA is added to your Jury Rig

skill and one single Tech skill of your choice.

VAMP

(Vixen, Prostitute, Gigolo, Escort,

Concubine)

You use your good looks, sexual prowess, and
other wiles like a hitman wields a gun. You
use the tools god gave you and your natural
ability to influence those attracted to you to
get your way.

SA- Allure: This SA is added to a Vamps
Seduction, Personal Grooming and Wardrobe
and Style.

Alternate Rule:
GM'’s who wish may either forego the use
of Roles and Special Abilities altogether,
limit them, or create new ones as he sees fit.
The formula for creating Special Ability is
simple; it adds its level to 2 existing Skills.
Be very careful when assigning Skills to
SA, avoid anything that would unbalance
the game.




PART 3: SKILLS

Learning New Skills and Improving Old Ones
Guidelines For GM Distribution of IP

To determine the amount of skills a beginning chareter
receives, add up the characters STATS. This numbes equal
to the amount of Skill Points a character receiveto start off
with. Some GM’s may wish to raise or lower the amant of
Basic Skill points depending on the level of the gae they wish
to run. At character creation skills cost a flat 1Skill Point per
point of Skill. Additionally, every character getstheir native
language at an 8 for free.

During the game, Players can improve their skillsgnd Special
Abilities) or begin new ones by accumulating Improement
Points (IP). As you gain more IP, you'll record thee points in
the area next to the skills listing on your Charaatr Sheet.
When the character has collected enough Improvememoints
in a skill, the skill's level increases by one.

The first level of a skill will always cost 10 IPTo determine
how many points are required to raise a skill highethan this,
multiply the current level of skill by 10. This ishow many
points are required to raise a simple (IP multiplie=1) skill to
the next level.

Example: My Brawling skill is +4. To move from +4 b +5 will
require 40 IP. To move from +5 to +6 will require ® IP.

Siil Level [ 12[3[4] 5 [ 6] 7] 8910
IS0 10110 2030 0] 50] 60 70] 80 0
IR 10 20 20| o 11160220 290370 260

Alternatively, one could undergo Training. Training a new
skill gives a character the equivalent of 1/24 of point of IP per
hour spent learning it. So 24 hours would be requoed to learn
one point. Or, say a character spent 40 hours a wk (8 hours
a day with time off for the weekend), it would takehim 5 years
and 4 months to go from 0 to 10 in a skill. For &rief
rundown, the chart is as follows. (Having a teachecuts this
time in half.)

SKILL HRS. 40HR WEEK / 60HR

LEVEL REQUIRED WEEK
1 240 6 WKS /4 WKS
2 240 6 WKS /4 WKS
3 480 12 WKS / 8 WKS
4 720 18 WKS / 12 WKS
5 960 24 WKS / 16WKS
6 1200 30 WKS / 20 WKS
7 1440 36 WKS / 24 WKS
8 1680 42 WKS / 28 WKS
9 1920 48 WKS / 32 WKS
10 2160 54 WKS / 36 WKS

CHARACTER POINTS

Character Points are the running total of all a chaacters skill
points. This number is equivalent to a character8evel”, and
helps not only to measure progress of the charactebut allows
GM'’s to determine an average number of skill pointg¢o assign
new or replacement characters who join in after a@ampaign
has begun.
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1. At the end of a session, one by one have theyses
give a play by play of their character’s actions ad
contributions to the game and give IP where it is de.
For example: Bob has a character named Joe, at the
end of the night we review what happened to him. Bo
says, "Okay first | negotiated my way out of that ness
with the Voodoo Boyz, then | jumped out the window
from the second floor onto the roof of the bus to
escape the cops.” The GM might then award, 3 poist
to Persuasion fast talk, and 3 points to Athletics Get
the idea? This is done for two reasons;

A. It helps players to develop their
characters by making them
remember what happened, it also
makes sure they pay attention.

B. It also is a way to realistically
increase their skills and lets the GM
keep track of them easier, instead of
just throwing out a lump sum and
watching them dump it all into one
skill you make sure the points get
distributed where they are deserved.

2. Give a small amount of general IP simply for
surviving. General IP can be used for anything exqx
special abilities. If a character does somethingraply
extraordinary or creative, the GM might want to give
them a little extra bonus, which will in turn promote
like behavior with the rest of the group and ensurea
more creative game dynamic.

An Alternative method is to have players, on a
separate index card, scratch sheet of paper, or thHe
TRACKING CARD, keep track of the skills they use
during a session, and the GM can then compare it to
the following chart.

SKILL CHECK IP PER USE
RESULT
FUMBLE -1 point
FAILURE 0 points
SUCCESS 1 point
CRITICAL SUCCESS 2 points

Optional Rule:

GM'’s may wish to limit the level of skill a playercan

take during character creation. For instance he ma

wish to only allow characters to take 2 skills abox a
5. Or he may wish to REDUCE the Starting Skill

Point total by 10% for every Age prior to modern he
wishes to run a campaign in, both to represent the
limits of education and to preserve balance among

the diminished skill lists.




Skills Introduced by Era/Setting

5301 BC- (Prehistoric/Savage)

SPECIAL ABILITIES
Adept (Techie)

Allure (Vamp)

Rampage (Savage)
Combat Sense (Solo)
Family (Nomad)

Mold (Educator)

Sneak (Shadow)

Track (Scout)

ATTR
Wardrobe & Style
Personal Grooming

BODY
Endurance
Rowing
Strength Feat
Swimming

CcooL

Intimidate
Leadership

Resist Torture/Drugs

EMP

Animal Handling
Human Perception
Parenting
Seduction

Sing

Social

Storytelling

INT

Awareness/Notice

Expert: (Subject)
Gardening/Farming
Language: (Basic or Primitive)
Navigation

Shadow/Track

Survival: (Environment)
Teaching

REF

Athletics
Brawling/Melee
Dance

Initiative

Pilot: Animal
Stealth/Evasion
Weapon: Archery

TECH

Cooking

Disguise

Paint or Draw

Jury Rig

Sculpt

Sewing

Tattooing (Hand-Pick)
Traps and snares

5,300 BC+ (Historical or
Fantasy, Ancient Egypt and

Asia, Dark Ages, Middle Ages)

SPECIAL ABILITIES
Animal Bond (Animal Empath)
Authority (Cop)

Chameleon (Infiltrator)
Charismatic Leadership (Instgator)
Conform (Mundie)

Credibility (Media)

Deduction (Investigator)

Grift (Grifter)

Masterpiece (Artiste)

Medical Tech (Medtech)
Prowess (Athlete)

Resources (Corporate)
Streetdeal (Fixer)

Trace (Bounty Dog)

Vehicle Zen (Runner)

BODY
Fitness/Body Building

COOL
Interrogation
Oratory
Streetwise

EMP

Design
Hypnotism/Brainwashing
Interview

Lip Reading

Massage

Networking

Perform

Persuasion & Fast Talk

INT

Accounting

Appraise

Business Sense

Composition

Diagnose lliness

Education & General Knowledge
Gamble

Language: (Choose One)
Library Search

REF

Acrobatics

Blind Fighting

Juggle

Martial Arts: (Style)

Pilot: Sail Driven
Weapon: Heavy Weapons

TECH

Calligraphy (European/Chinese)
Demolitions

Forgery

Glass blowing

Jeweler

Origami

Med: First Aid

Med: Pharmaceuticals
Med:Surgery

Pick Lock

Pick Pocket/Sleight of hand
Play Instrument

Rope Use

Stage Magic

Tech: Basic

Tech: Carpentry

Tech: Chemistry

Tech: Metal Smith

Tech: Weaponsmith

1500+ (Renaissance,

Elizabethan, Age of Pirates)

REF

Pilot: Dirigible
Weapon: Handgun
Weapon: Rifle

TECH
Demolitions
Makeup/Special effects

1800+ (Victorian, Old West)

REF
Pilot: Heavy Machinery

TECH
Photography & Film

1900+ (Pulp Era)

COOL
Skydiving

REF

Pilot: Car/Truck

Pilot: Fixed Wing

Pilot: Glider

Pilot: Motorcycle

Pilot: Sub (Large/Small)
Weapon: Sub Machinegun

TECH

Typing

Tattooing (Electric)

Tech: Electronics

Tech: Marine/Underwater Equip
Tech: Pressure Suit

Tech: Submarine

1960+ (Modern Era)

SA
Interface (Netrunner)

INT
Programming
Library Search
S.C.UB.A.

System Knowledge

REF

Pilot: EVA

Pilot: Gyro

Pilot: OTV

Pilot: Remote

Pilot: Space Plane/Shuttle
Pilot: Vectored Thrust
Skate/Ski/Surf
Underwater Maneuver
Zero-G Maneuver

TECH

Electronic Security
Tech: Aero

Tech: AV

Tech: Cyber

Tech: Gyro

Tech: Spacecraft
Video Manipulation

Future+ (Tomorrow & Beyond)

REF
Pilot: ACPA

TECH

Cryotank Operation
Tech: Cyberdeck Design
Tech: Powered Armor
Tech: Wetware



SKILL DESCRIPTIONS

SPECIAL ABILITIES

Adept (Tech)- This SA is added to your Jury Rig skill and onegkin
Tech skill of your choice.

Allure (Vamp) - This SA is added to a Vamps Seduction, Personal
Grooming, and Wardrobe and Style

Animal Bond (Animal Empath) - Adds to Animal Handling and
Teaching when dealing with animals.

Authority (Cop) - This SA is added to Interrogate and Intimidate.

Chameleon (Infiltrator) - An Infiltrator adds this SA to his Disguise
and Perform checks.

Charismatic Leadership (Instigator) - This SA is added to Oratory
and Leadership. However this skill, similar to adiés Credibility, is
tenuous and if the rocker is perceived as betrayisgwn words, or
following a different agenda, his SA will drop acdimgly as he loses
influence.

Combat Sense (Solo) Adds to both Awareness and Initiative.
Sneak (Shadow) Adds level to both Stealth and Shadow/Track,

Conform (Mundie) - You can move from one part time job to the next
with ease, instantly finding a stride there. TheiSelf is rather
subjective, and adds to your Resist Torture. temheines how long you
can maintain employment given the low pay, bad @@, and lack of
respect from superiors and customers. At GM digors it might also

add to 1 skill directly correlated to the curremtpgoyment. For instance
someone working as a Secretary could add it torigypi

Credibility (Media) - This SA is representative of your credentials and
reputation for honesty and integrity. It is addedhe Medias Interview,
and Oratory. However, it is a tenuous skill thatstrbe maintained

through honesty and non-bias. For every serioss ofbias, dishonesty,
or false presentation of facts you committed maddaip, your Credibility
will drop by a point of Skill. However, with indiduals who hold the

same political or social bias, your credibility hiktain its full value.

Deduction (Investigator) -This SA is added to Awareness/Notice and
Human Perception for the purposes of finding cluedetecting
falsehoods.

Family (Nomad) -The Family SA is added to your Networking and
Survival (chose one type, Wilderness, Desert, Ar&ea, etc...)

Grift (Grifter) - Adds level to both Persuasion/Fast Talk and Human
Perception.

Interface(Netrunner) - Netrunners add this to their Programming, and
System Knowledge, as they pertain to computerscanimunications.

Masterpiece (Artiste) - This SA adds to a characters Play Instrument,
Paint or Draw, Sculpt, Perform, Photo and Filmr@&glling, Dance or
whatever medium they use. (2 mediums may be chaisiame of taking
role.) An Artiste can also choose to employ hisfEEM place of Tech
when using his chosen Skills.

Medical Tech (Medtech) -This SA is added to First Aid and one Med
Skill chosen upon taking the role.
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Mold (Educator) - This special ability represents a dedicated Edusato
ability to bestow knowledge, and make his messaglerstood. He adds
it to his Teaching skill and Oratory.

Prowess (Athlete) -Adds to 2 of the following skills (Chosen when
taking the special ability) Athletics, StrengthaEeor Endurance as
representation of a perfectly trained body.

Resources (Corporate) This Special Ability adds to Networking and
Bureaucracy.

Rampage (Savage)Adds level to Intimidate and to hand to hand
damage only when using Brawling/Melee (NOT mardids).

Streetdeal (Fixer) -Added to your Cool/Will Stat, this Special Ability
adds to both Streetwise and Persuasion/Fast Talk

Trace (Bounty Dog) -Adds to 2 of the following skills (Chosen when
taking the special ability) Library Search, Humaardeption or Interview
when tracking a subject.

Track (Scout) - In chosen Environment adds level to Awareness Kptic
and Survival.

Vehicle Zen (Runner) -Adds to Awareness/Notice and Maneuver rolls
in the characters chosen type of transportatiom, ©gcle, Heavy
Equipment, Aircraft, Watercraft large or small, gdrsible, Spacecraft,
Animal Mount, etc.).

ATTR

Personal Grooming -This is the skill of knowing proper
grooming, hair styling, etc., to maximize your piogs$
attractiveness. Use of this skill allows playerinrease their
Attractiveness, and thus their chances of succeRslationships
or Persuasion. A basically good-looking person wdd at +2. A
fashion model might have a Personal Grooming obr-56. At +8
or better, you could be major fashion model, filiar sor
trendsetter. You are always "together". And knaw it

Wardrobe & Style - The skill of knowing the right clothes to
wear, when to wear them, and how to look cool émen
spacesuit. With Wardrobe +2 or better, you are gaathoosing
clothes off the rack. At +6, your friends ask you Wardrobe tips,
and you never buy anything off the rack. At +8 ettér, you are
one of those rare people whose personal styleeinfles major
fashion trends.



BODY

Endurance -This is the ability to withstand pain or hardship,
particularly over long periods of time, by knowitige best ways to
conserve strength and energy. Endurance Skill checkild be
made whenever a character must continue to becagtiong
period without food, sleep or water. This skillatetermines how
long a character can hold his breath. At +2 aadtar can hold his
breath for an addition minute, at + 5 it increa®e® minutes, +8
three minutes, and +10 4 minutes. These extratesrare added
to the “no activity” category of breathing basedbmly types, and
will suffer the same of greater air consumptiongiges during
activity.

Fitness/Body Building -with this skill a character can increase
one aspect of their BOD, REF, TECH, or MA Stat hyyalnt (max
of 10) for every 2 points of this skill earned. (®one Stat may be
raised at a time, if the skill diminishes, the Stdt be reduced to
fit, although it will not drop below the originablted Stat.) (GM’s
may choose to allow this skill to increase statst g8, but after 10
IP cost is x2 the normal formula.)

Rowing — The ability to row vessels, such as rowboatspes,
kayaks, Viking long ships, etc... (Also includes ppleshed
vessels )

Strength Feat -The user of this skill has practiced the art of
bending bars, crushing objects, ripping phone bagikst and
other useful parlor tricks. At +3, no phonebookase, you can
bend thin rebar, and snap handcuffs. At +10, youlbsand prison
bars, rip up the Gutenberg Bible, and dent cardendith one
blow. For every point of the Strength Feat skilcharacter may
modify his carry weight, dead lift weight , and Aikrow distance
by 5% in kg. Difficulty modifier for doing this sgessfully is 15,
+3 for every 10% kg over what is normally allowed

Swimming - This skill is require to know how to swim (see
Athletics for more details).

COOL

Interrogation - The skill of drawing information from subject and
forcing his secrets into open An Interrogation &for better will
allow to infallible find out if your boyfriend isying to you. A +5,
you are professional level interrogator - equivaterskilled
detective grilling a suspect. Mike Wallace 60 Misihas an
Interrogation +9, allowing him to make even mostvpdul people
squirm.

Intimidate - The skill of getting people to do what you want by
forcing personality or physical coercion. At +3uycan frighten
almost any typical citizen, politician or low-levlug. At +6, you
can intimidate Sylvester Stallone or any modertiadh guy”. At
+9, you could intimidate Arnold Schwarzenegger.eipoint of
a characters ATTR below 5 on gives a +1 to Intatiwh.

Leadership - The skill of leading and convincing people to fallo
you. A leader with a skill +2 can manage a smditef
successfully and be respected for it. A leader skl +4 or better
can lead a small band of troops into battle andgebbackshot. A
leader with a skill of +7 or better can lead thdérerGamelon
Empire into battle and look good doing it.

Oratory - The skill of public speaking. At +2, you can winigin
school contests. At +6, you can be paid speechiiq At +10,
you are capable of delivering a speech to rivaligely's "Ichn Bin
Ein Berliner" or Lincoln's Gettysburgs Address. Raxs with
Oratory Skill of +6 or better can add +1 when ugimgjr
Charismatic Leadership ability. This also covées tise of
Rhetoric.

Resist Torture/Drugs -Characters with this skill are especially
toughened against interrogation, torture and monttrol drugs. A
successful use of this skill will automatically ieese the difficulty
of any Interrogation attempt made by another gupiy level.

Skydiving - the skill of remaining calm enough to pull your
ripcord, while plummeting towards the earth at teahvelocity.

Streetwise -The knowledge of the "seamy" ways of life - wheye t
get illegal and contraband things, how to talki®e ¢riminal
environment, and avoiding bad situations in badmgdrhoods.
With Streetwise of +3 or better, you can get "htgns, drugs, etc.
With a Streetwise of +5 you know how to arrangeuadar

contract, you know a few mobsters who might owe, youd be

able to call on muscle when you need it. At +8 @itdr, you could
become a major crimelord yourself. (See page 68)

Animal Handling — The ability to care for, train, and control
animals. Includes knowing what food they eat,rthpace
requirements, common temperament and behaviohawdo
groom them.

Design -the ability to visualize the proper placement afigis for
maximum aesthetic and function.

Human Perception -The skill of detecting any evasions, moods
and other emotional clues from others. At +2, yan asually feel
when you're not getting the whole truth. At +6, yan detect
subtle evasions and mood swings. At +8, you caroniytdetect
subtle emotional clues, but can usually tell whatgubject is
hiding in a general way.

Hypnotism/Brainwashing - the ability to put another person into
a trance, and cause them to be under your control.

Interview - The skill of eliciting interesting anecdotes from
interview subject. This information will be of a reonon-specific
and personal nature rather than specific knowlédigtinguishing
this skill from the skill Interrogation, where thser is trying to
extract exact information. (Example: Barbara Waliaterviews,
Mike Wallace interrogates). At +3 or better, théjsat will
usually tell you only information relating to whiag¢/she is well
known for. At +6 or better, the subject will tethy anecdotes
about the past, pontificate about favorite interestd philosophies,
etc. At +9 or better, he/she tells you everythimgcluding
personal information about their illegitimate stre time they
stole a cookie at age +4, and the fact that ncewee loved them.

Lip Reading — The ability to decipher what someone is saying
merely by watching their mouth as they are speaking



Massage -The ability through physical manipulation, to relax
another. (While some would place this skill und&CH, | feel
that more than anything else it has to do withi¢vel of trust, and
comfort between 2 people. Someone who is not caatite
around people, will not be able to perform a vergpd)jmassage.
The art of massage is all about radiating trust@mdfort, and
therefore is an EMP based skill.)

Networking - The skill of recognizing useful people and the
services they can provide, and cultivating a miyuatneficial
relationship. In short it allows you to form antilime connections
through common goals, services, and requireme(ee page 68)

Parenting - The ability to successfully raise and nurture ateifd

Perform - The skill of trained acting, singing, etc. A traihe
performer of +4 or greater can successfully perfomstage for
payment at small theaters or bit parts in filmedevision.
Performers of +6 or greater will be consideredembprofessional
caliber, and may have lucrative contacts and faagformers of +9
or greater are of "star: caliber, have a large remolf fans, and
may be recognized on the street.

Persuasion & Fast Talk -The ability to talk others into doing
what you want. This may be used individually ordame groups.
At +3, you can win most debates or convince yotfrgnd the
blonde you were with was your sister. At +5, yoe arsmooth
talker of professional caliber. Ronald Reagan hBermsuasion of
+7, Hitler a Persuasion of +9. (See page 66)

Seduction -The skill of forming and maintaining romantic
relationships (this includes your abilities aseelg. This skill may
be used to determine whether or not players can fefationships
with other non-players characters and the interdithese
relationships. Every point of a characters ATTRIO¥ gives a +1
modifier to seduction. (See page 67)

Social -The ability to deal with social situations, likedwing the
right fork to use or when not to tell the joke abfarmer's
daughter and the traveling salesman. A Social eki2 or better
will allow you to get by at any fine restaurantsocial function. At
+5, you can lunch with the President with aplomb.ddcial
situation will faze you , no matter what. At +8alyove, you can
lecture Emily Post on what's proper.

Storytelling - the skill of telling a compelling story.

Accounting - The ability to balance books (or create false bhoks
juggle numbers, create budgets and handle daytbukiness
operations.

Appraise - the skill of determining the monetary worth of &m.
(See page 68)

Awareness/Notice This is equivalent of a "trained observer"
skill, allowing characters to notice or be awareloks, shadows
and other events. With an Awareness of +2 youwsillally spot
small pieces of paper with noted on them, dootsaief , and
obvious expressions of lying or dislike. An Awarss®f +5 or
better allows you to spot fairly well hidden cluagd fairly
sophisticated attempts to "shadow" you. With an Aemass of +8
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or greater, you routinely perform the sorts of deihe reasoning
seen in the average TV cop show ("The murder wabdaded
because this knife has a specialized handle").|&eHolmes has
a +10 Awareness. Players without skill may only tinsgr
Intelligence Stat. Players of any Role shouldagkbnus if the
Awareness task directly relates to their Specialitgbif a
Medtech gets a fairly good Awareness roll, they malyrealize
they are walking into an ambush, but they will oetihat the
"Judas" is sweating profusely.

Bureaucracy —The skill of maneuvering through, and laying
down, the confusing, frustrating, and time consghannels of
bureaucracy.

Business Sense Fhe ability to read the stock market for
fluctuations, enabling a trader to recognize thatrtime to buy
and sell commodities. It also allows a charaadaiow what is in
demand, and recognize current trends in consunteishtend
requirements.

Chemistry - The required skill for mixing chemicals various
compounds. A level +2 Chemistry is equal to highost
chemistry. A level +4 is equal to a trained pharistaar college
level chemist. A +8 is a trained laboratory chemiBhis also
covers Alchemy.

Composition - The required skill for writing songs, articles, or
stories. A Composition Skill of +4 or greater giwesir character
the ability to produce salable work. A Skill of 88 more produces
work of such a high caliber that the creator mayehea strong
literary following and not a little critical acclai

Med: Diagnose lliness -The skill of clinically diagnosing
symptoms and medical problems. A +3 is the equitadéa high
school nurse - you can recognize most common gguaind
complaints. At +6, you would be equivalent to artea intern; you
can recognize many uncommon illnesses and knowtbdreat
most common ones. A +9 is equivalent to you toagdiagnosis.

Education & General Knowledge -This skill is the equivalent of
a basic school education, allowing you to know howead, write,
use basic math, and know enough history to getibffect, it is
a "lore" or trivia skill. A skill of +1 is a basigrade school
education. A skill of +2 is equal to a high schequivalency. A
Knowledge Skill of +3 is equal to a college edumati+4 or higher
is equal to a Masters or Doctorate. At +7, youaarextremely
well educated person, and are asked to play TriRiabuit a lot. At
+9 and above, you are one of those people who kntmivabout
everything (hopefully with the good sense to keispniouth shut).

Expert: (Subject) - You may use this skill to be an expert on one
specific subject, such as rare postage stampsubaeapon, a
foreign language, etc. At +3, you are the localegkpAt +6, you
know enough to publish a few books on the subjtct8 or

better, your books are recognized as major texth@subject, and
you could do the talk-show circuit if you wanted tadditionally,
any character may treat any of their regular skilsan expert skill
at half level for the purposes of identifying thaka and model,
general knowledge, country of origin, etc., by eghg the normal
stat associated with the skill for their INT stat.

For example: Jerry the solo with a minor gun fetisdlly likes the
weapon he sees in the guards holster, He rollsidnglgun using
INT (Instead of REF) to realize it's a an H&K VP-70



EXAMPLES OF EXPERT SKILLS

Expert: Anthropology Expert: Military Hardware
Expert: Archeology Expert: Military History
Expert: Architecture Expert: Military Procedures
Expert: Astrology Expert: Military Weapons
Expert: Astronomy Expert: Naval Operations
Expert: Bank Systems Expert: Oceanography
Expert: Biology Expert: Poisons

Expert: Biotech Expert: Politics

Expert: Braindance/VR Expert: Physics

Expert: Climatology Expert: Pop Culture
Expert: Communications Expert: Production

Expert: Computer Design Expert: Psychology
Expert: Construction Expert: Robotics

Expert: (Corporation) Operations Expert: Runic Lore

Expert: Corp. Procedures Expert: Seamanship
Expert: Economics Expert: Sports

Expert: Electronic Warfare Expert: Small Arms
Expert: Etiquette Expert: Sociology

Expert: Executive Expert: Software

Expert: Forensic Science Expert: Special Operations
Expert: Geology Expert: Supernatural Lore
Expert: Graphology Expert: Tactics

Expert: History Expert: Strategy

Expert: Holistic Medicine Expert: Theology

Expert: Intelligence Analysis Expert: Torture

Expert: International Business Expert: Underwater Materials
Expert: Law Expert: US Naval Operations
Expert: Logistics Expert: Veterinary Medicine
Expert: Mathematics Expert: Wargames

Expert: Marine Biology Expert: Weaponry

Expert: Marine Technology Expert: Zoology

Gamble - The skill on knowing how to make bets, figure odaiwg
play games of chance successfully. As any profaasigambler

knows, this is not a luck skill. At +2, you are tloeal card shark at

the Saturday night poker game. At +6, you can naaleng at the

tables in Vegas or Monte Carlo. At +9 or betteny yake on James

Bond at roulette and stand a good chance of brgakmbank.

Gardening/Farming - Ability to successfully grow plants/ crops.

Language: (Choose one) The knowledge of foreign tongue. At
+2, you can "get by" with speaking the languaget+3tyou can
actually read a written from of it. At +6 and abpyeu are fairly
fluent, although no naive will be fooled by youiild. At +8 and
above, you speak and read language like a native.

Each language known requires a separate Know Laegdkill
(see list of languages), however, one may userbe/ledge of a
particular Language with up to half (round down)ffmiency with
any language in the same linguistic family (examgt®wing
Cantonese at +4 will give you the ability to undansl and speak
Mandarin at +2). Basic language has no alphabdtjsansually is
only able to express simple ideas in grunts antuges Primitive
language is not written, but can be advanced aledtalexpress
complicated ideas and thought. (See page 15)

Library Search - The skill of using databases, DataTerms™,
libraries and other compiled information sourcefirtd facts. With
a skill of +2 you can use most simple databaseth @Wskill of +6,
you can easily access the Library of Congress.9\tyéu can
comprehend near any public databases and findokesgure facts.

Magic (Stage Magic) -The skill of illusion, prestidigitations. The

ability to perform magic tricks. Fun at parties.

Navigation - The ability to determine your location, and cousfe
travel. (Taking an Expert Skill in an “unusual™éonment, such
as Space, Undersea, or even Astral Planes, vallvafbu to use
Navigation in said environment).

Programming - The required skill to write programs and re-
program computer system. This skill does not alidayers to
actually do repairs on a computer (this requiresbnics). With
a Programming Skill of +1, you can do simple E-B&SIrograms.
A Programming Skill of +3 or better allows you todw some
higher level languages and he able to write reddgrmamplex
programs (including video games). Players with Paogning
Skill +6 or better are considered to be profesdmmeho can build
operating software, design mainframe systems, afdldown a
steady job at your average Silicon Valley firm. kv
Programming Skill of +9 or better, other programsngseak your
name with reverence ("You invented Q? Wow!"), yolvagkers
set out to crack your systems, and any computéwacé you
design instantly gets used by every business aijgitin wide
world. This is a required skill for Hacking/Netming.

S.C.U.B.A. -The skill of using and SCUBA gear. (It is not
necessary to have swimming to use this skill, bigt nighly
recommended.)

Shadow/Track - The skill of shadowing/following people. This
skill is used in urban/inhabited areas rather thahe wilderness
(where the skill Survival incorporates tracking gaim the wild).

Survival — The required skill for knowing how to survive in a
given environment such as Wilderness, Jungle, DeSuttic,
Urban, Sea, Underwater, Space. Typical applicafiociade how
to forage for wood, build shelters, what plantssafe to eat, what
to do in an emergency, and make fires. The avaBageScout has
a Survival of +3. A Special Forces Green Beretah&sirvival of
+6 or above. Grizzly Adams, Mountain Man of the @léilness,
would have +9 or +10 Survival Skill. While eachveanment is
its own skill, you can use your chosen survivaiaf its level in
other environments at the GM’s discretion deteribg
similarity of environment. (Example Wilderness Sua would
allow the character to use half his skill in a Jergy Urban
environment, while Space or Desert would providdéanus at all)

System Knowledge Basic knowledge of the geography of the
Net, it's lore and history, as well as knowledgéhefimportant
computer systems, their strengths and their weakseé\t +2, you
can generally navigate around the Net and know evhiithe local
places are. At +6, you know the locations of mdates in the
Net, and have a working understanding of its largad most well
know systems. At +9, you know the entire Net like back of
your hand, know the general layouts of the impdrsgstems cold,
and are aware of the layouts for the rest of th@imis is a required
skill for Hacking/Netrunning.

Teaching -The skill of imparting knowledge to someone (if you
don't think this is skill, you ought tot try is seone). Players may
not teach any skill unless they have higher s&ilels, in both
teaching, and the skill(s) being taught, than thdent. The
training chart determines length of time it takesdach a skill,
though a truly gifted teacher may be able to daster or more
effectively, at GM’s discretion. At a Teaching Bkif +3 or

better, you can professionally teach students wigh School. At
+6, you can teach at a college level. At +9 oatge you are
recognized by others in the field as good enougiutst lecture at
MIT or Cal Tech; your texts on the subject are qdas a major
references. A successful teaching roll, will allower the course
of time, a student to raise a specific skill ai$ ¥Were 1 level lower
(ie to go from 5-6 will only cost as much IP agjtmfrom 4-5).
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Athletics - This skill is required for accurate throwing, climg,
and balancing. It combines the basic elements phagh school
level sports program. At +3 and above, you areethgvalent of a
real high school "jock". At +5 and above, you canfprm in
college level competitions. At +8 and above, yoa @irOlympic
or Professional caliber. Every point of Athletigdl also modify:
a characters: Run, Leap, and Climb distances by 58tind.

Blind Fighting - The ability to defend and attack without the use
of your eyesFor every 3 levels of this skill taken, the penddty
fighting while blinded is reduced by 1.

Brawling/Melee —Brawling is the skill of fighting man to man
with fist, feet and other parts of the body, ittat®vers Melee
which is the ability to use knives, axes, clubs atiger hand to
hand weapons in combat. Brawling is not a traieitl sit is the
basic skill of defending oneself. Unlike Martialtdsthere are no
specialized attacks and no damage bonus per l&vgbes allow
for all the same maneuvers as a Martial art, botides no bonus
to any of them. If the character has the Savaije,Re may add
+1 per level of Rampage to Brawl/Melee damage.

Dance -The specific skill needed to become a professidaater.
A trained dancer +4 or greater can successfullgedor payment
in small clubs or dance troupes. Dancers +6 ortgrerll be
considered to professional caliber, and regulaikig gerformances
and have fans. Dancers +9 or greater are of "saditjer, have a
large number of fans, and may be recognized osttket.

Initiative - This skill determines how quickly you react to you
environment and situations. It also determines hwmy actions
you may perform in a combat round. (See Multiplidns in
Combat Rules)

Juggle -the ability to toss multiple objects into the aidgorevent
them from hitting the ground by catching and restiog them in
succession.

Martial Arts: (Style) - This skill covers any type of trained
fighting style using hands, feet, or specializedftmal arts"
weapons. You must elect a style of martial art takeé a separate
skill for each style (for example, you would haveidke Karate
and Judo separately, spending points for eachiffeculty
modifiers are listed in () next tot each skill &idtbelow.

The primary advantage to martial arts styles is ¢lagh one has
what are called key attacks; attacks that reflactiqular strengths
of style. When a key attack is used, there is tdbinus based on
the attack type and martial arts style. A full &abf key attacks is
listed in Martial Arts.

The second advantage to martial arts styles isllea¢ is a
damage bonus on attacks equal to half the levéleoMartial Arts
skill; for example, a master with a +10 Kung FulSkbuld add 5
points to his damage. This can be formidable acygmtalthough
bludgeoning head strikes do NOT double damage.

Pilot: Animal - The ability to control and ride animals.

Pilot Car/Truck - This skill allows you to pilot all ground
vehicles like cars, trucks, and hovercraft. Thifl &knot usable
for piloting aircraft. A skill +3 is equal to thaf a very good non-
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professional driver. A skill of +6 allows you toiek with the skill
of a moderately skilled race driver. A driver witkill of +8 or
greater will be nationally ship races, and possitaye access to
the most advanced ground vehicles available (agdarhe makes
an endorsement).

Pilot: Deep Dive Suit —The ability to pilot and control powered
deep sea diving rigs.

Pilot: Dirigible - The ability to pilot all lighter than air vehicles,
including cargo dirigibles, blimps and powered baiis.

Pilot: EVA — How to use EVA packs, hand held thrusters, and
other personal propulsion devices in space.

Pilot: Fixed Wing - The ability to pilot fixed wing jets and light
aircraft. Ospreys may be flown with this skill, mgt only in the
straight ahead (non-hover) mode.

Pilot: Glider — The ability to glide and control a hang glider,
parasail, or glider.

Pilot: Gyro - The ability to pilot all types of rotorwing airctaf
including gyros, copters and Ospreys.

Pilot: Heavy Machinery - The required skill to operate tractors,
treaded vehicles, extremely large trucks and coostm
equipment.

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

Pilot;: OTV — The Ability to pilot OTV’s and other small cargo or
personal type spaceraft.

Pilot: PA — The ability to pilot and control Heavy Powered Amno
Pilot; Remote —The ability to control remote operated vehicles.

Pilot: Sailing — The skill required to pilot a wind driven vessel of
any type, be it windsurfer, sailboat, or large ship

Pilot: Ship - The ability to pilot large surface ships
Pilot: Space Plane/Shuttle The ability to pilot spacecraft.

Pilot: Sub (Large/Small) —The ability to pilot a submersible
craft.

Pilot: Vectored Thrust - The skill of piloting all types of vectored
thrust vehicles, and AV-4, 6 and 7 vehicles.

Pilot: Watercraft — The ability to pilot powered boats and
personal watercraft.

Skating/Skateboarding —The Ability to ride a Skateboard,
Roller-skates, or alternatively a snowboard, swafdcor boogie
board. Skiing, either water or snow, also falldemthis skill.

Stealth/Evasion -The skill of hiding in shadows, moving silently,
evading guards, etc. A Stealth Skill of +1 is akibetlevel of a
very sneaky 10 year old stealing cookies. At +3} e able to get
past most guards, or your parents if you've beeunrgted. At +6,
you are good enough to slip smoothly from shadosvrast make



any noise. At +8, you are the equal of most Ningariers. At +10,
you move as silently as a shadow, making the Niajand like
elephants.

Underwater Maneuver - The ability to fight underwater.

Weapon: Archery - The skill required to use bows, crosshows and

other arrow-based ranged weapons. See Handguetaiisd

Weapon: Handgun -You must have this skill to effectively use
handguns of any type, including cyberware typestAtyou ca
use a handgun on a target range, through combadtilitattle
you. At +5, you are as skilled as most militaryied#fs of fancy
shooting you see on TV, and have begun to getwatpn of
being "good with gun”. A +8, you are a recognizedslinger with
a "rep". The very sound of your name makes somplpdiack
down in fear. At +10, you are a legendary gunslinfgared by all
except the stupid young punks who keep trying akét you in
innumerable gunfight challenges.

Weapon: Heavy Weapons The required skill for using grenade
launchers, autocannon, mortars, heavy machine guiasiles and
rocket launchers. A level +5 skill would be equesdito a general
military "Heavy Weapons" training course, giving thser the
ability to use any or all of these weapon types.

Weapon: Rifle - You must have this skill to use rifle/shotguns
effectively (see Handgun limitations and modifiers)

Weapon: Sub Machinegun -You must have this skill to use any
type of submachine gun effectively (see Handgudiraitations
and modifiers).

Zero-G Maneuver - The ability to move around with the aid of
gravity.

TECH

Calligraphy (European/Chinese) —The art of writing beautifully,
there are two styles, Asian and European, both britarned as
separate skills.

Cooking —The ability to prepare food.

Demolitions - This skill allows the character to be knowledgeable
in the use of explosives, as well as knowing th& beplosives to
use for which jobs, how to set times and detonatord how much
explosives to use to accomplish a desired result.

Disguise -The skill of disguising yourself to resemble somgon
else, whether real or fictitious.

Electronic Security - The skill of installing or countering
electronic eyes, electronic locks, bugs and tracersurity
cameras, pressure plates, etc. At level +3, yoyigany or install
most apartment locks and security cams. At +6,cauoverride
most corporate office locks and traps. At +9, yan enter most
high security area with impunity.

Forgery - The skill of copying and creating false documemis a
identifications. This skill Forgery also be appliedthe detection
of same; if you can fake it, you can usually tefhlee as well.

Glass Blowing -The skill of using heat and air to shape glass.

Jeweler -The ability to cut and polish stones and gems aedte
jewelry from precious metals and stones.

Jury Rig — This skill allows you to repair or construct equgmh using
items and supplies from salvaged parts and junk pexsple would not
think to use.

Makeup/Special effects The art of creating a desired effect
through the use of make-up, people with this sldh add it to
their disguise.

Med: Cryotank Operation - The required skill for operating,
repairing and maintaining life suspension and bailing
devices. A minimum skill of +4 is required to chdibwn a healthy
person. A minimum skill of +6 for chilling a woundi@erson.

Med: First Aid - This skill allows the user to bind wounds, stop
bleeding, and revive a stunned patient. (See Traleaan for
details).

Med: Pharmaceuticals -The skill of designing and manufacturing
drugs and medicines. A minimum Chemistry skill dfis

required. At +4, you can make aspirin. At +6, yam enake
hallucinogenics or antibiotics. At level +9 you dauild designer
drugs tailored to individual body chemistries.

Med: Surgery - The ability to cut into a living thing and remove,
implant, or make repairs.

Origami - The art of folding paper to look like other things.

Paint or Draw - The skill of producing professional drawings. A
skill of +3 allows you to produce salable "modeant. A Skill of
+6 will produce artwork that is recognized end emxtely pleasant
to eye - as well as salable. An artist with a SKil#8 or greater
will be nationally known, have exhibitions in galks, and have
other lesser artists studying his style in art.

Photography & Film - The skill of producing professional caliber
photographs or video. A skill of +2 allows you t@ke decent
home movies. A Skill +4 or better creates work ¢d@af winning
amateur contests. A Skill of +6 or better will puoe work of the
level of the average magazine cover or rock videphotographer
or cinematographer with a Skill of +8 is known gndbably
famous.

Pick Lock - The skill required to pick locks and break intoleda
containers and rooms. At +3, you can jimmy mosipééntocks. At
+6 you can crack most safes. At +9 or better, yeeha rep as
master crackman, and are known to all the majoreptain the
Cyberpunk world.

Pick Pocket/Sleight Of Hand -The required skill for picking
pockets without being noticed, as well as "shaplift small items.
For ideas on levels of ability see Pick Lock. Tdliso covers
Sleight of Hand, the skill of making small objedisappear and re-
appear by using misdirection, nimble hand and fimgevements,
and other tricks.

Play Instrument - The skill of knowing how to play a musical
instrument. You must take this skill separatelydach type of
instrument played. A skill of +4 or higher will diifg your
character to play professional "gigs". A Skill & and above will
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gain some professional acclaim, possibly with rdoay contracts
and command performances. At +10, you are widetlasroed,
have lots of Grammy'’s, and regularly jam with tlegwbest.

Rope Use -The ability to use a rope effectively, tie knotis. e
Sculpt — The ability to create 3-dimensional works of art

Sewing —The art of using needle and thread to make clothing
blankets, etc... Knitting, quilting, crocheting, andaving also
fall under this skill.

Tattooing (Electric/Hand-picked) — The art of using needle and
ink to decorate or mark the body.

Tech: Aero - The required skill for repairing fixed wing airctaf
including Ospreys, jets, and light aircraft. Witlskill of +3, you
can perform most routine maintenance tasks. Wgkith of +6,
you can do engine tear downs and major structapairs. With a
Skill +9 or better you are capable of designing building your
own aircraft.

Tech: AV - The required skill for repairing all aerodyne vébs
At +3, you can perform routine maintenance. At y@j can tear
down engines and modify an AV. At +10, you can gesjiour
own AV’s on common airframes.

Tech: Basic -The required skill for building or repairing simple
mechanical and electrical devices, such as caneagri oasters,
etc... With a Basic Tech Skill of +3, or betteruyzan fix minor
car problems, repair basic wiring, etc. A Basic T &&kill of +6 or
better can rebuild an engine, etc. A Basic TecHi 8ki+9 or better
can put together a race car engine, and mainteirstnial
machinery. However, they do not know enough spieeidl
knowledge to apply it to complex things such aserait (just like
Mr. Goodwrench) doesn't know how to build and senan F-16).

Tech: Carpentry — The ability to cut, mold, and utilize wood for
construction or aesthetic purposes.

Tech: Cyber - The required skill for repairing and maintaining
cyberware. At level +2, you can keep your cyberviareed up
and replace its power batteries. At level +6, yan strip down
most cyberware and even make simple modificatidhtevel +8,
you can design your own cyberware to order. Tkiisaso
covers Robotics.

Tech: Cyberdeck Design The required skill for designing
cyberdecks. At level +4, you can modify an existiytperdeck for
greater speed or memory. At level +6, you can desgideck equal
to most existing designs. At +8, you can desigrkdélcat are
substantially improved over existing designs.

Tech: Electronics -The required skill for maintaining, repairing
and modifying electronic instruments such as coersuipersonal
electronics hardware, electronic security systeras)eras and
monitors.

Tech: Gyro - The skill or repairing and maintaining rotorwing
aircraft such as helicopters and ospreys.

Tech: Metal Smith - Forging, and shaping metal objects, includes

metallurgy, or the ability to mix ores to create thost suitable
metals.
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Tech: Marine - Ability to repair boats, ships, docks S.C.U.B.A.
gear, and other marine equipment.

Tech: Powered Armor -The ability to repair Powered Armor and
Linear Frames.

Tech: Pressure Suit -The skill required to repair a pressure suit.
Tech: Spacecraft -The ability to repair spacecraft.

Tech: Submarine -The ability to maintain and repair
submersibles of all types.

Tech: Weaponsmith -The skill for repairing and maintaining
weapons. At level +2, you can do repairs and f#igpping. At
level +6, you can repair all types of weapons aadtersimple
modifications. At level +8 you can design your oweapons to
order.

Tech: Wetware Design -The ability to design and create direct
neural interface cyber and bioware.

Traps and Snares -The ability to create booby traps, snares, and
other nasty surprises.

Typing - The skill of using a type writer, word processar, o
keyboard, skill x 10 determines amount of wordsrpawute typed.

Video Manipulation — The skill of altering video or photographs,
or using the computer as an artistic medium.




LANGUAGES

Expanded Language Groups

Once you've learned one language in a linguistidlfa you may
learn any other language in that family at -1 #® tlormal IP cost.
The values in parentheses are the IP multipliertefirning
languages in that family. Each language requiresparate Know
Language Skill, however one may use the knowledge o
particular Language with up to 1/2 (round down)figiency with
any language in the same linguistic family, and alsn act as an
Expert: Social at half value for the language group

Albanian

Armenian

Australian Aboriginal

Baltic: Latvian (Lettish), Lithuanian

Basque

Celtic: Breton, Irish Gaelic, Manx, Scottish Gaelic, Welsh
Creole & Patois: French Creole, Rasta-Patois

Dravidian: Gondi, Kannada, Kurukh, Malayalam, Tamil, Telugu,
Tulu

Esperanto

Finnic: Cheremis, Estonian, Finnish, Karelian, Lapp (sami),
Livonian, Mordvin, Veps, Votyak, Zyrian

Germanic: Afrikaans, Danish, Dutch, English (Australia, Caaad
USA, UK), Flemish, Frisian, German (Germany, Austri
Switzerland), Icelandic, Norwegian (Bokmal & Nynkys
Swedish, Yiddish

Greek

Hamitic: Beja, Berber, Galla, Hausa, Somali, Tuareg

Indic: Assamese, Bengali, Bhili, Gujarati, Hindi, Konkani,
Marathi, Oriya, Punjabi, Rajasthani, Sindhi,

Sinhalese, Urdu

Indo-Iranian: Baluchi, Kurdish, Farsi (Persian), Pushtu
Japanese

Khoisan: Bushman, Hadza, Hottentot, Nama, Sandawe
Korean

Loglan/Logical Language

Malayo-Polynesian/Pacific Island Group:Bahasa, Cebuano,
llocano, Javanese, Kiriwina, Madurese, Malayan, filao
Melanesian, Micronesian, Misima, Panay-HiligaynBolynesian,
Samar-Leyte, Samoan, Sundanese, Tagalog (Filipiradiga
Mon-Khmer/Annamite: Cambodian (Khmer), Mon, Viethamese
(Annamese)

Mongolic: Khalkha (Mongolian)

Niger-Kordofanian/African: Anyi, Ashanti, Azande, Bantu,
Bassa, Baule, Bemba, Birom, Bulu, Efik, Ewe, Fdrante, Fula,
Ganda, Ibo, Igbo, Kikuyu, Kituba, Kongo, Kpele, Ktwba,
Lunda, Makua, Mande, Mbundu, Mende, More, Mossialsg
Ngbaudi, Nyamwezi-Sukuma, Nyanja, Rundi, Rwand@angh

Sotho, Sukuma, Swabhili, Temme, Tiv, Tswana, Twi,l8¥0
Xhosa, Yao, Yoruba, Zande, Zulu

Nilotic: Bagirmi, Dinka, Fur, Kanembu, Kanuri, Koman, Luo,
Maban, Masai, Nuer, Sango, Shilluk, Songhai, Wadai
Papuan: Dayak, Negrito, Papu

PC-Speak:Based on corp's native language

Romantic: Catalan, French (French, Canada), Galician, Italian
Latin, Portuguese (Portugal, Brazil), Provencalmaaian,
Sardinian, Spanish

Semitic: Amharic, Arabic, Harari, Hebrew, Neo-Aramaic, Tigré
Tigrinya

Sign Language:Hand Jive, American SL, English SL, Japanese
SL, Russian SL, Danish SL, French SL, German Slry€gian
SL, Swedish SL

Sino-Tibetan (3): Burmese, Cantonese, Hakka, Hmong, Kashmiri,
Lao, Mandarin, Min, Nepali, Shan, Siamese, Thdietan, Wu,
Yueh

Slavic: Bulgarian, Balarusian, Czech, Georgian, Macedonian,
Polish, Russian, Serbo-Croatian, Slovak, Sloverkeaidian
Streetslang:1/2 level when used in a foreign country

Turkic: Azerbaijani, Chuvash, Kazakh, Kirghiz, Tatar, Turki
Turkish, Uzbek, Yakut

Ugrian: Hungarian (Magyar), Ostyak, Vogul

Native American Languages

Algonquian: Algonkin, Arapaho, Blackfoot, Cheyenne, Cree,
Micmac, Mohican, Obibwa, Shawnee, Wiyot, Yurok [Stdiic
Canada, East, South West, Great Plains]

Athabascan: Apache, Chipewyan, Navaho [Subarctic Canada,
SW]

Caddoan: Caddo, Pawnee, Wichita [Great Plains]

Haida [NW Coast]

Inuit (Eskimo-Aleut) [Arctic coast & Greenland]

Iroquoian: Cayuga, Cherokee, Erie, Huron, Iroquois, Mohawk,
Onandago, Oneida, Seneca, Tuscarora [East]
Macro-Chibchan: Guaymi, Paez, Warao [Central]

Mayan: Guatemala, Kekchi, Mam, Quiché-Tzutujil-Cakchique,
Yucatan [South and Central America]

Muskhogean: Chickasaw, Choctaw, Creek, Seminole
Otomanguean:Mixtec, Otomi, Zapotec [Central America,
Mexico]

Salishan:Chehalis, Okanagon, Salish [NW Coast]

Siouan: Catawba, Crow, Dakota, Hidatsa, Lakota, Omaha, ©sag
[Great Plains]

South American Indian: Arowakan, Aymara, Cariban, Guarani,
Mapuche, Quechua, Tupi-Guarani

Tlingit [NW Coast]

Uto-Aztecan/ShoshoneanAztec, Comanche, Hopi, Nahuatl,
Paiute, Papago [SW], Pima [SW], Shoshoni, Ute [GBeeasin,
Mexico, Central America]
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MARTIAL ARTS STYLES

STYLE BONUSES

This is a list of bonuses provided by each martiart, as well as the IP modifier required to learn hem. The IP modifier is what you
multiply your Earned or General IP by in order to increase the skill, Thus to go to level 1 in a masl art with an IP modifier of 3
would cost 30 points instead of 10, while to go fre 5 to 6 would cost 150 points instead of 50. Thist is merely a very small sample,
intended for beginners, or for GM’s who wish to kep things simple. For a much more expansive and cqtete list please see The
Ultimate Martial Arts list Available at Datafortres s 2020.

Sample Style I\/IIEd Sér;l(set/ Punch | Kick | Disarm  Sweep Block @ Dodge | Grapple Throw | Hold Choke Escape Ram
Brawling/Melee Q) - - - - - - - -
Martial Art 1 (Offensive) 2) - 2 3 - - 1
Martial Art 2 (Defensive) 2) - - - - 1 1 1 1 1 1 1
Martial Art 3 (Weapon) 2) 3 - - 1 - - -

STYLE DESCRIPTION

Brawling/Melee - This is not really a martial art, it is untrained
fighting, included here to show the difference. iWit has no IP
modifier to learn, it also does not provide any lsss to
maneuvers or damage.

Martial Art 1 (Offensive) - This basic martial art is centered
around attacking and doing as much damage as pmssith the
most emphasis on kicks and punches. This styledisative of
Muay Thai, Tae Kwan Do, and other “Hard” styles.

Martial Art 2 (Defensive) - This basic martial art focuses entirely
on defense. Its main goal is to avoid being hit eenters around
the Block and Dodge maneuvers, as well as disaryong foe. It

is indicative of the “Soft” styles, such as Judd &ikido.

Martial Art 3 (Weapon) - This martial art is focused on weapon
training, and as such is geared towards both céfansl defense
with the chosen weapon(s). Examples of similaestinclude
Kendo, Escrima, and Agrippa.

CREATING YOUR OWN MARTIAL ARTS:

No martial art has less than a (2) IP modifierisTeflects the
physical, mental, and spiritual dedication necesgatearning a
martial art. The formula for creating the existimgrtial arts
presented above, and for creating your own newiahants is:

MARTIAL ARTS DIFFICULTY MODIFIERS:

DIFFICULTY MODIFIER (2)= |1+1D6 in MArt bonuses

DIFFICULTY MODIFIER (3)= |7+1D6 in MArt bonuses

DIFFICULTY MODIFIER (4)= [13+1D6 in MArt bonuses

DIFFICULTY MODIFIER (5)= [19+1D6 in MArt bonuses

So a martial art with a +4 Kick, a +2 Punch, andlaBlock would
have an IP modifier of 2, while a martial with 2oBk +5, a Dodge
+4, a Sweep +3, a Hold +2, a Grapple +1, and aw ktbwould
have an IP modifier of 6.

ATHLETICS AND ENDURANCE: Having skill in Endurance
AND Athletics allows you to drop the Difficulty mdier by 1
point (minimum +2 modifier). However this only vkaras long as
your Athletics and Endurance skills are equal ghir than your
martial arts skill. If your Martial art skill risehigher than these
two skills the difficulty modifier reverts to norra

MULTIPLE MARTIAL ARTS: When reading the rules you may
say to yourself, "What's the point, you can onlg agse at a time
anyway, so one offensive and one defensive isradkeld, its all |

can use anyway right?" Well... kind of. True if yoave a 4 in one
and a 2 in another you can't add them togetheeta & when

trying to kick someone, but what you can do is tieehighest
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value bonus from your various martial arts. Say ave a martial
art with a punch of 4 and a block of 1, and yoletakother martial
art with a punch of 2 and a block of 3, you keepphnch of 4
from the first martial art, and use the block df@n the second,
so you keep the highest bonus given of any mattajou know,
though you must use the martial art that provitias bonus. If
you already know a Matrtial Art (including Brawl!/Med) you may
reduce the IP modifier of learning a new Martiat By 1
(minimum of 1) until the new Art reaches the sameel as the old.
If the new Martial Art has a lower IP modifier thtre old one,
you may reduce the modifier by 2 (minimum of 1)s thffect
stacks with the modifier reduction from AthletiasdaEndurance.

DAMAGE: Damage is figured by addindALF the level of your
martial arts skill (only the applicable one) to yBOD damage
modifier and the roll of the dice. Unlike actualntie arts, Brawl
Melee users do not get a bonus to damage (unlesshtracter has
Rampage which gives a bonus equal to the Speciityievel).

WEAPONS: Depending on the martial art learned, it also might
teach the use of a variety of weapons. Anythini wistrike
bonus offers weapons training. For every poirtlaftial Art skill
you have (providing it has a strike bonus, or imiebow otherwise
tied to a weapon) you may choose 2 melee weap@s tiyp
master. Alternatively, you may choose Weapon Masthich
only allows for 1 weapon to be learned at everglebut gives
you a +1 to your Strike/Cast bonus, or you may skdo be a
Weapon Specialist, which limits you to 1 weaponrg&levels,
but provides a +1 to Strike/Cast and a +1 to Blebken using a
weapon. Using a melee weapon type untrained rasuts3 to hit.

WHY TAKE A MARTIAL ART:  With all the rules and
complications associated with martial arts, you meysking
yourself “why not just take brawling/melee?” Thesever is
simple, you can just take Brawling/ Melee, butdhsidered an
untrained form of fighting, and as such it providese of the
bonuses to maneuvers that the martial arts dojoes it provide
the full bonus to damage. With Brawling/Melee tdy damage
to bonus you receive is the one derived from ytrengjth (unless
the character has the Savage Role which gives ¢hieomus equal
to their Rampage). Martial Artists add half tHewel to damage.
They spend years training; they know where toanit] how to hit.
They learn how to effectively maneuver their bod@sscape, and
to use their opponent’s strength and momentum agtiam.

They train their bodies to instinctively react ttuations. Brawlers
on the other hand simply swing away. For charadtet only
fight as a last resort, Brawling/Melee is good &wérso they are
not completely defenseless, but anytime they gagginst
someone who has been trained to fight, they ameggoi be in a
world of hurt



NON COMBAT TASK AND SKILL RESOLUTION

The use of most skills is fairly self-explanatongw to implement
non-combat skills however, can be somewhat tricklying on a
great deal of both GM and Player interpretation. nTake it just a
bit easier, here is a simple table you can useterchine the
relative difficulty of any given task.

Easy ..oovvvviiiieneiiiinn, 1
Average .........cceeueeen. 1
Difficult ..., 20
Very Difficult ........... 25

Nearly Impossible ... 30

Of course the difficulty can be modified by cousieconditions.
The next table provides a few examples of Taskidiffy
Modifiers, and may provide an invaluable resou&M'’s in
determining the relative difficulty of any giversta

DIFFICULTY MODIFIERS

Complex repair ........cccccvvveeeeeeeeeeeneeins +2
Very complex repair .......cccccvvvveeennnn.n +4
"It's never been done before" .............. +6
Don't have the right parts .................... +2
Don't have the right tools ..................... 3+
Unfamiliar tools, weapon, vehicle ........ +4
UNder StreSS ...oooueeeiiiieeeeeee e +3
Under attack .......ccccuveeeeeiiiiiannne, 3io 4
Wounded .......cccooceeiiiiiiiiiiiiieee. 210 6
Drunk, drugged or tired ....................... +4
Hostile environment ............................t4
Lack of instructions for task ................ +2
Other characters "kibitzing" ............... +3
Has never performed task before ........ +1
Difficult acrobatics involved ................. +3
Very difficult acrobatics involved ........ +4
Impossible acrobatics involved ............. +5
Information hidden, secret, obscure ... +3
Well-hidden clue, door, panel ............... +3
Complex program ........ccceeeeeeeeenvennnen. +3
Very complex program ..........cccceeeeeneeee +5
Complex l0CK .....ooeeveeiiiiiiiiiiiieeeeeaee +3
Very complex [0CK ..........ueeeeiieiiiiiiiinns +5
Target on guard or alerted ................. +3
Brightly litarea .........cccccceeveeeee i +3
Insufficient light ..o iiiioen +3
Pitch blackness .........cccocciviiiiennnne, +4
Secretive task under observation ........ +4
Add LUCK points ..........ccccuveeeeeen. -ltod
Manipulation with natural claws ........ +3
Cybercontrols ........ccccooiiiiiiii s -2
Mag-Duct spots & cybercontrols ............ -1
Model 100 plugs & cybercontrols .......... +2
Excellent tools/ equipment .............. -1to-2
Excellent conditions ........................ -1t@-
Rushing the task .........ccccccceieeniiiinnnnnn +2

Finally this last table gives a small sample oftihee it may take
to complete any given task.

HOW LONG WILL IT TAKE?

Fix simple electronic device or gun .. 5 min

» =

Fix complex electronic device ......... 20 mir
Fix a laser, taser, or maser ............. 10 min
FiX @I v 5-6 min
Fix an engine ......cccccceeeiiiiiiinnnen. 10-20m
Rebuild an engine ......cccceeviiiciinnnnnen. 2 day
Look for hidden object ................... 2-5 min
Open simple mechanical lock ....... 1-2 min
Open complex mechanical lock ...5-10 min
Open simple electronic lock ......... 3-4 min
Open complex electronic lock ..... 5-10 minp
Search a database ...........cccoo.... 5-20hm
Designh a computer .........ccccee...... 1-3 day
Put on a disguise .........cccccuvvieeeennnn. 3 min
Decryption .......cccveeeeeiiiiiinnen, 100hsill

From here a GM and/or Player should be able edstigrmine the
necessary requirements for most tasks and situgatiat might
come up in the course of a game.
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PART 4: BREATHING LIFE INTO YOUR CHARACTER

LIFEPATH
Lifepath is a flowchart of "plot complications”, designed to help you give your character an authentibackground. Its seven sections
cover national and ethnic origins, your family, friends, enemies, personal habits and even key evenisa yearly basis. It's intended
primarily as a guide; if you encounter something ya don't think fits the character you've envisionedfeel free to change the path as you
see fit. Use the back of your Character Sheet to cerd your Lifepath. Remember; the game hinges on tte-playing, so make use of the
information in your Lifepath run. The following is a basic Lifepath, suitable for any setting or genre For additional Lifepath charts

for a specific setting/genre please refer to suppieents or products geared towards those lines (Cybpunk 2020 Ultimate Character
Generation available at Datafortress 2020, and othesetting specific supplements from R. Talsorian Ganes). You may also easily
create your own.

Origins and Personal Styl SOMETHING HAPPENED TO YOUR PARENTS Choose or
roll one:

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

1 | Your parent(s) died in warfare
DRESS & PERSONAL STYLE 2 | Your parent(s) died in an accident
Roll 1D10 three ti_mes (once per co_Iumn) to d_ecidi_laWour style 3 | Your parent(s) were murdered
is. Or simply decide for yourslf, Lifepath is aideline nt arule. 4 | Your parent(s) have amnesia and don't remember yo
Die | Clothes Hairstyle Affectations 5 | You never knew your parent(s)
Roll 6 | Your parent(s) are in hiding to protect you
Leather Mohawk Tattoos 7 | You were left with relatives for safekeeping
2 Casual Long & Ratty | Glasses, Goggles ['g™ | You grew up on the Street and never had parents
: : or Mask 9 | Your parent(s) gave you up for adoption
2 ng;i)?;;nble Short\ic/iaplked gl((:)?/ress 10 | Your parent(s) sold you for money
_ Go to FAMILY STATUS
5 Robes or Dresses Bald Nose Rings
? ngzr;e;srhlon '?i:'zggd Con E?;”g?:ans FAMILY STATUS Choose or roll one:
3 Common Afiire Neat short Ogd Fgotwear 1-6 Eamily status in danger, and you risk losing earything
. (if you haven't already). Go to FAMILY TRAGEDY
9 Nude Short, curly II\D/leeTj(;élil?c:r?r 7-10 | Family status is OK, even if parents are missing or
10 Second Hand Long, straight Rings dead. Go to CHILDHOOD ENVIRONMENT
CHILDHOOD ENVIRONMENT Choose or roll one:
. : 1 | Spent on the Street with no adult supervision
Where you come from determines your native languaggtom 5 s . .
. . . pent in a safe middle class area
and allegiances. In settings that allow for maititural/ethnic 3 1 n a Nomadic aroup wanderina from balce 10 place
backgrounds, in this situation choose one of then@tes and 2 Tnad ¢ic group i 9. hb ph q P
Languages from the main list in the skill sectidrhis is your N a decaying, once upscale Neighbornoo
native language, which you speak at +8. In addityon also > In a defended area of a the large City
automatically know how to read and write this laage, unless the 6 | In the heart of a ghetto
setting, character concept, or GM forbids it. 7__| In a small village or town
8 In a large commune
9 | In the sea
Who are you, and where did you come from? Everydwdya 10 | On afarm
story and past they're trying to live with. Whatairs? Go to SIBLINGS
FAMILY RANKING Choose or roll one: FAMILY TRAGEDY Choose or roll one:
1 Wealthy Family 1 | Family lost everything through betrayal
2 Middle Class 2 | Family lost everything through bad management
3 Laborers 3 | Family exiled or otherwise driven from their original
4 Wandering Family home
5 Sailors or Fishermen 4 | Family is imprisoned and you alone escaped
6 Bandits or OQutlaws 5 | Family vanished. You are only remaining member
7 Urban Criminals 6 | Family was murdered/killed and you were only surivor
8 Peasants 7 | Family is involved in long term conspiracy, orgaization
9 Destitute and Homeless or association, such as a crime family or revolutioary
10 Communal group
Go to PARENTS 8 | Your family was scattered to the winds due to mfsrtune
9 | Your family is cursed with a hereditary feud thathas
PARENTS Choose or roll one: lasted for generation
1-6 | Both parents are living. Go to FAMILY STATUS 10| You are the inheritor of a family debt; you musthonor
7-10 | Something has happened to one or both pareno to this debt before moving on with your life
SOMETHING HAPPENED TO YOUR PARENTS Go to CHILDHOOD ENVIRONMENT
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You may have up to 7 brothers/sisters. Roll 1D10.i4 equal to
the number of siblings you have. On 8-10, you areraly child.
For each brother or sister:

1) Roll 1D10. Even: the sibling is male. Odd: the sibig if

female.
2) Roll age, relative to yourself
1-5= older
6-9 = younger
10 = twin

For each sibling, choose or roll their feelings ahg you:
1-2 Sibling dislikes you

3-4 Sibling likes you
5-6 Sibling neutral
7-8 They hero worship you
9-10 They are hate you

Go to MOTIVATIONS

MOTIVATIONS AND LIFE EVENTS

What makes you tick? Will you back up your friermatsyo for the
main chance? What's important to you?

PERSONALITY TRAITS Choose or roll one:

HOW DO YOU FEEL ABOUT MOST PEOPLE Choose or
roll one:

1- | Neutral

2

3 | like almost everyone

4 | hate almost everyone

5 People are tools. Use them for your own goals and

discard them

Every person is a valuable individual

People are obstacles to be destroyed if they csome

People are untrustworthy. Don't depend on anyone

Wipe'em all out and give the place to the cockrades

RO

0 | People are wonderful

YOUR MOST VALUED POSSESSION Choose or roll one:

A weapon

A tool

A piece of clothing

A photograph

A book or diary

A recording

A musical instrument

A piece of jewelry

A toy

PO |NOO|OARWIN|F-

0 A letter

Shy and secretive

Rebellious, antisocial, violent

Arrogant, proud and aloof

Moody, rash and headstrong

Picky fussy and nervous

Stable and serious

Silly and fluffheaded

Sneaky and deceptive

Intellectual and detached

PO |INOO|ARWIN|F-

0 Friendly and outgoing

PERSON YOU VALUE MOST Choose or roll one:

A parent

Brother or sister

Lover

Friend

Yourself

A pet

Teacher or mentor

Public figure

A personal hero

PO INOOA~WIN|F

0 No one

WHAT DO YOU VALUE MOST Choose or roll one:

Money

Honor

Your word

Honesty

Vengeance

Love

Power

Having a good time

1
2
3
4
5 Knowledge
6
7
8
9
1

0 Friendship

Go to Life Events
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LIFE EVENTS

You know where you came from and what you look.liKew let's take a look at the major events thadengou what you are. Roll 2D6+16 to
determine your character's age, or pick any ager Yeater. For each year of your character'gkifgt age 16, roll 1D10, check the chart

below, and go to that section of the Lifepath. Whiegtpens there is the major event that shapedcgyauacter's life for that year. When you're
done, come on back here and roll the next yeaiis event.

1-3
4-6
7-8
9-10

BIG PROBLEMS BIG WINS

Living on the Edge means taking big risks. Thisrygau took some serious chances. Did it pay offidryou go down in the street? Roll
1D10. On an even roll, you scored big. On an odldyou took a hit

DISASTER STRIKES! Roll 1D10:

Big Problems, Big Wins

Friends & Enemies
Romantic Involvement

Nothing Happened That Year

some type of mental or physical breakdown. Roll 100 1-
3, it's some type of nervous disorder, probably fron a
disease - lose 1 pt. REF. On 4-7, it's tome kind afental
problem; you suffer anxiety attacks and phobias. Lee 1
pt from your CL stat. 8-10, it's a major psychosisYou
hear voices, are violent, irrational, depressive. ase 1 pt
from your CL, 1 from REF.

Go To WHAT ARE YOU GOING TO DO ABOUT IT?
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1 | Financial Loss or Debt: Roll 1D10x100. You havest this
much money. If you can't pay this now, you have aabt to WHAT ARE YOU GOING TO DO ABOUT IT? Choose or
pay, in cash - or blood. roll one:

2 | Imprisonment: You have been in prison, of possilglheld 1-2 | Clear your name
hostage (your choice). Roll 1D10 for length of 3-4 | Live it down and try to forget it
imprisonment in months. 5-6 | Hunt down those responsible and make them pay!

3 | lliness or addiction: You have contracted eithean illness 7-8 | Get what's rightfully yours
or drug habit in this time. Lost 1 pt of REF permarently 9-10| Save, if possible, anyone else involved in thiguation
as a result. Go back to LIFE EVENTS AND ROLL THE NEXT YEAR

4 | Betrayal: you have been backstabbed in some marme
Roll another D10. 1-3, you are being blackmailed.-Z, a YOU GET LUCKY! Roll 1D10:
secret was exposed- 8-10, you were betrayed by ase 1 | Make a Powerful Connection in City Government. Rt
friend in either romance or career (you choose). 1D10. 1-4, it's with Law Enforcement 5-7, it's withthe

5 | Accident: You were in some kind of terrible acciént. Roll Prosecutors. 8-10, it's with the Mayor's Office.
1D10. 1-4, you were terribly disfigured and must shitract 2 | Financial Windfall: Roll 1D10x100 for monetary anount.
-5 from your ATT. 5-6, you were in recovery for 1DD 3 | Big Score on job or deal! Roll 1D10x100 for monaty
months that year. 7-8, you have lost 1D10 months of amount.
memory of that year. 9-10, you constantly relive 4 | Find a Sensei (teacher). Begin at +2 or add +1 &oMartial
nightmares (8 in 10 chance each night) of the acadt and Arts Skill of your choice.
wake up screaming. : 5 | Find a Teacher: Add +1 to any INT based skill, obegin a

6 | Lover, friend or relative killed: You lost someore you new INT based skill at +2.
really cared about. 1-5, they died accidentally. -8, they 6 | Powerful Merchant or Bureaucrat owes you one fawo
were murdered by unknown parties. 9-10, they were 7 | Local Nomadic Group befriends you. You can call pon
murdered and you know who did it. You just need the them for one favor a month, equivalent to a Family
proof. : Special Ability of +2.

7 | False Accusation: You were set up. Roll 1D10. 1-te 8 | Make a Friend on the Police or Guard Force. You @y
accusation is theft. 4-5 it's cowardice. 6-8 it's oTder. 9 use him for inside information at a level of +2 Steetwise
it's rape. 10, It's lying or betrayal. on any police related situation.

8 | Hunted by the Law: You are hunted by the law (for 9 | Local criminal organization likes you. You can c upon
crimes you may or may not have committed (your chog). them for 1 favor a month, equivalent to a Family Spcial
Roll 1D10. 1-3, only one or two police or guards wd you. Ability of +2. But don't push it.

4-6, it's the entire local authority. 7-8 it's theregional 10 | Find a Combat Teacher. Add +1 to any weapon skivith
authority. 9-10, you are wanted nation wide. the exception of Martial Arts or Brawling, or begin a new

9 | Hunted by a Private Force: You have angered some combat skill at +2.

Militia or Military. Roll 1D10. 1-3, it's a small, local
group. 4-6, it's a larger group with influence. 7-8it's a Go back to LIFE EVENTS AND ROLL THE NEXT YEAR
regional group controlling a wide area. 9-10, it'sa,
national group.
10 | Mental or physical incapacitation: You have expgenced



FRIENDS AND ENEMIES

Living on the Edge means you don't do things hajffweour
friends are tight, and your enemies ruthless. ifighere, it's
because your social life took a major turn (for wase?) this
year.

Roll 1D10. On a 1-5, you made a friend. On a 6-19pu made
an enemy.

MAKE AN ENEMY

You've gotten in someone's face. Enemies are aoiie, so
don't skip this step. For each enemy, choose drdeglon 1D10.
EVEN = Male

ODD = Female
This enemy is (choose or roll One):

HAT ARE YOU GOING TO DO ABOUT IT?

If the two of you met face to face, the injured paty would most
likely (Choose or roll one):

1-2 | Gointo a murderous killing rage and rip his fae off!

3-4 Avoid the scum

5-6 Backstab him indirectly

7-8 Ignore the scum

9-10 | Rip into him verbally

Go to WHAT CAN HE...

WHAT CAN HE THROW AGAINST YOU?

What kind of forces can your enemy put on the tabl¢o stop
you? (Choose or roll one):

Ex friend

Ex lover

Relative

Childhood enemy

Person working for you

1-3 Just himself

4-5 Himself and a few friends

6-7 An entire Gang

8 A small Corporation

9 A large Corporation

10 An entire Government Agency

Person you work for

Partner or co-worker

Booster gang member

OO|INO(OAWIN|F-

Corporate Exec

10 Government Official

Go to THE CAUSE

THE CAUSE

This enmity started when one of you (choose or rotine):

1 Caused the other to lose face or status

Caused the loss of a lover, friend or relative

Go back to LIFE EVENTS AND ROLL THE NEXT YEAR

Who is this person? Move over to Personal StyleMativations
and make a few rolls to find out what your friemdeoemy is like.

MAKE A FRIEND

You lucked out and made a new friend (a rare oecuee In the
Cyberpunk world). For each new friend, choose drsex on
1D10:

EVEN = Male

ODD = Female

Choose or roll your relationship to this friend:

2

3 | Caused a major humiliation

4 | Accused the other of cowardice or some other persal
flaw

Like a big brother/sister to you

Like a kid sister/brother to you

1
2

5 | Caused a physical disability: (Roll 1D6. 1=2 loseye. 3- 3 A teacher or mentor

4=lose arm. 5-6=badly scarred) 4 A partner or co-worker

6 | Deserted or betrayed the other 5 An old lover (choose which one)

7 | Turned down other's offer of job or romantic invovement 6 An old enemy (choose which one)

8 | You just didn't like each other 7 Like a foster parent to you

9 | Was a romantic rival 8 A relative

10 | Foiled a plan of the other's 9 Reconnect with an old childhood friend
1

Go to WHO'S MAD

HO'S MAD? Choose or roll one

0 Met through a common interest

1-4 They hate you
5-7 You hate them
8-10 The feeling's mutual

Go to WHAT ARE YOU GOING TO DO...

Go back to LIFE EVENTS AND ROLL THE NEXT YEAR

Who is this person? Move over to Personal StyleMativations
and make a few rolls to find out what your friemdeoemy is like.
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Romantic Life

There's more to life than just combat and bad teeRkmance is
also part of living on the Edge. If you're heranemtic action was
your major event this year. Start with HOW IT WORBBUT:

HOW IT WORKED OUT Roll one, then go to that section

1-4 HAPPY LOVE AFFAIR (go back to LIFE EVENTS)

5 TRAGIC LOVE AFFAIR

6-7 LOVE AFFAIR WITH PROBLEMS

8-9 | FAST AFFAIRS AND HOT DATES (Go back to LIFE
EVENTS)

10 COMPLICATED LOVE AFFAIR

LOVE AFFAIR WITH PROBLEMS Choose or roll one:

Your lover's friends/family hate you

Lover's friends/family use any means to get ridfoyou

Your friends/family hate your lover

One of you has a romantic rival

You are separated in some way

You fight constantly

You're professional rivals

One of you is insanely jealous

OO (NO(U|A[WIN|F

One of you is "messing around"

10 | You have conflicting backgrounds and families

Go back to LIFE EVENTS AND ROLL FOR NEXT YEAR

TRAGIC LOVE AFFAIR Choose or roll one:

Lover died in accident

Lover mysteriously vanished

It didn't work out

A personal goal or vendetta came between you

Lover kidnapped

Lover went insane

Lover committed suicide

Lover killed in a fight

OO (N[O WIN|F

Rival cut you out of the action

[En
o

Lover imprisoned or exiled

Go To MUTUAL FEELINGS

COMPLICATED LOVE AFFAIR Choose or roll one:

1 -2 | Someone got preg and now you have a kid

3 Your old lover just secretly showed up

4 Their old Lover just secretly showed up

5-7 | One of you had a kid in the past , they just showedp
8 You have a terrible secret you're hiding from them
9 An old enemy of yours just showed up

10 An old enemy of theirs just showed up

Go To MUTUAL FEELINGS

MUTUAL FEELINGS Choose or roll one:

They still love you

You still love them

You still love each other

You hate them

They hate you

You hate each other

You're friends

No feeling's either way; it's over

OO (N[OOI WIN|F

You like them, they hate you

10 They like you, you hate them

Go back to LIFE EVENTS AND ROLL FOR NEXT YEAR

Was it worth the pain? Move over to the PersongkeSind
Motivations Sections and make a few rolls to find what your
lover was like and whether you'd do it all overiaghhe/she
walked back into your life.
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MISCELLANEOUS CHARACTER CREATION
RULES

These are optional rules; their inclusion is at GMdiscretion.

Innate Abilities

Characters may possess natural traits that make jthst a bit
specialLuck can be used to modify the die roll.

Ambidexterity: to determine whether a character is Ambidextrous
or not, roll above an 80% on a percentage PollAmbidextrous
character can use both hands with equal proficieameg takes no
penalty for doing solt also allows the character to take an extra
20 skill points (usable only on TECH or REF skilig)ring
character generation.

Eidetic Memory: to determine if a character has a photographic
memory roll above a 90% on a percentage fottharacter with
Eidetic Memory has a 20% chance to recall anythim$pas seen,
heard, or read. It also allows the character te takextra 20 skill
points (INT skills only) during character generatio

Eidetic Reflexes:(the ability to copy any physical act once it has
been observed) roll above a 99% on a percentabé\roharacter
with Eidetic Reflexes can learn Martial Arts, DanoeBrawl/
Melee as though they were one level lower (IE: &e raise a skill
from 5 to 6 by only paying the cost required teeait from 4 to 5.)

Double Jointed: roll above 80% (plus 4% for every point of BOD
over 5) on a percentage roll. A Double Jointedatter gets an
automatic +4 to all Grapple, Hold, and Escape gitenhey may
also fit themselves into places considered too Iimahormal
humans, within reason.

Bloodlust: Roll above 50% (plus 5% for every point of EMP).
This allows a character a -4 to their Stun Sav¢ ifbtideath save)
to remain conscious, and treats wounds as —4 éopuhpose of
determining effects from damage (if the charackes 9 points of
damage, putting him in critical condition, he wifiht as though
he has only taken 5 points and is instead in ssyidthis effect
lasts for a number of rounds equal to the chars@adurance
Skill level x2, When the Bloodlust comes to an &melcharacter
must make a stun save at +4 in addition to whatmgaetifiers he
has accrued due to damage..

AQe

Playing characters that are younger or older thambrm is
possible. A characters age will affect him in aagrmany ways.
A younger Character won't have learned as muchasder one.
An elderly character won't be as strong or fadt@svas when he
was 20. To compensate for this refer to the foillhmw

A. For every 2 years before the age of 16, subtractirit from
the following Stats: BOD, REF, MA, TECH, and CO{tr
characters older than 4 years old, these cannpthliblow a 3).
Further more, characters under the age of 16 car-ado their
EMP (no higher than 10). Also, characters underale of 16
will earn twice the IP for their skills, but willdve -5 points for
their starting skills for every year under the afj@6.

B. For every 10 years over the age of 40, a charadidose 1
point off their BOD, REF, MA, and ATTR skills. Hawer, as a
character becomes older he learns more, and becsises
Generating characters at the age of 20+, and éeygars
above receive an extra 10 IP to startup skills

C. Skills degrade without practicelf a skill is not applied at
least once every year of game time, it will begimdtop in levels
by one point for every 6 months of in-game timgaes
unpracticed.



PART 5: GETTING STARTED

STARTING FUNDS

So how much do you start with? Well, that dependgaur job. How good a job you currently haveasdd on the level of your Special
Ability. For example, an Instigator with a Charigind_eadership of 2 isn't going to draw crowd®lidartin Luther King. This means he'll be
reduced to speaking his mind wherever he can gatidience; small churches, bar-mitzvahs, weddinasfights, street corners; you name it.

Take a quick jump to the Occupation Table. Findry@timary Role (or the role closest to it), crosference it to your current Special Ability
level, and that'll give you a monthly salary. Fbaacters with more than one Role, only their Pynigcounted. Multiply this amount by a
1D6/3 to determine the number of months you'veerily been employed, and that gives you the totaletary amount your character starts
with. This occupation table represents a modee Agierican or European setting and is measurddliars. Other settings and locations
may be vastly different. For example, in a PulttiBg with a stable economy, divide the amount$hin a similar Old West setting divide by
10, in a setting prior to that divide by 100. Spaettings may use a vastly different form of comu@gas such it is up to the GM’s discretion,
but it should be indicative of the society playfns themselves in (in other words don’t limit yothiaracters to next to nothing while
everyone around them is outfitted to the hilt).alpre-historic or savage society, there is no ephof money though trade is probably present
in some form. Also the form of currency is goimgchange according to setting and genre. Goldepiace the standard for anything up to an
Old Western setting, afterwards becomes dollarsp& UEurobucks, or whatever the standard worldecury may be.

Exactly how you earn your money is up to you; theegories are deliberately vague to give you pleftyle-playing room. Maybe as a
"Level 7" Solo, you don' t want to work for a mélif/; no problem. It's only a general descriptiomvbere you fit on the Solo hierarchy. For all
we know, you work on an extraction team for Amnedatgrnational or maybe you are the personal bodsdjof an important Nobleman. The
Occupation table is for beginning characters, amlasents a baseline of what the characters havedise to save, after play begins the
characters are generally expected to negotiate diai wages and salaries. One last thing. Rollroaee D6. If you roll higher than a four,
you just got unemployed. Congratulations.

OCCUPATION TABLE

SPECIAL ABILITY LEVEL

ROLE 1-5 6 7 8 9 10
ANIMAL 800 / MONTH 1600/ MONTH | 2400/MONTH | 6000 /MONTH | 9,000/ MONTH 11,000 /
EMPATH MONTH
ARTISTE 400 / MONTH 1000/ MONTH | 2000/ MONTH | 5000/ MONTH 10, 000 / 15,000/
MONTH MONTH
ATHLETE 700 / MONTH 1400 /M ONTH | 2800/ MONTH | 6000/ MONTH 11,000/ 17,000/
MONTH MONTH
BOUNTY DOG 1200/ MONTH 1500 / MONTH | 1800/MONTH | 3%0/MONTH 7000 MONTH 10,000/
MONTH
CORPORATE 1000/ MONTH | 2000/MONTH | 4000 /MONTH | 60@/MONTH 10,000 / 16,000/
MONTH MONTH
COP 900/ MONTH 1200/ MONTH | 1500/MONTH | 2000/MQNTH | 3000 /MONTH | 5000/ MONTH
EDUCATOR 700/ MONTH 1000/ MONTH | 1300/MONTH | 1500/ MONTH | 2000 /MONTH | 4000/ MONTH
FIXER 1500 / MONTH | 2000 /MONTH | 3000/MONTH | 6000 MONTH | 9000 /MONTH 12,000/
MONTH
GRIFTER 1000/ MONTH | 1200/MONTH | 1800/MONTH | 3000/ MONTH | 6000/MONTH | 9000/MONTH
INFILTRATOR 1100 / MONTH | 1600/ MONTH | 2000/ MONTH 5000/ MONTH | 8000/ MONTH 10,000/
MONTH
INSTIGATOR 400 / MONTH 1000 / MONTH | 1800/MONTH | 3500/MONTH | 8000/ MONTH 16,000/
MONTH
INVESTIGATOR | 1000/ MONTH | 1400/MONTH | 1900/MONTH | 2500/MONTH | 3500/MONTH | 7000/MONTH
MUNDIE 500/ MONTH 800/ MONTH 1200 /MONTH 1600/ MONTH | 2000/MONTH | 3000 /MONTH
MEDIA 900/ MONTH 1500 / MONTH | 2000/ MONTH 2800 MONTH 5000/ MONTH | 8000 /MONTH
MEDTECH 1200 / MONTH | 1800/MONTH | 25000/ MONTH | 30® /MONTH | 6000/ MONTH 12,000/
MONTH
NETRUNNER 1000 / MONTH | 2000/MONTH | 3000/MONTH | 5@0/MONTH | 7000/MONTH | 9,000/ MONTH
NOMAD 600 / MONTH 800/ MONTH 1100/ MONTH | 1300/MONTH | 1800/MONTH | 2800/ MONTH
RUNNER 700/ MONTH 1500/ MONTH | 2000/MONTH | 3500 MONTH | 5000/ MONTH | 8000 /MONTH
SAVAGE 200/ MONTH 400 / MONTH 800/ MONTH 1200/ MONTH | 3000 /MONTH | 7000/ MONTH
SCOuUT 900 / MONTH 1200 /MONTH | 1700/MONTH | 2000 MONTH | 4000 /MONTH | 6000/ MONTH
SHADOW 1800/ MONTH | 2300/MONTH | 3000/MONTH | 4000 MONTH | 6000/ MONTH 11,000/
MONTH
SOLO 800 / MONTH 1300/ MONTH | 2000/MONTH | 3000/MDNTH | 5000/MONTH | 8,000/ MONTH
TECHIE 700 / MONTH 1000/ MONTH | 1500/ MONTH | 2000 /MONTH | 3500/ MONTH | 7000/ MONTH
VAMP 1400 /MONTH 2000/ MONTH | 3000/MONTH | 4000/MONTH | 5000 /MONTH | 6000/MONTH
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PART 6 WEAPONS AND ARMOR

The first thing your characters are going to want b do is get themselves outfitted with weapons andj@pment.

\Weapons break into seven type

Pistols (P)are any type of single shot (or semiautomatic) wweap
that may be accurately fired with one hand.

Submachineguns (SMGhare any type of weapon that may fire
either automatically or semi automatically, usimdyqistol
ammunition.

Shotguns (SHG)are any weapon that fires pellets or other small
particles instead of a solid slug.

Rifles (RIF) include assault rifles, carbines, and fully autdmat
rifles. These weapons always fire rifle type amrtiani

Heavy Weapons (HVY)include missiles, grenades, heavy
cannon, etc.

Melee Weapons (MELEE)include swords, daggers, knives,
martial arts weapons, polearms, etc.

Exotic Weapons (EX)these are lasers, flechette pistols, airguns
and microwave weapons - the real "sci-fi" weapoBews and
Crosshows, as well as slings and other odd weaypes fall
under this category as well.

\Weapon Codeg

Each weapon is represented by certain characterists, such as
its type, damage, range, accuracy, concealabilitgyvailability
and cost. These factors are recorded as a weapordeo a
profile of the weapon in order of:

Name - Type - Accuracy - Concealability - Availabtly -
Damage/Ammunition - Number of Shots - Rate of Fire
Reliability

For an example, a weapon with the code:

Minami 10 - SMG - 0 - J - E - 2D6+3 (10mm) - 40 (- VR
would be a Minami 10 Submachinegun (SMG) of average
Accuracy (0) which can be hidden under a jacketwith
excellent availability (E), fires 10mm ammunitidrgs a 40 shot
magazine, can fire up to 20 rounds per combat raunfill auto,
and is very reliable.

Descriptions of Weapon Codes follow:

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

Concealability: How easily they can be hidden until needed (an
important factor in combat weapons). A smart compahner
doesn't want to walk into a bar with a shotgun quding from
underneath his coat - it's going to cause troudkalso needs to
be able to carry "holdouts” in the event of capurdisarmament.

Pocket, Pants Leg or Sleeve (P)
Jacket, Coat or Shoulder Rig  (J)

Long Coat L
Can't be Hidden (N)
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Availability: This is how difficult the weapon is to find on the
open market. This will often vary wildly dependiag setting and
genre.
Excellent (E) Can be found almost anywhere.
Common (C)Can be found in most sports & gun stores
or on the Street.
Poor (P) Specialty weapons, black market, stolen
military.
Rare (R) Stolen, one of a kind, special military issue,
may be highly illegal.

Damage:This is the amount of damage a weapon does, mehsure
in the number of dice, either 6-sided (D6) or ldesi (D10) die.
Example: if a weapon damage is 2d6, you roll 2sgied die.

Number of Shots: This is how many shots are held in the standarc
clip, magazine or cylinder for the weapon type.

Rate of Fire: This is how many shots the weapon can fire in a
single combat round by holding down the triggeB (@ conds).
Weapons with multiple modes of fire such as sirsfjiet, 3-round
burst, and full auto, will have this broken up litkés 1/3/20.

Reliability: This is how reliable the weapon is in combat - its
chance of jamming while on autofire, etc.

Unreliable  (UR)

Standard (ST)

Very Reliable (VR)
MELEE WEAPON RULES

Melee weapons are assumed to be of standard qualityowever
you can upgrade or degrade the quality.

A weapon with a quality of 1 is 1/5th the pricedid.

A weapon with a quality rating of 2 drops the weapoice by %-.
A weapon with a quality rating of 3 is standard.

A weapon with a quality rating of 4 raises the waaprice x3

A weapon with a quality rating of 5 raises the waaprice x10

(Certain weapons, especially improvised ones saghast glass
bottles have a quality rating of zero and breaknipgpact)

All hafted weapons can also do damage as a Jo etei
depending on length.

Weapon Pommels can be used to make bludgeonirgksitad do
1/2 D6 damage.

Improvised weapons are to be compared to the aiivesing
common sense to figure out what would be the basigory of
comparison for the improvised weapon. For reatlgl o
bludgeoning weapons, damage is figured at ¥ dévery 2 Ibs.
of weapon weight.

You can throw any weapon, but throwing any weapmn n
specifically designed for it results in a -2 to. hit



MELEE WEAPON OPTIONS

Jagged, spikey, edges add +3 damage to bladed ngaqst an
extra 20% of weapon cost. Spikes add +3 damageytbladgeon
weapon. Spiked or jagged edge weapons removetenpint of
SP to soft armor, regardless of whether the attiaegls damage
equal to 50% of the SP value. Attacks that do ppateelose an
additional point of SP for every penetration incezm

Mono-Blades add 1d6 to damage of bladed weaporepavecost
x5, drop quality down to 1, if orbital crystal ised cost is x7 and
quality only drops to 2. For x10 weapon cost yon kave only the
edge of a bladed weapon covered with Mono-Crystadn if the
mono-edge shatters the weapon will still have aimgrblade.
Using this method only the actual edge of the biadéers a
quality loss. (This can be done to any bladed weapdital
crystal can be used for x15 the cost of the weapihi¥ option is
only available in near future and beyond settingse damage
from a mono blade comes from its sharpness, assuatnoblade
will allow its user to increase his base damagé liy 1d6 (up to
weapons max damage) for the purposes determinixgman
damage for quick, normal and full actions. Forregke, a Mono-
Katana does 4d6 damage, normally a normal actioit for
damage is 2d6, with a mono blade the weapon wiBdi&

For every 50 years of age of the weapon, add 1 @@etprice.

If a known Mastersmith created the weapon, add@gLto price,
and improve weapon quality by one rank. You cathi®up till
you achieve Masterwork quality.

A knuckle guard (+$25) or handbasket (50eb SP:6)eaadded to
any melee weapon, protecting the hand and allofanD6
bludgeon damage.

You can add 10% extra weight to the end of a wedpoan
additional 20% of the weapon cost. This gives afitamhal 1 point
of damage for every weight increase up to a maxirofi

Custom Engraving, precious metal inlay, gem sett@mgl special
material handles (such as bone or ivory) are plessib a steep fee
(determined by GM)

Many weapons can be used to entangle, Hook swionalis,
Jitte's, whips, chains.... even a towel. Weapaonh as these
provide a +1 to grapple, hold, and choke check

To make the life of GM's far easier, here is areesive list of
melee weapons. However, with this list the weapeitie
classed by type. So as opposed to having statafdr and every
weapon, it will merely be giving damage based efgkneral type
of groups of weapons, along with rules for custa@tian, options,
and quality, and all the things that that entatsmpefully the
following lists, while not complete by any meand) give you
enough to place any other weapons you might beusiabout.

1. BLADED WEAPONS
UILTRALIGHT KNIVES = 1 point of Damage, general cog $10

Pocket Knives, Scalpels, Pen Knives, Boxcutters, iting
Needle, Ice Pick

EXTRA LIGHT KNIVES = 1/2 D6 Damage, general cost & $25

Steak Knife, Balisong, Fillet Knife, Small Throwingknife, Boot
Knife, Stilleto, Small Kris, Push Knife, Folding Knife, Dirk,
Bagh Nahks, Teko, Ashiko,

LIGHT KNIVES = 1D6 Damage, general cost of $50

Combat knife, Hunting knife, Butcher knife, Tanto, Bowie,
Dagger, Large Throwing Knife, Large Kris

LIGHT SWORD = 2D6 Damage, general cost of $100

European Short Sword, Tai Chi Sword, Wakizashi, Dah,
Machete, Kuhkri, Ninja-to, Gladius, Large Survival Knife,
Large Bowie, Butterfly knife, Chinese War Sword, Ege’, Foll,
Barong, Sword Cane,

MEDIUM SWORD = 3D6 Damage, general cost of $200

Katana, Broadsword, Dao, Chinese Hook Sword, Tachi,
Cavalry Saber, Scimitar, Cutlass, Longsword, Rapier
Shamshir, Small Scimitar,

HEAVY SWORD = 4D6 Damage, General cost of $300

Claymore, Zweihander, No-Dachi, Bastard Sword,
Greatsword, Flamberge, Executioners Sword, Large Suitar,

UILTRALIGHT THROWN WEAPON = 1 point Damage,

general cost of $5
Bar Dart, Shuriken, Asian Throwing Spike, Hyo,

EXTRALIGHT THROWN WEAPON = 1/2 d6 Damage,
general cost of $10

Small Throwing Knife, Heavy Shuriken, Boot knife, Bowie
Knife,

LIGHT THROWN WEAPON = 1D6 Damage, general cost of
$20

Heavy Throwing Knife, Tomahawk, Throwing Ax, Chakram,

MEDIUM THROWN WEAPON = 2D6 Damage, General cost

of $40
Heavy Throwing Axe, Mongwanga, Spear, Javelin, LawiDart

LIGHT AXE = 1D6 Damage, general cost of $20
Hatchet, Tomahawk, Hand Axe, Hunga Munga, Kama

MEDIUM AXE = 2D6 Damage, general cost of $40

Mongwanga, Battleaxe, Woodsmans Axe, Splitting Axe,
Carvers Axe,

HEAVY AXE = 3D6 Damage, general cost of $60
Great Axe, Executioners Axe, Double Bit Axe

LIGHT POLEARMS = 3D6 Damage, general cost of $50

Spear, Hook Spear, Imperial Polearm, Asegai, Boargar,
Samburu Spear, Zulu Spear, Native American Spear, W Cha

HEAVY POLEARMS = 4D6 Damage, general cost of $100

Naginata, Kwan-Do, Lance, Halberd, Poleaxe, Yari
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2. BLUDGEONING WEAPONS Throwing Weapong

These weapons use the character's Martial Arts ¢t-B@nus), or
ULTRALIGHT BLUDGEONING = 1D6 Damage, general cost Brawling/Melee Skill. Thrown objects may not bedar than 2

of $0-30 yards square and can only be thrown as far as edidwy the
strength of the thrower:

BODY TYPE MAX DISTANCE

Short club, sap, Escrima Stick, Brass Knuckles, Wghted
Gloves,

LIGHT BLUDGEONING = 2D6 Damage, general cost of $8 4112 ;8 zz:gz
Tonfa, Club, Cudgel, Cane, Nightstick, Small MaceBaton, Jo- 6-7 40 yards
Staff, Sai, Jitte, Hanbo 8-9 60 yards
10-11 80 yards
MEDIUM BLUDGEONING = 3D6 Damage, general cost of 12-13 100 yards
$25-75 14-15 120 yards
Baseball bat, Nunchaku, Flail, Mace, Bo-Staff, Larg Club, Values shown above are for baseball-sized object®ighing no
Heavy Pommeled Cane, more than 1kg. For everyadditional kilogram, subtract 2 from

the Body Type score used to calculate throwing diahce. This
chart is also used for grenades, which use the Atiics skill in
place of Martial Arts or Brawl/Melee. 5% can be adled to
distance per point of Strength Feat.

HEAVY BLUDGEONING = 4D6 Damage, general cost of
$100

Heavy Mace, Heavy Flail, Great Club, 3 Sectional &ff,

3. FLEXIBLE WEAPONS

LIGHT FLEXIBLE WEAPON = 1/2 D6 Damage, general cost
of $30

Riding Crop, Kangaroo Rat, Switch Whip, Bamboo Whip
Weighted Sleeve or Sash,

MEDIUM FLEXIBLE WEAPON = 1d6 Damage, general cost
of $50

Short Bullwhip, Cat-O-nine-tails, Bicycle chain,

HEAVY FLEXIBLE WEAPON = 2d6 Damage, general cost of
$100

Bullwhip, Heavy Chain, Manrikigusari, Jie Jui Ban,
Monowhip

MELEE WEAPON QUALITY

(Ol Fragile, breaks on any fumble, 50% chance of breaki during
use.

Cheap, breaks on a roll of 4 or lesson a 1D10 aftany fumble

Poor Quality-breaks on 2 or less on a 1d10 afterfamble

3 Standard Quality, hard to damage, breaks only on aritical
fumble

/il High Quality, long lasting, can take abuse, militay quality tool,
almost impossible to damage without specifically tending to.

5 Masterwork Quality, even trying, it is near impossble to
damage. Only the finest weapons can achieve this.

A Poor quality weapon suffers a -1 to Accuracy and Cheap
guality weapon receives a -2 to Accuracy due to iafior
construction and balance. A High quality weapon reeives a
+1 and a Masterwork quality weapon receives a +2 taccuracy
due to superior craftsmanship and balance.
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FIREARMS Damage/Ammunition:

For modern firearms each weapon is rated as ttygeeof
ammunition it carries, and the damage of that anitioun(in Dice
Increments). In settings from Late Old West angoinel, Weapon
damage is based on ammunition type of the weapbwe. Chart
below details the most common types of modern anitionrand
the damage related to them. Cost is per box @ablidges.

Ammo Type DAMAGE Cost Notes

5mm 1d6 5

.25 ACP 1d6+1 7

.22 Long Rifle 1d6 6

6mm 1d6+1 8

7mm 1d6+2 9

.38 1d6+2 10

9mm 2d6+1 12

41 CL 2d6+1 14

.45 Cal ACP 2D6+2 15

10mm 2d6+3 16

Militech 88 ISTS 3d6 20 8.8mm Necked-Down 10mm

.338 3d6 17

.357 Magnum 3d6+1 18

A5ACP 2d6+2 18

.400 Cor-Bon 3d6 22 Necked-Down .45ACP

.40S&W 2d6+3 18

11mm 3d6 20

CA 10.4mm 3d6+3 35 Necked-Down 11mm round

.408 Magnum 3d6+2 25

.41 Magnum 3d6+2 24

12mm 4d6+1 30

.44 Magnum 4d6 35

.454 Casull 4d6+3 40

.50AE (12.7mm) 4d6+2 42 Desert Eagle & Jericho load

.44 Cor-Bon Magnum | 4d6+3 55 Necked-Down .50AE round

.525 Magnum Express| 5d6 55

.577 Boomer Magnumg  5d6AP 60

14mm Malorian Short | 6d6 70

4.5mm Liquid Prop 4d6 50

5.5mm Chinese 4d6+2 40

5.56mm NATO 5d6 35

5.54mm PACT 5d6 40

5.7mm Caseless 3d6 25

6mm Caseless 5d6 40

7mm Fed. Caseless 5d6 30

.30-06 6D6 25

7mm Can Long 6d6-2 40

7.62mm Sov Short 5d6+2 45

7.62mm Sov Long 6d6 50

7.62mm NATO Long | 6d6+2 65

6.5CL Hybrid 6d6-1 50

9mm CL Long 2d6+4 20

Arasaka 10mm Rifle 8d6 80

.300 Winchester Mag. | 7d6+3 100

12.7mm /.50 BMG 6d10 100

20mm Reduced 4d10 75

14.5mm 7d10 100

15mm BMG 7d10 110

15mm Kurz 4d10+3 150 | Available in KTW & Explosive

20mm 8d10 200 Available in EHI

30mm 10d10 500 Available in EHI

.20 Gauge 3d6/2d6/1d6| 35 *indicates damage at,close
medium, and long ranges

.12 Gauge 4d6/3d6/2d6| 40

.10 Guage 5d6/4d6/3d*| 50

For periods before the late 1800’s, when sciendeclsaalated to
the assembly line and exact uniform measurements fo
manufacturing of weapons and ammunition, it is seldithat you
use a simpler scale, based off the RELATIVE siztheffirearm
and its ammunition. This chart is as follows: Farflung future
settings, a similar chart can be used, modifyirggdice value as
the setting or GM requires. (Simplest solutioadsling 1d6 to
each category)

Pistols RIFLES
Light = Medium Heavy | Light Medium Heavy
1d6 2d6 3d6 2d6 3d6 4d6
Sample Firearms
1500 -1800

Weapon Type Acc. Conc. Avail. Damage |Shot¢ ROF | Rel.
Flintlock Pistol* | Pist | -3 J P 1D6 1 1 UR

Musket* Rif -2 N P 2D6 1 1 ST
Blunderbuss* | SHT [+2/-3] L P | 5D6/3D6/1D6| 1 1 |UR

1800 - 1900

Conc. | Avail. Damage

1D6 (.22 cal)
J E [2D6+2 (.45 cal 6 VR
L C |2d6+2 (44 cal 5 ST

Derringer **
Peacemaker***| Pist
Navy Dragoon | Pist

***#
Winchester Riflg Rif | +1 N E [2D6+2 (.45cal 8 1 |VR

*kkk

Double Barrel 121 SHT [+2/0| N E |4D6/3D6/2D6| 2 1/2 | VR
gauge** (12 ga.)
Weapon Damage (6]
Colt 1911A1 2D6+2 (.45 cal 1
Walther P-38 | Pist | +2 J C |2D6+1 (9mm) 8 1 ST
Police Special | Pist | +2 J E 1D6+2 (.38) | 6 1 |VR
(revolver)

Thompson | SMG| -1 L C |[2D6+2 (.45cal 20 | 1/20 | ST
Sub machinegu

M-1 Garand Rif | +2 N E 6D6 (.30-06)| 8 1 |VR
12-Gauge Pumy SHT [+2/+1] N E 4d6/3d6/2d6| 7 1 |VR
*kkk (12 ga.)

PRESENT

Avail. Damage

Baretta M-92 | Pist | +1 J E [2D6+1 (.9mm] 15 1 |VR

Smith & Wessor| Pist | +2 L C |4D6 (.44 mag] 6 1 |VR

M-29 (revolver)
uzi SMG | +1 L C |[2D6+1 (9mm) 30 | 1/3/25| ST
M-16 Rif | +2 N C |5D6 (5.56mm] 30 | 1/3/25| ST

Franchi-Spas -1 SHT |+3/+2 N P | 4D6/3D6/2D6| 8 1 |VR

i (.12 gauge)
Near Future
Weapon Conc.  Avail. Damage
Armalite .44 4D6+1 (12mm)|
FN-RAL Rif -1 N C 6D6+2 30 30 | ST
(7.62mm)
Future
Weapon Type Acc. Conc. Avail. Damage |Shots ROF | Rel.
Blaster Pistol | Pist | 0 J E 3D6 50 1 |VR
Blaster Rifle Rif +2 N E 5D6 100| 1/3/10| ST
*Flintlock/Muzzle Load weapons take 15 rounds feund per point of Weapon S|
to reload

**Dual or multiple barrel weapons take 1 round étoad per 2 barrels

*** Single action revolvers take 2 rounds to relaatt take 2 Quick Actions to fire

though “fanning the hammer” allows for x2 Quick fsct attacks at a —2 to hit (some

revolvers have removable cylinders or speedloadéiosying for reloads in 1 roungd

***# Cap and ball weapons take double the timedload as normal bullets
*** Tube fed weapons take 2 rounds to reload @shots (round up)

For a far more detailed look at the firearms ofaanty and the far
future, including detailed Stats, 3G3's Guns, G@s, is an
excellent resource, and more than capable of lfalfilyour needs,
especially in conjunction with the rules as givemen For modern
weapons, R. Talsorian’s Edge of The Sword: Compendif Modern
Firearms is recommended. Both books have statstenock.
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Armor

This is the next most important purchase for th#-dressed character. Each armor has an Encumbkéadoe (EV) which is subtracted from

your character's REF, and a Stopping Power (SHEhwifers to the ability of the armor to stop dgmarhe Stopping Power is subtracted

from the amount of damage done by the hit. Armoludes:

Standard Armor

Heavy leather(Jacket or Pants) SP: 4
Chain Mail (Shirt or Pants) SP: 10
Banded Mail (shirt or pants) SP: 8
Half Plate (armor plates added to leather

or chain shirt or jacket) SP: 12
Full Pate (includes helmet and gauntlets,

Covers from head to toe) SP: 15
Hide Shield (Leather stretched across stickspP: 4
Wooden Shield SP: 8
Steel Shield SP: 15
Leather Helmet SP: 4
Steel Helmet SP: 15

Modern Armor

Kevlar T-Shirt/Vest SP=10

Kevlar Armor Jacket SP: 14 (Lt), 18 (Md) or 20 (Hvy)
Personal protection for the fashion conscious gtightweight
Kevlar jackets have nylon coverings that resemblenal jackets.

Helmet SP: 14 (Steel) or 20 (Nylon)
Flack Vest/Pants SP: 20
Doorgunner's Vest SP: 25
MetalGear™ SP: 25

Laminated Epoxide plate armor. Bulky and designesiodular
sections, with helmet, arm & leg coverings, tored hack
clamshell.

As with weapons, by spending more money you carease the
quality of any armor. Spending x2 the cost remonvepoint of
EV, x4 removes 2 points, and x6 removes 3 points.

ARMORED CLOTHING, LAYERS, & ENCUMBRANCE
Humans can only wear so many layers of differirgkiesses of
clothing without being so stiff that they can't ,moWenalties are
assessed for the Torso and Legs; your torso inguaiims and
head (as both need considerable leeway to movig)Yréayers are
not interchangeable! (i.e. 2x Lights do not equBleavy!) Also,
EV penalties from over-layering are in additiorthiose for
armoring clothing.

Layering:
Torso: 1 layer Light clothing, 1 layer Heavy clothig.
Legs: 1 layer Medium or Heavy clothing.

Penalties for extra layers:

Type: Extra Torso Layer Extra Leg Layer

Light -1EV -1EV
Medium -3EV -2EV

Heavy -4EV -3EV

When wearing body armor, add up the total of ENs$ed in the
Armor Table), and subtract this from your chardstB®EF Stat
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Material Weights Per Clothing Type

Natural: Anything that provides natural protection, suchites
cybernetic options Skinweave or Subdermal Armomagical or
Psionic effects that provide a natural armor bododNOT count
as a layer.

Light: Shirts, scarves, bandannas, dresses, jumpsuitesjlbats,
ties, sweaters, thin skirts, shades.

Medium: Pants, cloth or light leather jackets and coagitli
leather pants, heavy skirts, shoes, soft bootsesdmaps.

Heavy: Heavy leather jackets and coats, hard leather amtiegtic
boots, heavy belts, most chaps.

FIREPROOFING

Giving clothing the equivalent of SP20 vs. flamendge adds to
the price. For shirts, +100-300%; for pants/skitts0)0-200%; for
jackets, +50-100%.

GROUNDED ARMOR

Most armors are not grounded vs. electrical imputis adds 50%
to the armor cost, and negates electrical weapu$, as a taser or
stun gun. Untreated Ballistic Crabshell Armor resRidamage
from electrical attacks by 50%.

HELMETS

All helmets (unless specifically designed) redugatsAwareness

checks by -1 and hearing Awareness checks by -@y'fiehalso hot
and fatiguing; it's inadvisable to wear other headering under it

(such as bandannas or ski masks) for any lendiimef If you do,

expect Awareness penalties to be doubled (GM'%. call

SHIELDS

Shields protect the arm they are worn on, smaéldhj like
bucklers, don'’t protect anything else and are nozdy for
parrying and blocking. Medium shields, like baglgelds, protect
the arm and the torso or any part of the body #reyheld in front
of. If the character is crouching they may alsovjite partial
protection to the head and legs depending on #eeasid shape of
the shield. Tower and other large shields, witlitpct the torso,
most of the legs, and the head provided the char&eeps his
head low. Some tower shields actually have windlits so the
character may see what'’s in front of him.



Type of Armor

ARMOR

Covers

SP* EV** Cost
Heavy leather Arms, Torso, possibly legs 4 +0 50.°°
Chain Mail# Arms, Torso, possibly legs 10 +1 (+2 @rms are covered, +1 for 100.°°
leggings)
Banded Mail# Arms, Torso, possibly legs 8 +0 (+1 drms are covered, +0 for 75.°°
leggings)
Half Plate# Arms, Torso, possibly legs 12 +2 (+3 #ms are covered, +2 for 100.°°
leggings)
Full Pate# Head, Arms, Torso, Legs, Hands} 15 +4 400.°°
Feet,
Hide / Lexan Shield Small | Arm 4/10 +0 10.°°/ 20.°°
Hide or Lexan Shield Arm +1 location * 6/12 +0 15.°°/ 40.°°
Medium
Hide or Lexan Shield Arm +2 locations * 6/15 +1 20.°°/ 80.°°
Large
Wooden Shield Small Arm 8 +0 15.°°
Wooden Shield Medium Arm +1 location * 10 +1 30.°°
Wooden Shield Medium Arm +1 locations * 12 +2 50.°°
Steel Shield Small Arm 15 +1 25.°°
Steel Shield Medium Arm +1 location * 20 +2 50.°°
Steel Shield Large Arm +2 location * 25 +3 100.°°
Leather Helmet Head 4 +0 5.°°
Steel Helmet Head 15 +1 40.°°
Kevlar T-Shirt, Vest Torso, possibly Legs, Arms, 10 +0 100.°°
Kevlar Armor Jacket Arms, Torso, 14/18/ +1/+2/+3 150.°°/200.°° /
20 250.°°
Helmet Steel or Nylon Head 14 /20 +1/+0 20.°100.°°
Flack Vest/Pants Torso / Legs 20 +1
Doorgunner's Vest Torso 25 +3 250.°°
MetalGear™ Head, Arms, Torso, Legs, Hands, 25 +2 600.°°
Feet,

» Stopping Power (SP) refers to the ability of the aibity of the armor to stop damage.**AP rounds: treat all Armor as 1/2xSP V-
Edged weapons treat SP as half t (EV) Encumbrancealues should be added together and subtracted frooharacter's total

REF stat.

* See Shields.

# Considered archaic armor, treated
as half against modern firearms.
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PART 7: COMBAT

COMBAT RULES

Combat is the backbone of any role-playing gamd,tha main
focus of its rules system. This game is no difiere

THE BASICS

Rounds & Turn Order

Combat is divided up into rounds, each represergiBgeconds.
Every round, each player gets to do something.ortler of the
round is based on an initiative roll of 1D10 plhe players REF
stat + the players Initiative Skill, with highestls moving first to
lowest rolls moving last. Anything that boostsharacter’s REF
or Initiative is added to this roll where applicablinitiative is
rolled at the start of every combat, determinindeorof player
actions, and lasts until the end of combat.

INITIATIVE = ROLL 1D10+REF+INITIATIVE SKILL.
HIGH ROLL FIRST.

Example: Players A, B and C all have REF stats ofal A rolls a
5, B rolls an 8, and C rolls a 2. Turn order will ke B, A, then C.

Optional Initiative Rules (used at GM discretion)

Roll Initiative as normal, characters with the I@tvecore declare their
actions first, allowing the characters who rolléghtest on initiative to
react to the other characters and NPC actions.

ait For Your Turn

You can elect to act later in the round, steppmgtiany point to
act. If you have elected to wait until another plégturn has come
up, you will be able to act after they have takirtturn in the
round. Characters may reposition their place itiative order by
holding action. If they do decide to hold actiart Ho nothing

with their turn, they default to last place in lative order.

Example: Turn order is player A, then B, then C. Payer A
decides to wait until player C has moved from coverthen take
his shot. By waiting, the new turn order will be B,C then A.

During your part of the round, you may perform ofi¢he
following actions without penalty:

Move up to your full Movement (3x your Movement Albwance
In yards) per round. Actions (such as reloadingdefending, or
Combat Actions) made during the full movement are pssible,
but incur a =3 penalty. Or move up to lyard and pefiorm any
other action.

Reload or change weapons.

Mount/dismount from a vehicle or stand from a proneposition.
Making an additional action (reloading, defending,or Combat
Actions) is possible, but it will incur a —3 penaly.

Escape a hold or trap or Dodge/Block a melee attack
Everyone gets one free dodge per round, after thany
Dodges/Blocks are considered part of the characteSombat
Actions.

Aim (gaining +1 to hit every round of aiming up to3 rounds)

Perform a non-combat task.

Make your maximum allowable number of Combat Actiors
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COMBAT ACTIONS

To determine a characters number of Combat Actions:

A) Add your Initiative skill+Combat Sense+any otheititive modifiers
applicable, the final result is known as Reaction Total (RT).

B) Add your RT to your Applicable Combat Skill (Handg Submachine
Gun, Rifle, Heavy Weapons, Archery, Martial ArtadaBrawling/Melee)
to determine your maximum number@bdmbat Actions (CA) allowed in
a round with that skill.

C) There are 3 types of CA'Quick, Normal, andFull. To determine
the number of actions allowed by each type, corthelfollowing

Quick Combat Actions: (RT+Skill divided by 5) Firing a semi-
automatic weapon (Handgun, Submachine Gun, Riawl Weapons), 3
Quick Melee punch, kick or strike, Cast an ultr&dafight weapon, and
Block/Parries,

Normal Combat Actions: (RT+Skill divided by 10) Nock/fire an Arrow
on a Bow, fire a 3-round burst, fire and re-chamb&ump, Bolt, Lever,
or Single Action weapon, ,Sweeps, Disarms, Escdpegpples, Holds,
Breaks, Throws, 1 normal Melee Punch, Kick or ®trikast a Light
Weapon, Fast Draw (-3 to hit), and Dodges,

Full Combat Actions: (RT+Skill divided by 15) Single Shot or Fully
Automatic Weapons, Choke, Crush, Ram and a Fule®Blunch, Kick or
Strike, Cast a medium or larger weapon, and draaingapon

Example: Jim has an Initiative skill of 3, Combat ®nse 3. Jim's RT=6
(Initiative + Combat Sense)
With Rifle he will have: (RT + Rifle Skill) 5+6 =11 (CA). He has 2 Quick
Actions, 1 Normal Action, or 1 Full Action

The player must specify the number of shots or maers to be
performed before the first dice (after initiative)olled per round.

If attacking more than one target regardless of WL, you lose a Quick
Action, this effect is cumulative. In Close Quastsituations, using any
weapon with a Conceilability rating of N, you les&lormal action (2

Quick Actions) every time you change targets.

Regardless of RT or Skill level, only a charactéirst shot can be a
Called Shot per round. This rule also applies #atial arts and melee
attacks but only within normal striking rangilore than 1 yard of
movement limits a character to 1 Martial Art attg@ek round. (For
example if a character has to close distance, atsata perform a running

attack, he only gets the 1 attack).

After the first combat action, all following Combéctions allowed take g
cumulative -1. Combat Actions taken beyond thdesvad by your RT
acquire a -3 cumulative penalty, on top of the jtgredready acquired.
Maximum number of additional Combat Actions is xBawis allowed.

If the weapons BOD minimum is higher than the cbits BODY, divide
the number of Combat Actions allowed by Half, (rdung down).

Different types of Combat Actions may be performédfull Combat
Action = 1 Normal CA and 1 Quick CA, or 3 Quick GA’ A Normal CA
=2 Quick CA’s. A character may even use 2 sepasfitls to perform
multiple Combat Actions, however the number of@tsi are determined
by the LOWEST skill being used.

(When applying this rule be sure to use discretiomgommon sense will

tell you if what a character is attempting is feadile.)

Two weapon attacks can be made at a -3 penalty ot
weapons used. If a character is Ambidextrous (asep the
optional Innate Ability rule) he may ignore this penalty.



Ambushes & Backstab

Sometimes, the best way to deal with a very powefponent is
to get the drop on him from behind; in short, settan ambush.
Ambushes gain a +5 to hit advantage. You may ambush
backstab by announcing your intent to hide orriambush for a
target. You can elect to set up an ambush any time:

A) The opponent is unaware of your location and yot@ntion to
attack. This can be accomplished by setting uglmdiplace
ahead of time or taking advantage of a melee taigaer cover
and waiting for a shot. A victim of an ambush mustke an
Awareness roll greater than your Stealth Skill T IN1D10, or
you have automatically succeeded.

B) The opponent’s attention is on another situadaoh as another
attack or a task requiring great concentrationstain be
accomplished by creating a distraction for yourammt, or by
sneaking up on him while he is in combat with arottombatant.

AMBUSH = +5 TO ATTACK FOR 1 ROUND

An ambush doesn't mean you act first - it just )seanu have an
attack advantage. Initiative for the round is madeisual, and the
ambushing character can spring the trap on hisgbaine round or
can wait to see what develops before making hiskttUntil the
attack is made, his opponent may not attack himalse he
doesn't know he's in danger. An ambush may onlyseel for one
attack; another ambush must be set up before thesbman be
employed again.

Example: Jack sets up an ambush in a dark alley. Hells his
Stealth Skill + Int + 1D10 for a total of 18. Alongcome Scarr
and Hargan, his mortal enemies. At the start of theombat
turn, Initiative is Scarr, Jack and Hargan. As theyenter the
trap, both Scarr and Hargan make Awareness Rolls. &rr's
roll is 12; Hargan's is 20. "It's a trap" yells Hargan, but too
late; Scarr didn't know what was coming and couldnt declare
an attack or defense. Jack pegs him with a shot fro his H&K
Hellfire, using the +5 Ambush bonus. He won't getite bonus
on Hargan, because he made his Awareness roll angosted
him. His 2nd shot misses, and Horgan throws himsetfown
behind a wrecked car and opens up with his 20mm
autocannon. Scarr fades away to set another trap.

Facing and Line of Sigh

Facing: is the direction a character is pointing. Since tmos
roleplaying games are played “in head” (without 8)agthe rule of
thumb is that you can clearly face and attack angtthat is
positioned forward of your shoulders and unblock&tien using a
standard gaming hex map, characters “face” thramyhthree
adjacent sides of the hex they are standing in. iay move in
any direction at any time (one of the big advarsagebeing a
biped).

Line of Sight: If your character can see something with the naked

eye or the scope of a weapon, you can interactititthis is
called your Line Of Sight. If there’s anything metway, it's
considered to be BLOCKED and you can't interachuiiit
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Damage in combat is determined by rolling groupsixfsided
(D6) or ten-sided (D10) dice. If a rule says, "26", for
example, you would roll two six sided dice, tota results, and
apply the total to the target you were attackifghé rule said "roll
2D6+1", you would roll as above, then add 1 totttal.

So much for creating damage. Let's take a stepdyyteok at how
to apply it.

Hit Location

The first step in applying damage is to figure where to apply it.
Most combat attacks are just barely aimed; yoo'o&ihg for an
opening, your opponent slips up, and you takelits Theans that
unless you attempt to aim your shot at a speafiation (and take
the -4 penalty for this), you will have to determiwhere you hit
on a random basis. Damage that penetrates arntioe teead will
always do double damage (unless it is bludgeoning).

The Basic and Expanded Location Tables are desifgmetis; the
Basic Location Table lists all general body areéh & value from
1 to 10 written underneath. The Expanded Locatiabld lists the
areas inside that general location with 1-6 spread.

When your character hits someone, roll 1D10 tordate Basic
location and 1d6 to determine Expanded locatioor. nkinor
combats, or to save time, you can opt to just ieé3asic Location
Table.

BASIC LOCATION CHART 1D10
Location Head Torso R.Arm L.Arm | R.Leg L.leg
D10

LEG
A Skull Neckline Shoulder Hip
Al R/ Cheek/ | Chest/ Upper Arm Thigh
Back of Skull | Upper Back
I R/L Eye / Sternum/ Elbow Knee
R/L Ear Spine
S Nose/ Ribs Forearm Calf/
Back of Skull Shin
5 Mouth Stomach/ Wrist Ankle
Back of Skull | Lower Back
6 Neck Groin Hand Foot

If you hit a body location that is behind cover,mat re-roll, keep
it and hope your weapon does enough damage torptndie
cover, if not, tough luck. The GM may decide allowes are in
order, but only within reason.
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Track each wound separately, on a scratch piepapr, or on
your Character Sheet. The wounds must be treativddually.
Tracking each wound separately has the benefintiaaty small
wounds will heal faster than few large ones. Rarall damage
and effects however, you are required to track ywerall damage
through your wound tables. This allows you to kriastantly
where your character stands as far as what stateeoéll injury he
is in and any applied penalties for his Wound State

CRITICAL WOUNDS

Any character amassing 10 points in one area \&ileht rendered
useless. 10 points in the head or torso meanshdm@cter goes
into a coma for 1D10 days and must pass a modehth save
every day.

CRITICAL WOUNDS
10 points in an arm or leg means it cannot be usadtil

medical attention is sought. Single wounds causirkp or 11
points of damage to one area cause critical effecas follows:
10 points in the head requires an instant Mortsdve and in any
case renders the victim into a coma lasting 2D)3.d& mortal 3
death save must be passed every day for the éilfsohthis time.
There is a 50% chance of brain damage. This is geent and

reduces INT by D6/2.

10 points in the torso, requires a single mortséie, (death and
stun) and needs a save each minute after the watuome mortal
level greater, (i.e. 2 then 3 then 4 then 5 et@hjs continues till
the patient is stabilized, healed or dies....

10 points to any arm or leg will break it, immobitig it so it
cannot be used until it has been re-set, (this mgaannot be
used for 1D10 weeks from when it is re-set).

Single wounds causing 12 or more points of damagélhcause

a mortal effect as described below:

12 points to the head, (after doubling), will khle character
outright. They automatically drop to death statea&@heir head is
literally blown off!!!!

12 points to the torso, (14 for decentralized heauitl
automatically put the victim at death state 1 rdgess of wounds,
this increases as per normal. This represents rirdggynal organ
damage.

12 points to any arm or leg will either mangleritsever it
completely. This means the victim must make a nh@rtun and
death save, with another save one level more each(i.e. mortal
1, then 2 then 3 etc...).

BLUDGEON DAMAGE

Bludgeon damage is a tricky thing, because tharesamany
kinds. Whether using hands, feet, and elbowshatrlead pipe
you are generally thought to be doing bludgeon dgmd his is
usually thought of as simply whacking someone witarge heavy
object. But less physically damaging effects dse aovered
under bludgeon like stings and pinches.

It is important to remember that when dealing \tiitis, that any
amount of pain, whether it be physically debilitgtior not, will
effect your decision-making and reactions. Sueedls no way
getting pinched will kill you, but it hurts like He Getting
whacked with a wire hanger generally won't causetpdall
unconscious, but it stings like mad. Too many Gafid players
overlook the effects of pain, thinking that if mesn't kill the
character then it is not worth noticing.

For game terms make your players roll a resistitertirugs test,
difficulty varying on the amount of pain inflictedf they fail they
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lose any actions other than Escape attempts faotied and/or
are under the attackers influence.

Also remember that it is difficult to die from blgelon damage,
and it will generally heal much faster than a peatétg wound.
For game purposes any bludgeon wound that dodsreak a
bone, or cause internal bleeding (IE. does mone fiapoints of
damage with a single attack), will heal at 1 paimhinute,
although there might be bruising or soreness (Glidsretion).
Head damage from bludgeoning is NOT doubled. Bhoding
damage that does not incur a death save unlessgla attack that
does more than 10 points (after BTM) of damagaksn. For the
purposes of the game, stun rounds such as bato#aorbag
rounds inflict bludgeoning damage.

Armor is what stops targets from taking the damagejust
located. The Armor SP section is directly underltbeation
section on the Hardcopy. Write the Armor Stoppilogver (SP)
value for each body area in the space corresponditigat body
area.

Stopping power (SP) refers to the ability of arnmstop damage.
Each type of armor has it's own Stopping Power. Wthe armor
is struck by a round, the armor's SP "is subtrafrtad the total
amount of damage done by the hit. The remainingagdgnis then
applied to the target area. If the damage doresisthan the SP of
the armor, no damage is done. However, for Sofpathat takes a
hit, every D6 increment of damage results in 1 pofrBludgeon
damage, Hard armor is 1 point for every 3D6 daniagement
(round up). Weapons doing D10 increments of danfaligwv the
same rule, however they double the effect for 2fsadf each
increment. This is caused by the impact of thexdoor weapon,
which the armor disperses enough that it just cabsgises, and
pain, though in extreme cases broken bones, irtdamage and
head trauma may occur, which can result in deairalonged
impediment, as the rules for critical damage apiply. Layers of
armor reduce this damage by half.

Example: Jack is wearing a Kevlar jacket with an SRof 18. A 5.56
round (5D6) strikes him in the chest, causing 14 jts of damage.
The armor's higher SP thwarts the attack. But it hts hard and causes
5 points of bludgeon damage. The next shot does g@ints of damage.
The armor reduces this by 18 points, but 4 pointseg through to cause
Jack harm.

Hard and Soft Armors

Body armors are divided up by whether or not th@onitst of their
protection is based on rigid metals/ceramics/coritpssor on
softer, more flexible ballistic fabrics. This ismofor layering
purposes and for some weapon damage effects.

HARD ARMORS SOFT ARMORS

Ballistic Crabshell Armor Heavy Armor jacket
Police Riot Armor Med. Armor jacket
Door Gunner's Vest Police patrol armor
Steel or Nylon Helmet Light Armor jacket
Full Plate Kevlar T-shirt/vest
Half Plate Heavy Leather
Wooden or Steel Shield Chain or Banded Mail

Armor and Bludgeoning Damag;

Soft armor is treated as having 1/2 its SP valubetd with
bludgeoning damage, however as it disperses thadmp
effectively it also treats any bludgeon damage @leds$ through as
1/2 real, 1/2 stun. Hard Armor has no penaltyRo S



Layering Armor|

"What a concept”, you think, shrugging into a biglteof T-shirt,
bulletproof vest and a Kevlar armor jacket. Theoedty, one
should be able to layer protection upon itselflurgibecomes
invulnerable. Wrong.

First of all, let's look at reality. If the averagep could stack
layers of armor on himself before tackling a doneedisturbance
call, you can bet he'd do it. But doesn't, becasist isn't
practical. Here's why.

When you layer flack jackets, you aren't invulnégalgou're just
immobile. While modern armor isn't as heavy asfakhioned
armor plate, it's very encumbering from the movetnaegle.
Straps, buckles, padding and stiff plastic addougestrict arm
movement, chafe the torso, and weigh down the legs.
Pillsbury-doughboy padded arms don't lift guns weell, and
well-stuffed legs aren't much for bending, climbargd running.
For this reason, every armor type has an encumbnaadae (EV).
When wearing body armor, add up the total of ENésed in the
Armor Table), and subtract this from your chardst®EFLEX
stat. Even if you're strong like Hulk, a lot of amis going to cost
you.

Maximum Armor

In addition to Encumberance Values, only a maxinufrd layers
of Armor can be worn at any one time; no more thia@ of these
layers can be Hard Armor (see Hard/Soft Armors &palithe 2nd
layer has an extra EV penalty of -1; the 3rd lageradditional
penalty of -2. Anything that changes your naturai@r but does
not provide an EV penalty, such as the cyberngtioaos Light
Skinweave, and light Subdermal Armor, do not cama layer.
Anything that does provide an EV penalty, suchhascybernetic
options Body Plating, and heavier Skinweave or $ulnadl Armor
do count as a layer.

Proportional Armor

When layering armor, or wearing armor behind artauis or
cover, subtract the smaller SP from the larger Bived the
difference on the table below and read acrosse@ther column.
This is the bonus number you add to the largeroSketermine
overall protection from the armor/armor, or armower
combination. If you have three or more layers @itgction,
calculate in pairs from the inside out (example: &wnors A, B,
C, you compare A and B; determine the bonus nunamefthen
compare the new strength of the larger of the fpa@irmor C.)

PROPORTIONAL ARMOR TABLE
Difference in SPs Bonus Number

0-4 +5
5-8 +4
9-14 +3
15-20 +2
21-26 +1
27+ +0
Armor Piercing Rounds

There's another reason why armor isn't the universa for flying
lead, and it's called Armor Piercing (AP) roundke3e are bullets
designed to deliver their full impact to a singlgm, instead of
mushrooming out like a normal bullet. They donlismas much
damage as a standard lead or hollow point rourir@/mal
damage), but they cut through armor like a hotettifough

cheese. As a result, whenever AP rounds are ers@ahtarmor
will have one half its total SP value.

For example, say a 5.56 AP round does 30 pointisusfage. It hits
SP 10 armor, which reduces it by 5 (10/2=5) Theaiaing 25
points ore further reduced to 12 (25/2= 12.5, reahdown to 12),
based on an AP round's lower damage capacity.

The same is true of knives, swords, arrows, andratiged
weapons. Soft Armors are at half SP effectivengaimat edged
weapons. Hard Armors retain full value.

The smart solution in a combat situation is to @iythe lightest
armor you think you can get away with unless yoplamning to
take on a stationary position or go up against egvy firepower.

Staged Penetratio

Armor doesn't just keep absorbing damage indefinitevery time
the armor is hit by an attack that exceeds hafStP rating, it is
reduced by one point of SP. Each time the armsirigk by a
penetrating attack (i.e. an attack that actualteexs the armor's
SP), it's SP is reduced by an additional 1 poinefe@ry 4 points of
penetration (before halving for Armor Piercing dhd like).

When the SP reaches 0, the armor will no longgy deonage.

Use Covel

You don't have to lug around an armor jacket with y often the
best armor is what you can find around you. Collema you to
move from place to place, letting something elsksg the
gunfire.

COMMON COVER SP/SDP

Office/Sheetrock Wall 5/15-sq yard
Concrete Block Wall 10/30-sq yard

Reinforced Wall

20/60-sq yard

Brick Wall 25/75-sq yard
Stone Wall 30/90-sq yard
Reinforced Wall 40/120-sq yard
External Wall 50-150-sq yard
Floor / Ceiling 25/75-sq yard

Heavily Reinforced Floor

100/300-sq yard

Office/Wood Door 5/15
Heavy Wood Door 15/45
Concealed Security Door 15/45
Steel/Security Door 25/60
Reinforced Steel Door 50/150

Plexiglas Windows

12/15-sq yard

Bulletproof Glass

15/45-sq yard

External Windows

25/75-sq yard

Car Body, Door 5/20
Data Term 25/75
Mailbox 10/55
Curb 25/25
Armored Fridge 90/30
Weapon Emplacement 30/90
Tree, Phone Pole 90/50
Concrete Utility Pole 85/85
Engine Block 55/40
Hydrant 35/65
Armored Car Body 25/80
AV-4 Body 40/60
Jersey Barrier 120/120
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MAKING ATTACKS

This section covers the basics of how to make lattathere are
two parts to this sectioRANGED WEAPON COMBAT and
MELEE COMBAT .

RANGED WEAPON COMBAT

Ranged weapons are anything that is shot or thmoxen a
distance at the target. To make a ranged weapackaijuns,
bows, thrown objects, etc.) you must roll a combaraof your:

REF STAT + WEAPON SKILL +1D10

equal to or greater than a specific hit number. rEimge between
you and your target determines the hit number.

RANGE DEFINITIONS BASIC WEAPON RANGES
Handguns 50yards
Point Blank: The weapon is | Submachineguns SOyards
very close to or in physical ihOtht7§ e R sz?gardds
: i ssault/Battle Rifles yards
contact with the target. It will Sniper/Hunting Rifles | 500yards

almost always hit, doing
maximum damage.
Close: The weapon is
attacking at ¥4 the listed

Throwing (-10m/kg>1) | 3y x BOD
ADVANCED RANGES
Pocket Handgun 10yards
Subcompact Handgun| 20yards

range. Compact Handgun 30yards
Medium: The weapon is Full Frame Handgun | 40 yards
attacking at ¥z listed range for| Long-barrel Handgun | 50 yards
its type. Sawn Off Shotgun 20 yards
Long: The weapon is Taﬁtical Shotrg]]un 30 yargs
; ; +o| Full Frame Shotgun 40 yards
?;;[)aecklng at listed range for its Short SMG 30 yards
o . Full Frame SMG 50 yards
Extreme. The weapon IS Long Barrel SMG 60 yards
attacking at x2 listed range for| short Barrel Rifle 100 yards

Its type. Full Frame Rifle/LMG | 250 yards

Long Barrel Rifle/MG | 500 yards
Grenade Launcher | 250 yards
One way to improve your Rocket Launcher 100 yards

chance to hit is to aim. Each round of aiming agtiso your
Attack, up to three rounds. Aiming assumes steadjtipn, no
movement, and a clear chance to track your target.

MODIFIERS

When making your roll, you must add any and all ifies that
apply to the combat situation to your final AttdR&ll. There are
modifiers for Target, Aiming, Weapon Type, TypeFafing,
Position and Movement. Be sure to take into actalimodifiers
and stack them appropriately.

RANGED COMBAT TO-HIT NUMBERS

Point Blank (Touching to Lyard).. ......cccvveviivnvn e e, 10
Close (1/4 LoNG FaNGE) oeeveveeieeet e eeee e aeneeeaeaee e eamm 15
Medium (1/2 LONG raNge) ....coeeneeniie it i e e @
LONG (FUIl FANGE). ..ttt e et e et e e e s 25

Extreme (2X LoNg range) ........ocvuiiuinieiiiiiiii i i, 30

Target silhouetted ...............ccceenenee +2
Target crouched/kneeling ................ -1
Target prone ..., 2
Half body visible ...........ccccovvveennnn -2
Head and shoulders only visible ....... -3
Blinded .........coov v -5
Head only ....cccccevvveeeeeviiiiiiiieeeeeeee 4
Behind someone else .......ccccccvveennnnnn. -4

RANGED COMBAT TO-HIT MODIFIERS

EXtra actions .......cccoeevenineviniiniee e e -3/extraction
Using off hand ... e -3
USIiNg tWO WEAPONS ....ccceeeeiie e ieeee ceiee e veneeannns -3 oroth
Firing while running ........cccovie i e s -3
Firing a shoulder arm from hip ..o, 2
Fast draw/Snapshot ... e -3
Ambush/Surprise attack ..............ooovieiiiiiiii e +5
SIlENCEI/SUPPIESSOL ...ueiiiiiiiiiiaie et e et ee e e e e e -1
Aimed shot at Vitals ........cc.covi i e -6
Aimed shot at head, hands, feet ................c..ccooeii A4
Aimed shot at stomach ........cccccooe v -3
Aimed shot at arms, thighs .............cooo i e -2
Aimed shot at Chest ... e -1
Bipod (stationary & braced) .............cooiiiiiii i, +1 to2
LY £ T 1V o T o | -1
Turning to face target .....ccccceeviiiees i, -2
Ricochet or indirect fire ........... coooiiiii i, -5
Loser of FACedOWN .......ocoeuiiiiiiiies e e e -3
Target Immobile ... +4
Moving target..... -1 (additional -1 per 2 pointof MA above 5)
Tiny target (bullseye, eye, vital area) ..............c.ccoceeveeinne. -6
Small target (body location, <Im) .........ccovviviiiieiinienninnn, 4
Large target (car, large animal) ..............cccoeviiiviie i 2
Very large target (truck, wall) .............coveiiii i s +4
AIMING (MAX +3) covviieeeeieii e e e e e +1/turn
LaSer SIgNt .....vvviiiieieeeee e e — +1
Telescopic Sight ...veveevveiii i, +2 Ext, Hdled
Targeting SCOPE ...veeeeieiee it ettt e et e e e e +1
Scopesight ... +2 Long/Ext, +1 Me
Computer Sights ...t +3 Long/Ext,+2 Med
SMAMGUN e e e e +2
SMArtgoggIes ..euee et +2
Three round burst (Close/Medium)..........c.ocoiiieiiiieann. +3
Full auto, ClIOSE .....eveeiieiii e e e, +10 rnds
Full auto, all other ...........cooviiiii e, -1W0 rnds
Autoshotgun ...........ccooviii i, -2/additional lsot

CRITICAL SUCCESS

On a natural roll of 10, you have had a criticalcss. Roll an
additional 1D10 and add it to your original rolthen Re-roll the
die one more time, if you roll a 9 or 10 you haviécally
succeeded, refer to table:

Choose

CRITICAL SUCCESS EFFECT

or roll
il \Weapon does x2 damage

Al \Weapon does Maximum Damage as if from a point blank

K You may choose Hit Location instead of rolling (Hed, Arm,
etc.)In case of called shot, you may choose specification (Eye,
Finger, Groin, etc)

3l \Weapon hits weak spot in opponents armor (view sht joints,
between seams) armor is treated as being at 1/4

I \Weapon hits 2 targets (via ricochet, over penetrabin, etc.)
second target takes half damage

[ \Weapon hits something explosive or flammable (expoves,
ammo, fuel, etc.) on opponent or target, and detomes or ignites
(only applicable if something of this nature is avidable)

FAl |mpact from your weapon automatically disarms oppomnt

Sl Blood, Shrapnel, or other substance released frormoyr weapons
damage gets into targets eyes, blinding him for lound

Sl \Weapon shocks enemy more than normal, stun save-a2

0 Weapon knocks opponent off his feet.




On a natural die roll of 1, you have potentiallynfled. You must
roll an additional 1D10, rolling at or under theppgable skill for
the task you are trying to accomplish. If you sertyou treat the
attack as simply rolling a 1. If you roll over ybave fumbled and
need to check the result against the Fumble Talded what
happens. Fumbles can encompass a wide varietyeat&fMost
weapon fumbles include jamming or misfires. Automateapons
have the highest chance of fumbling, and will jeasdx on the
Reliability of the weapon: When a fumble is rolletlile using an
automatic weapon and roll a value on 1D10 highen tine
Reliability value for the weapon.

FUMBLE TABLES

REFLEX - Combat

1-4 No fumble. You just screw up.

5 You drop your weapon.

6 Weapon discharges or strikes something harmless.

7 Weapon jams or imbeds itself in the ground fog turn.

8 You manage to wound yourself.

9-10 You wound a member of your party.

REFLEX - Athletics

1-4 No fumble. Make an idiot of yourself.

5-7 Fail miserably. 1 point of damage (sprain,)fatiake a Stun Save.
8-10 Fail abysmally. If a physical action, take

1D6 damage, make Stun Save -1.

TECH - Repair or create

1-4 No fumble. You can't get it together.

5-7 You make it worse, +5 Difficulty for next attetn

8-10 You damaged the device or creation beyondnepa

EMP - Convince, Fast Talk, Seduce

1-4 No fumble. They just won't buy it.

5-6 You not only don't convince them, they are tefally cold (-4 to next
roll).

7-10 They are violently opposed to anything you wiwoll 1D10, on a
1-4 they attempt to do you physical harm.

INT - Figure out, Notice, catch a clue

1-4 No fumble. Don't know how to do it, or whattsirgg on.

5-7 You don't know anything about what's goingeast Talk -2 to see if
anyone else notices how dumb you are.

8-10 You not only don't know what's going on or thityg about the
subject, but everyone knows how ignorant you are.

RELIABILITY TABLE

Weapon Jams on
Very Reliable 3 or lower
Standard 5 or lower
Unreliable 8 or lower
It takes 1D6 turns to unjam a jammed weapon.

AUTOMATIC WEAPONS

There are three ways to use automatic weaponsthfée round
burst is used to put multiple shots on a singlgghat any range.
Full Auto is used to deliver a lot of bullets abs$ range to one or
more targets. Suppressive fire is used to forcepgmonent to keep
his head down or risk taking a slug. Each formiteaswn
advantages and disadvantages in combat, and thie streat
warrior knows when to use the right technique far tight job.

Three Round Burst: The three round burst is a setting used on
most automatic weapons to conserve ammunition rapdove
accuracy. The three round burst gives you an autora to hit
advantage at certain ranges. The attack is madeeaaction. If
successful, roll 1D6/2 to see how many rounds #gthé the
target. This technique may only be used againgtesitargets.

3 ROUND BURST = +3, CLOSE & MEDIUM ONLY

Full Auto: This attack is best used to cover a wide rangargets
or to make sure a single target is dead, dead, deagapon on
full auto is a bucking bronco, hard to hold onéa more than a
few yards away. Using a scope or taking aim is aigmssible.
Therefore, range is critical in the full auto teichue.

The full auto option is based on the rate of fROE) of the
weapon.

FULL AUTO RULES

At Close Range:

For every 10 rounds fired at Close range, addybtw Attack
Total.

At Medium, Long and Extreme Ranges:
For every 10 rounds fired at Medium, Long and Bxigeanges,
subtract 1 from your Attack Total.

For every point of success over the required taddit 1 round
hits the target, up to the maximum ROF for the vesap

NUMBER OF HITS = # POINTS > THAN TO HIT NUMBER

Suppressive Fire: Suppressive fire is used to cover an area
(called a fire zone) with bullets, making the anezardous to pass
through. All targets entering or crossing the fiome during this
attack must make a "save" against taking a bujlebbing their
Athletics Sklll + REF + 1D10 and beating a save hamA failed
Save means the target takes 1D6 rounds, each rantiorated.
This save number is determined by dividing thel totenber of
bullets fired by the width of the fire zone.

Example: 64 rounds into a 2-yard area would requirea save of
32 or higher. 64 rounds into a 5-yard area would rguire a save
of 12 or greater.

SAVE = NUMBER OF ROUNDS DIVIDED BY THE WIDTH
OF THE FIRE ZONE IN YARDS

You may overlap the fire zones of more than onepeaadividing
the total number of shots to determine the savebeunt-or
example, two Uzis with an ROF of 32 would placebédlets into
the fire zone.

Two rules are immediately apparent with suppresiieeFirst, it's
only useful when you can fire a LOT of rounds iatemall space.
This means teams should coordinate their actioddiemat the
same time, placing the maximum number of rounds tim fire
zone. Also, the fire zone should be a tight asipteséthe
minimum width of a fire zone is two yards).

FULL AUTO AT MULTIPLE TARGETS

If attacking more than one target, roll to hit on€&M determines
difficulty as normal for each target, but each ¢&rgfter the first
gains a consecutive +3 difficulty. As usual, eveoynt of success
per target results in that many bullets hitting tdrget, however,
the ROF is divided by the total number targetdyullet for every
yard of distance between first target and last. Lidcations and
damage rolls as normal, though to speed things may be
advisable to only roll damage once, and apply #meesnumber to
all hits.
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FIRE CORRIDORS & GRAZING FIRE

A fire corridor is where you plot an area where ¢nemy can
advance, then set up a machine gun, or other atitomeapon, to
cover it with sweeping fire. That way you don't Bae aim when
the enemy starts moving through it, you just hajevd the trigger
and sweep. This Ambush doesn't grant +5 to Attatig,rout +10
to Initiative. Grazing fire is where you set theahmegun at knee
level and fire; this way, you usually hit not-sollagrmored legs.
Grazing fire is considered a use of Suppressive thiat only hits
legs.

GRACE UNDER FIRE

During combat, the referee should evaluate
each action that a character (PC or NPC) wants tand decide
whether the proposed action is simple enough ®cttaracter to
do it without having to think too much. Simple acts are: shoot at
someone, duck for cover, run, attack, reload,Mtre complex
actions, requiring more complex thought, requiked the character
ignore the stress and keep his head clear.

Simulate this with a COOL+1D10 roll, against a ziffity 15+. If
the character succeeds, he is free to performrthpoped complex
action. If he fails, he has to do something sintpé still fits the
situation instead.

When a character is hit and wounded, trapped, or
outnumbered/out-gunned, or when a vehicle a cheréetn is
damaged, a COOL+1D10 roll against a Difficulty 1(®&f more,
depending on the situation) is necessary to s i€haracter
continues to fight. If failed, the character wily to seek cover, or
even flee if the roll is fumbled. In cases whergimented teams
are involved, the team leader's Leadership skilllmaadded to
each member's roll if they are in contact or lifisight of him.

VIR ESE: Unless a character has been properly trained to
seek cover (or go prone if no cover is availablbewa firefight
starts, make a COOL + 1D10 roll at Difficulty 13#the character
fails the roll, they look around to see what's teppg instead, or
shoot back, if so disposed. Suppressive Fire: R@ateferees
should require COOL + Combat Sense + 1D10 rolBifficulty
15+ before allowing a character (NPC or PC) tohpotself in
danger by exposing himself to suppressive fire.r@ttars who
can't be hurt by the suppressive fire are exempt.

REENRAYERIMES Make PCs and NPCs roll COOL + 1D10 against
a Difficulty 15+ to stand and face an APC, IFV, MBT other
large vehicle.

A character compares his BOD stat to the BOD Mimimu
(calculated using the table below) of the weapoisltiging. If his
BOD is equal to or higher than his weapon's BOD,M& may
fire without penalty; if the character's BOD idedst 2 points
greater than a semi-auto weapon's BOD Min, he rinaytfat a
ROF of 2 rather than 1. However, if the firer's B@Dess than the
BOD Min, penalties are based on the firer's BODusithe
weapon's BOD Min (referred to as Difference FacioD-fac).

If the firer's BOD is lower than his weapon's BODnlvhe may
only fire at a ROF of 1/2, with WA reduced by -2 fdepoint of D-
fac, and must make a (BOD+Strength Feat+1d10ysathe (BOD
Min x2). If this roll is failed, the firer takesdoint of damage per
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Weapon Type Base BOD Min

point of D-fac to his firing arm; critical failunmeans the weapon
is also dropped. Any weapon with a BOD Min of 9e®s is
assumed to be fireable by anyone, but you haveptien of using
the BOD Minimum restrictions for all weapons.

D6 weapons (Max Damage/6)
D10 WEAPONS ..eeverieeiiiiiiiaaenaieaaaaanenas (Max Damage/5)
Shotguns ... Max SHOT Beage x0.25
Grenade launchers ............cc.......... Diamet&® mm) x0.3
Modifiers Multiply all mods together
1-handed (handgun) .........ccccoeeeiiiiiii e e e e
2-handed, no brace* (SMGs & shotguns) ............. x1.0
2-handed & brace* (rifles, MGs, other SMGs) ...... x0.5
High-pressure/high-velocity grenades ..........o...... x1.5
EAP (railguns) ........oeeeeiiiiiiiiee i eeeie e iieaaa s x1.8
ROF 1-3 (SEMIAUL0) ....ocvviiiiiee it e x1.0
ROF 3-16 .oeiiiieeiiiieeiiieeiieessieeesiea e s e e enaenneeeas x1.75
ROF 16-30 .uueieiiiieesiieeeiee s seieeseeeeee s e reesneeae e x2.0
ROF 31-60 ...ueiiiiiiiiiiiiieiiiie st sieeseiee s s x2.5
ROF 61-120 ...oiiiiiiiiiiiiiiiiie it siiinemnse e eeeesineees x3.0
ROF 121+ x3.5

*Brace=stock, arm brace, shou
mono/bi/tripod, gyro-mount, etc.
In near future and beyond settings,

A Cyberarm acts as BOD 12 for pistol recoil purposg
A Powered Exo-Mount has BOD 18 for recoil purposes.

UNUSUAL RANGED WEAPONS

Normally available only in near future and beyoettiags, these
weapons are often used for crowd control, stealfsions and
other situations where you want killing to be oahe of the
options, or want a limited number of targets eliatéd quietly.

Airguns: These are advanced versions of the "paintball" gfins
the 1990's. Airguns can be loaded with poison, mgrkaint,
drugs or acid.

Paint: Bruise damage only. Head hits have a 5/10 chance
of blinding the target for 3 rounds with paint hreteyes,
and a 4/10 chance of permanently destroying the eye

Poison & Drugs: To avoid the effects, the character must
make a save roll. On a successful save, damagédused
by half. See poison effects table:

Acid: Acid causes 1D6/2 in acid damage per pellet.
Although armor will stop this, the acid will eat ayvat
the armor, reducing its SP by 1D6/2 per round aftotal
of 3 rounds.

Example: Jack hits armor SP 15 with two pellets. Heoils 2D6

for a total of 7 points of damage. The first turn,the armor's SP
is reduced to 8. The next turn, it's reduced to IThe next turn,
6 points get through the armor and sear into the teget's skin

DRUG & POISON EFFECTS

Type Effect Damage
Hallucinogen | Confusion|-4 INT
Nausea Drugs lliness | -4 REF
Sleep Drugs Sleep** | None

Biotoxin | Death |4D6
Biotoxin Il Death |8D6
Nerve toxin/gas Death | 8D10
** Half effect it drowsiness, -2 to all stats.




Dart and Needleguns: Dartguns can be loaded with poison or
drugs. Each hit does 1D6/2, plus effect of the dmgoison used
(see Airguns, above).

Power Squirtguns: Power squirtguns can be loaded with drugs or

acids. Effects are as with Airguns (above), witbhegsquirt" equal
to 2 pellets.

Tasers: Tasers require the victim to make a save againstestd
typically do 1-2D6 stun damage (treated as Bluddgeothe
purposes of healing and recovery). The save numlreduced by
-2 for every successive shot in a three-turn tiemgopl. Tasers can
be recharged from wall current, taking 1 hour tctefull charge.

Bows, Crossbows, Spears & Thrown WeaponsThese weapons
are either thrown using the character's Brawlinddder Martial
Arts skill (+ Cast modifier) for shuriken, dartqiikes and spears,
or fired (using Archery Skill).

BEAM WEAPONS
Beam Weapons include lasers and microwave weapons.

Lasers: Lasers have a rechargeable powerpack holding baota
10 six sided dice of damage. You can use as étléD6 or as
much as 5D6 in a single shot, until you have udletiOadice.
Lasers recharge from wall current at a rate of pB6hour.
Example: Jack has recently captured a laser frgoaad. He has
10D6 to work with; he dials the power up to 5D6 dinels. At this
rate, he'll only have one more shot before it'taege time.

OPTIONAL RULE

To get a “Star Wars” Blaster type field, you maynivid simply
treat them like standard handguns in terms of damsige, and
pricing, and give them x3 shots, or you can usdahewing table
and modify the die value up or down as the GM $ites

Microwavers: Microwavers are fired like any other ranged
weapon, delivering 1D6 in bum damage. In additamy target
within 1 yard of the path of the beam must roll 1@6the
microwaver side effects table to determine if themes electrical
side effects on exposed electronics or cyberwedaelded
cyberwear is not affected by electrical side effect

Like lasers, microwavers recharge from a wall sadid&ing one
hour to reach a usable charge.

MICROWAVER SIDE EFFECTS ON CYBERNETICS

1. Cyberoptics short for 1D6 turns.
2. Neural pulse! if character has interface plugsieflex boosts
or other hardwiring, REF stat reduced by 1D6/2 unti
repaired.
3. Cyberaudio shorts for 1D6 turns.
4. Cyberlimb malfunction: Lose all use of cyberlint for 1D10
turns. Roll 1D6 for limb, re-rolling if no cyberlim b limb is
present:
1-2 Right Arm
3 Left Leg
4 Right Leg
5-6 Left Arm
5. Total Neural breakdown! Character reduced to tvitching,
epileptic fit for 1 D6/3 turns.
6. No Effect.

BOWS & CROSSBOWS

The bow or crossbow is fired using the Archery ISEbws are a
special category of ranged attack because thel Bieased
ranged attacks. Compound bow BT is treated agdo@lfto the
pulley mechanism that distributes the draw reststaand
maximizes release). Every 1 point of BT = 10 yaaige.

BT is the measurement of the strength requirguutbback the
string of the bow or crossbow. It adds a damagrib@qual to the
Strength Damage Bonus derived from a BOD of theeskewel.

BT damage is a fixed number of the weapon, indicgtihe tension
setting of the bow/crosshow, not the users Body.

ARROW & BOLT DAMAGE
Arrow/BOLT size Damage
Short Bow / Hand Crossbow 1d6 + BT damage

Medium Crossbow 2D6 + BT damage

Long Bow / Heavy Crossbow 3d6 + BT damage

Different arrow heads may increase or decrease darge
Examples include:

Armor Piercing % damage Broadhead + 1D6

Razor Tipped + 1D6 Blunt Stun Only

Barbed Arrows do an additional d6 damage when remad unless a
successful first aid check is made at a difficulty to 5 + damage taken

Arrows that miss have a 50% chance of breaking

Shortbowshave a maximum BT of 6
Longbowshave a maximum BT of 10.
Compound Bowshave a maximum BT of 16.

Crossbowscan use the Archery skill as well, however hand
crossbows can be fired with the Handgun Skill ats§tie, larger
crossbows can be fired with the Rifle Skill at “iesas well. Any
Crossbow with a BT above 7 will usually have arapirof other
mechanism to hold it in place so it can be drawsh@tked, in
addition any crossbow with a BT above an 8 wileafhave a
detachable winch to cock the weapon. The numbeswfds it
takes to reload a crossbow is 2 rounds and aniadalitround for
every 2 BT over 5 (round up).

Hand Crossbowshave a maximum BT of 5.
Compound Hand Crossbowshave a maximum BT of 10.
Medium and Larger Crossbowshave a maximum BT of 10.

Medium and Larger Compound Crossbowshave a maximum
BT of 20

AREA EFFECT WEAPONS

Area Effect weapons are fired just like any otlypetof ranged
weapon. However, they are capable of covering rtiaae one
target at a time with a cloud of pellets, flameplesive force or
gas. Area effect weapons include shotguns, grenageplosives,
flamethrowers, missiles & rockets, mines, molotoeltails and
rocket powered grenades (RPGS).

Attacks are made as with other ranged weapons,théticenter of
the area effect falling on the designated targed,anything within
the area of effect taking damage as well. If thgatis missed, the
true center of the attack must be determined. VWdrulating
where a grenade or other. Area weapon has hit1 B0 to
determine the direction on the Grenade Table, thka second
D10 to see how many yards away it hit.
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Shotguns: Shotguns fire a cloud of small metal pellets called
"pattern”. The width of the pattern is based ondis¢éance
between the attacker and the defender. Any tangaisiraight path
between attacker and intended target is also ceresido be in the
area of effect. Note: if something is between tath pf the
shotgun and its intended target, the interveniragaep behind that
object are considered to be exempt from the effefctise.
Buckshot however, is extremely ineffective agaarshor, and
treats it as having 50% more SP. For a standardal 2

SHOTGUN TABLE
Due to the spread of pellets from a standa=Y Ry I

shotgun round, shotguns get a +1 at Close Close, PB  4D6
range, +2 at medium range, +4 at long Medium  3D6
range, and +5 at extreme. This only counts Long 2D6
towards standard shotgun rounds, Sabot, stun, elag, rounds
are treated as normal. Specialty rounds are sutgj&eM
discretion. At medium range and extreme rangepggsin hit will
hit 2 main locations locations. At Close rangeiit tit 2
sublocations. Roll once for location, the apply&giamage to that
location and one location adjacent

Example: Jack opens up his shotgun on a boosters miedium range
(pattern width=2m). He hits the 1st booster dead qrthe booster is hit
in his left arm and torso.

Shotguns are a very effective weapon in situatiginsre aiming
isn't critical. For instance, in 6ft hallways, teevould be no way
for a target to escape taking wounds no matter mowh his
reflexes were boosted. However, shotguns are iasted to
relatively short ranges and don't do a lot of daenaigy the
individual pellet level. A blunderbuss is an earéysion of the
shotgun, however it's damage differs due to pomstroiction. At
Close and Point Blank it does 5d6, medium 3d6,ardng 1d6.

The Armor-Piercing Effects of Shotgun Slug

These projectiles have normal AP ability vs. athars. Damage
that penetrates Hard armor is not halved. Damagjeptinetrates
Soft armor is halved as normal. This representsdmeussive
results of mass and impact by finned/saboted skiggis are
considered to have x2 range and x2 cost, SabotaddR@ange is

x5 and cost is x3 Shotgun Slug/Saboted Round Da mage

10ga. slugs 5D10AP
Grenades: 12ga. slugs 4D10AP
Grenades come 20ga. slugs 3D10AP

in fragmentation,
incendiary, stun, dazzle, sonic, concussion and/gdsties. Each
type has its own area of effect, usually betweém 2 yards.
Grenades and explosives can be detonated usingstiraeio
controls, tripwires or remote detonators. All gréeaypes are
available in hand or rifle-propelled versions, amd described in
the Area Effect Weapons & Grenade Table. Grenaggsha
thrown the same distance as a cast weapon (secb@lol) or
launched to a range of 225 yards. For every 2tpaihfailure on
the required Athletics Roll to throw the grenadedther thrown
explosive), it lands 1 yard off target. 2m caraldeed to distance
per point of Strength Feat.

BODY TYPE MAX DISTANCE

1-3 10 yards
4-5 20 yards
6-7 40 yards
8-9 60 yards
10-11 80 yards
12-13 100 yards
14-15 120 yards
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Values shown above are for baseball-sized objectgighing no

more than 1kg. For everyadditional kilogram, subtract 2 from

the Body Type score used to calculate throwing diahce. This

chart is also used for grenades, which use the Atics skill in
place of Martial Arts or Brawl/Melee.

AREA EFFECT TABLE

Type Blast Radius
Grenades lyard per Die of damage
Gas Grenade 3 yards
Molotovs 2 yards /liter
Flamethrower 2 yards
Cyberlimb flamethrower 1 yards
Mine 2 yards
Claymore 6 yard line from explosion
C-4 5 yards /kg
RPG 4 yards
Missile 6 yards
Shotgun (Close) 1 yards
Shotgun (Med) 2 yards
Shotgun (Lng/Ext) 3 yards
Micromissile 2 yards each

“Cooking Off” A Grenade: Most hand grenades have a 4-5
second fuse. With training you can “cook off” &gade. In other
words, you can hold on to the grenade long enoagthé fuse to
run down before throwing it, so that hopefully ithexplode on
impact or at other desired time or distance.

Every second a character cooks off a grenade addsalative -3
to hit on the athletics roll required to hit yoardet.

If you don’t cook the grenade not only is theréhare it could be
picked up and thrown back at you before it detos)atat it will
also bounce upon hitting the target and land 1glé/ds away
from the target point. Consult Grenade Table termeine
direction and distance:

GRENADE TABLE
10
7 8 9
5 |mrcer| B
2 3
1

Roll 1D10 to determine Point Of Explosion.

EXPLOSIVE DAMAGE: To determine effects and damage for
anyone caught in the Blast Radius of an Explodicst,determine
the targets distance from the center of the biblstxt figure the
Area Of Effect Range.

Targets that are hit directly by explosives, oriarpoint blank
range of detonation, take maximum damage

For every yard away from the Point Of Explosion dgmis
reduced by 1 Die increment (shaped or directiohaltges are
reduced by 2 Die increments).

Explosive damage is taken to 1 location for eveBi& of damage
(round up) the character(s) in the Blast Radiusives.



For Example: Jack throws a grenade at a group of eamy
soldiers, trying to hit the center of the group. H rolls his
athletics to hit and gets an 18, the grenade hitsedd center but
rolls 2 yards to the north before exploding becauséack gets
nervous about holding onto live explosives. The gnade
exploded right at one soldiers feet, doing 7D6 darga to 4
locations (both legs, his torso, and an arm). Thadoldier
disappears in a fine red mist. One of the other &diers is only
a yard away, he takes 5D6 damage to 3 locations ftk right
arm, torso), killing him as well. Another soldierwas at the
edge of the blast 5 yards away, he only takes 2démage to 1
location, his left leg. He is alive, but in pain.The last soldier
was clear of the Blast Radius and is coming afteratk hard.

For every point the shot misses by, it lands ond gavay from the
intended target. For each range increment grelzder'tClose”,
multiply the distance by 2.

So at close range, missing by 1 point means yad tlae explosive
lyard away, while a miss of 10 points means thé¢ shgses by
10yards. At medium this becomes 2 yards/20 yar8islang it
becomes 4 yards and 40 yards, at extreme it bec8f8@s.

Gas: Gas differs from other grenade effects in thatdtves
around. To use gas, first determine the Point gidsion. All
targets within 3 yards are immediately affected.

On the next turn, determine which way the windlgsaing by
rolling again on the Area Effect Table. Place tbe/rarea of
effect. Any target within the first and second arefeffect must
save vs. the gas, as well as any targets in ghbtri#me the width
of the gas cloud between the two points. On thel thirn, the gas
dissipates.

Gas grenades have either fatal or incapacitatifegtst To avoid
the effects, the character must make a save; atoesn't help

(although filters or gas masks will). On a succelsSave, he will
take half effects (a -2 REF reduced to -1, 4D6 ceduo 2, etc.).

GAS EFFECTS

Type Effect Damage
Nausea lliness -4 REF
Teargas Tearing | -2 REF
Sleep Drugs Sleep** | None
Biotoxin | Death 4D6
Biotoxin |l Death 8D6
Nerve Gas Death 8D10
**Half effect is drowsiness, -2 to all stats,

Flamethrowers: Flamethrowers are much like other area effect
weapons, with one difference; they can be "swegtivben two
points. When using flame throwing weapons, you aegide both
a starting point and an ending point; then roHi determining if
you're on target. Missed rolls refer to the Grensaigter chart.
Anything caught in the sweep between the two pagignited.
Using these weapons usually requires the Heavy Wfeagkill.
Damage is 2D10 the 1st turn, 1D10 and 1D6 theiétig two
turns. Hard armors protect normally. Soft armorstine >15SP to
protect the target, and are damaged 2pts/hit.

Mines: Mines come in two types; standard land mines and
"claymore" antipersonnel mines. A land mine is gaeed to stop
vehicles or other heavy objects; it is easily digtgavith most
magnetic sensors (7 in 10 chance). You step amdiiteblows up,
simple. Damage is 4D10.

A claymore is designed to stop people, not vehicdsymores
can be triggered by tripwires, time delays, or resswitches.
Claymore mines have an hourglass shaped areaect afather
than a circular one (see illustration). The dimensiof the "front"
cone of destruction are 6 yards wide by 75 yardg;lthe
dimensions of the "rear" cone of destruction ayagls wide by 6
yards long. At the juncture of the two cones isyafl wide circle.
Damage is 4D10.

Rocket Powered Grenades:Rocket Powered Grenades (RPGSs)
are a hybrid of grenade and rocket projectile, fathgreater range
and accuracy. They are also easier to acquirerttissiles. With
the exception of the disposable Armbrust RPG, rhase the
disadvantage of backblast, making them imposstbfed in a
confined space. RPGS are fired as with other gefachchers or
shoulder arms, using the character's Heavy Weapkilis

Damage is generally 6D10.

Missiles: Missiles and Rockets include radar and opticaliged
missiles, mini-rockets and shoulder rocket launshesing
missiles requires use of the Heavy Weapons SkilleMiring
missiles and rockets, treat them as rifle-firechgukes with longer
ranges and larger areas of effect; otherwise aalafje goes to the
target vehicle’s SP/SDP.

Average Missiles, Rockets, And Torpedos

Type Blast Radius Damage
Rocket 5 yards

Missile 4 yards 12d6
Torpedo 10 yards 13d6

* underwater only
Note: for Rockets and Missiles: If a rocket or miste has an Armor-

Piercing warhead, the armor's SP is halved, but theamage that
penetrates is not.

Missiles and Rockets move slow enough to be sees,they

move slow enough to be reacted to. Versus vehitiesattacker
rolls directly against the defenders Pilot Skifi.the case of guided
missiles, the missile itself rolls an opposed chexkhe targets
pilot skill. Versus humans the target may roll bisdge.

Explosives:

Explosives vary from grenades in that the more ysey the bigger
the blast area, the bigger the bang. Explosive atsare defined
as units; one unit of TNT would equal one sticke amit of
Plastique would be an ounce, etc. For every Urekplosive
used, add full damage value and 50% to the areffexft. So
using 6 kg of Plastique would do 42D10 over a 2dtdyea. (7y
+ 7x5y /2 [35y/2 =17]). Tying 5 sticks of TNT tatper would
create a 20d10 explosion covering a 12 yard (4ydy/ [16y/2 =
8) area of effect. Explosive charges can be shgpedolitions
roll 20) which minimizes the area of effect by 28rand doubles
damage.
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EXPLOSIVE RANGES

Explosive Unit Area Damage
Plastique 1kg 7y 7D10
C6 1kg 8y 8D10
TNT 1 stick 4y 4D10

Take the area covered by one unit of explosive andultiply this by the total
number of units.

Molotov Cocktails: Molotov cocktails are the favorite of would
be terrorists and people with a lot of gasolingsrand empty
bottles around. A Molotov covers 2 yards for evier of fuel
used (a standard soft drink bottle would cover2lga Damage
(3D6 burn damage) is applied to the overall bodther than to a
location.

ORKING WITH EXPLOSIVES

An unskilled attempt that results in failure becerag-umble; a
further roll of 8-10 means the explosive goes offyour face"

(a further Fumble roll of 8-10 means the same tifiimg character
with Demolitions). A roll of 1 means it goes offtamatically.

EXPLOSIVES RULES

Use grenade to damage structure .......... 20
Use explosive as thrown bomb ............. 15
Tamping an explosive (5 min+) ............ 15
Minimize C-6+ shockwave (33%) ........ 20

Enhance C-6+ shockwave (+100%) ...... 20
Shaping charge (1/% AOE x2 damage)...30
EVALUATE STRUCTURE FOR WEAKNESS

x2 damage 20
x3 damage 30
XL i Failure
XL/3 oo Fumble
MAKING EXPLOSIVES
Nitroglycerine (lab, 24eb/kg) ................. 15
Guncotton (lab, 10eb/kg) .....ccocovvveeeennnns 15
TNT (full lab, 20eb/Kg) .....coovvvvviinnrenee. 20
Plastique (full-lab, 50eb/kg@) ..........ce..... 25
C6 (full-lab, 75eb/kg) ...cooviieeieaiiiiaeen . 35
Chemical delay fuses (25eb-75eb) .......... 20

Indirect fire requires a spotter, who can see angett, and relay
information back to the firer. If the firer can sbe target, use the
normal rules for direct fire. Unless the spottes tiee firing
weapon right next to him, he must know where harig, must
know where the target is. This requires a map abdfeulty 15+
Wilderness Survival roll, or a satellite, or a cargy
Navigation/GPS system.

Mortars and launched grenades travel at 400y per é&nd

artillery shells travel at 600y per turn. At thageeeds, some
distant indirect fire may take several turns tcchethe target. At
the end of the turn when the shells reach the taafter everybody
has moved and taken their actions, roll for thileny to hit. The
difficulty is 25+, and the only modifiers to the Dtoll are:

INDIRECT FIRE MODIFIERS
Spotter's Heavy Weapons+INT)/2

Firer's Heavy Weapons/2

Visibility Modifiers that apply to the Spotter
+3 per turn (max 4 turns) of spotted fire at thmedarget area, ng
at the same target. This bonus can only be gaiftedthe first
shot(s) hit, since it simulates the spotter comngcthe fire.

—
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If the shot hits, roll on the Grenade Table tojssewhere it hits
and work out damage as usual. Once a shot hit§,aHdit# drops
to 10 and the weapon(s) can continue to fire dtlttation for as
long as desired without a need for a spotter toecofire. If the
shot misses, it does so by (range/100y) x the nuwilygoints
missed by, in a direction determined by the Grerleaige. A
spotter can only spot and correct for one targedtion at a time,
but there is no limit to the amount of weapons spetter can spot
for, as long as they're shooting at the same target

SHOOTING INTO A CROWD

When engaging an enemy in a crowd with ranged wesgutting
innocent bystanders is almost a sure thing. Fowescharacters
this isn't a problem, but for others this can iea downer. When
fighting in a crowded situation, and a shot missels,under your
LUCK and apply the following:

SIZE OF THE CROWD

1-5 people -1
6-10 people -2
10 -15 people -3
15-25 people -4
25-50 people -5
50-100 people -6
100-200 people -8

And remember, even when the players are not owad; there is
always the chance of a stray shot hitting someone.

RELOADS CARRIED

This is so overlooked in many games, but can became
necessary, particularly in combat or when suppareslimited.

A) Mark on your Character Sheet how many reloadsanéed for
each weapon. For situations where the charaatergearing up
for a larger conflict than normal and are carryéxgra ammo,
make sure they write it down on a scrap piece pgpa

B) On a scrap piece of paper, keep track of everyfaied.




MELEE COMBAT

Melee attacks include clubs, knives, swords, axfesinsaws,
sledgehammers, martial arts weapons, hand-to-htancks, bites,
and grapples.

Melee attacks differ from ranged attacks in that goe opposing a
person, instead of a target. To make a melee attfaekormula

ATTACKER: REF+Skill+Bonuses/Penalties+1D10
VS.
DEFENDER: REF+Skill+Bonuses/Penalties+1D10

If there's a tie the defender wins.

A character may make as many Melee Attacks or Mearsu= his
number of Combat Actions per round. These Attauid
Maneuvers can be offensive, defensive, or a contibmaf both.

In cases where a character is attempting to use than one skill
(such as if he is using more than one Martial Avi@rage the
Martial Art that has the lowest skill level determas the number of
Combat Actions. In addition, every character geis ftee Dodge
or Block per round.

STR DAMAGE MODIFIERS TABLE

BODY Hand to Hand STR Cast Weapon STR
1-2 -1 -1
3-4 0 0
5-6 +1 +1
7-8 +2 +1
9-10 +3 +1
11-12 +4 +2
13-14 +6 +3
15+ +8 +4
Key Attack | +1/2 MArt Skill Level |+1/2 MArt Skill Le vel
HAND TO HAND RANGES
RANGE MODIFIER KEY ATTACKS
Casting -0 Block, Dodge, Jump Kick
Various Cast, Ram
Hitting +5 Polearm Strike
+3 Normal Weapon Strike
-0 Punch, Kick, Disarm, Ram,
Sweep, Block, Dodge
-3 Grapple
-5 Cast
Grabbing, -0 Disarm, Grapple, Throw
Hold, Choke, Escape
-3 Punch, Kick, Sweep, Block
Dodge -5 Normal Strike

REQUIREMENTS FOR RANGE CHANGE

Casting to Hitting: If you have the greater Martial Art you
may be able to enter Hitting range.
Make Grapple roll.

Make Parry or Dodge roll.

If you have the greater Martial Art you
may be able to enter Casting range.

Hitting to Grabbing:
Grabbing to Hitting:
Hitting to Casting:

KEY ATTACKS

See the Martial Arts listing for a guide to the Katyacks of each
martial art. The bonuses each style provides ddedto the To-
Hit roll for that Maneuver or Attack. Some Manetsrand
Attacks inflict damage on the opponent, othersnagant to hold or
entangle, and others are used to prevent you feEnghhit
yourself. If the Martial Art does not have a botusomething,
you may still attempt that maneuver, you just dget any extra
points to add to the To-Hit roll. However you dake multiple
Martial Arts to give yourself as wide a range asgiole. When
taking multiple Martial Arts you take the higheslwe bonus from
your various Martial Arts. So if you have a Martat with a
punch of 4 and a block of 1, and you take anothertisl Art with
a punch of 2 and a block of 3, you keep the puriehfoom the
first martial art, and use the block of 3 from Heeond, so you
keep the highest bonus given of any martial artkmow. To
determine what Martial Art to use, you use the thraé provides
the highest bonus for whatever maneuver you agenating. You
may choose to use a different martial art to hit,regardless of
which art you choose to hit with, you MUST use skeél level of
the art with the highest bonus in that Attack omiglaver to figure
in the damage bonus provided by skill level. Ai$gou choose
not to use the art with the highest bonus for aagrgManeuver or
Attack, you do NOT gain IP to either.

Brawling/Melee is an untrained skill compared tortiaharts, it
allows a user to attempt all the same Attacks onddiaers as a
Martial Art, but provides no bonuses to them odémnage. A
bonus to damage is given to anyone using Brawl/M#lthey
have the Rampage Special Ability (+1 per point afifpage).

RUNDOWNS FOR EACH KEY MANEUVER:

STRIKE: Strike is any attack made with a Melee weapon, ssch
a sword, staff, axe, knife, sharpened stick, orbak. Strike basic
damage is that of the weapon + STR bonus + ¥ thdidgble
Martial Arts Skill Level. Defenders against a Bérimay use their
Martial Arts, or Brawling/Melee skill to Dodge ti®trike, or they
may use Martial Arts, Brawling/Melee (if they arelting a
weapon) to try to block or parry it. To perfornsaike you use
the following formula:

REF + Martial Arts or Melee + Key Strike +1D10

(When using two hands to attack with a weapon, Bodmage
Modifier is doubled.)

CAST: Castis any attack made with thrown or hurled disjeue
they throwing knives or axes, shuriken, speargsdewscks, or
baseballs. Cast basic damage is that of the weap@ur STR
bonus / 2 + ¥ the Applicable Martial Arts Skill Ledv Defenders
against a Cast may use their Martial Arts, Brawlinglee skill to
Dodge the Cast weapon, or they may use Martial, Arts
Brawling/Melee (if they are holding a weapon) tptin Block or
Parry it. To perform a Cast you use the followfagnula:

REF + Matrtial Arts, Melee or Athletics + Key Strike + Range
Penalty + 1D10

RANGE PENALTY FOR BODY MAX
CASTING TYPE DISTANCE
RANGE PENALTY 1-3 10y
Hitting -5 4-5 20y
Close -0 6-7 40y
Medium -5 8-9 60y
Long -10 10-11 80y
Extreme -15 12-13 100y
14-15 120m
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PUNCH: Punch encompasses punching, knife hand strikegspok

chops, elbow attacks, bites and head butts. Phasic damage is
1D6/2+ Your STR + Y% the Applicable Martial Arts Skill Lelve
Weapons which are worn, natural, or implanted enhéinds,
elbows, or forehead add their damage in placeef ih6/2
provided by the bare hand. Defenders against alPumay use
their Martial Arts, or Brawling/Melee skill to Dodghe punch, or
they may use Martial Arts, or Brawling/Melee to toyBlock or
Parry it. To perform a Punch you use the followiognula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10

KICK: Kick is any attack made using your legs, kneeseet.

Kick basic damage is 1D6Your STR + ¥ the Applicable Martial
Arts Skill Level. Weapons which are worn, natuaaljmplanted
on the legs, knees, or feet add their damage cepéthe 1D6
provided by the bare leg. Defenders against a Kialy use their
Martial Arts, or Brawling/Melee skill to Dodge thpeinch, or they
may use Martial Arts, or Brawling/Melde try to Block or Parry
it. To perform a Kick you use the following fornauil

REF + Matrtial Arts or Brawling/Melee + Key Attack + 1D10

DISARM: Disarm is a maneuver designed to remove or break a
weapon or item from your opponent’s possessiorkinahis gun,
knocking his sword from his hand, or grabbing thekrfrom his
palm, or snaking the cigarette hanging from his &pe alll
considered disarm Maneuvers. In a disarm, bo#tledt and
defender get to add their Body Type Modifier in iidd to
whatever other bonuses they are using. The defenayg even
choose to roll a Strength Feat in order to keed bbhis weapon.
Disarm does no damage, though you can sometimeswih a
Choke Attack. In addition, you must add in theegienalty of the
defenders weapon, as smaller objects are hardeake someone
let go of than larger objects. To break a weapaitem you must
Roll the target number (provided on the Break Ckaable) or
under on a 1d10. To perform a Disarm you usedheviing
formula:

REF + Matrtial Arts, or Brawling/Melee + Key Attack + BT
Damage Mod + 1D10

DEFENDERS WEAPON SIZE PENALTY FOR DISARM

Very Heavy: Great Sword
Heavy: Rifle, Long Sword 0
Medium: Pistol, SMG, Large Knife -3
Light: Shuriken, Small Knife, Derringer -6

SWEEP/TRIP: Sweep is a Maneuver to attempt to trip or other
wise knock your opponent’s feet from underneath. Hirefenders
against a Kick may use their Martial Arts, or BrangfMelee skill
to Dodge the Sweep, or they may use Matrtial Ants, o
Brawling/Melee to try to Block it. To perform a ep/Trip you
use the following formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10

BLOCK/PARRY: Block/Parry is any attempt to avoid being hit
by your opponent or his weapon by interceptingithwour arms
and legs or a weapon or shield of your own. fidssible to
successfully block or parry a weapon with your aemd legs,
however doing so is difficult, and unless you hgair attackers
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roll by 5 points you will take damage from the weao whatever
limb you were using to Block/Parry, if you beat #teackers roll
by 5 points or more, you take no damage. You mdesltare which
weapon or limb you are attempting to Block or Pavith before
the die is rolled. To perform a Block/Parry use tbllowing
formula:

REF + Matrtial Arts, or Brawling/Melee + Key Defense+ 1D10

PARRYING OR BLOCKING A WEAPON MAY ALSO
CAUSE YOU TO BREAK YOUR OWN WEAPON

The Following Chart may also be used in purposefudttempts
to break an opponent’s weapon with a Strength Featheck,
every 5 points above 15 results in a +1 to the Bre&hance.

Attackers Chance Defenders Weapon Breaks
Weapon On AD10
Very Very Heavy Heavy Medium Light
Heavy 1 1-2 1-3 1-4
Heavy Very Heavy Heavy Medium Light
0 1 1-2 -3
Medium | Very Heavy Heavy Medium Light
0 0 1 1-2
Light Very Heavy Heavy Medium Light
0 0 0 1
Very Heavy Maul, Great Axe, Great Sword,
Weapon Sledgehammer, Polearm
Heavy Weapon Battle Axe, Longsword, Steel Staff, Rifle
Medium Shortword, Axe, Spear, Pistol, Machete, Lar
Knife, Nunchaku, Rapier
Light Small Knife, Dagger, Derringer, Foil, Blowgu

Weapons made of wood are automatically treatec g mo
higher than Medium, this includes wooden shaftst(the wooden
part) on spears or polearms. Weapons made of Mystat or
leather are automatically treated as being lighitything more

fragile (such as glass) will break on any parrgrafbt.

Weapon quality can modify the category for the purpse of
Break Chance.

MELEE WEAPON QUALITY

(0@ Fragile, breaks on any fumble, 50% chance of breakiy during
use.

1 Cheap, breaks on a roll of 4 on a 1D10 after any fable.
Weapons of this quality are treated as being 2 cageries lower
on the Break Chart

2 Poor Quality-breaks on 2 or less on a 1d10 afterfamble.
Weapons of this quality are treated as being 1 cagery lower on
the Break Chart

3 Standard Quiality, hard to damage, breaks only on aritical
fumble

/ll High Quality, long lasting, can take abuse, militay quality tool,
almost impossible to damage without specifically tending to.
Weapons of this quality are treated as being 1 cagery higher

on the Break Chart

5 Masterwork Quality, even trying, it is near impossble to
damage. Only the finest weapons can achieve this.
Weapons of this quality are treated as being 2 cageries higher
on the Break Chart

ge
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DODGE: Dodge is an attempt to avoid an attack completgly b
ducking, sidestepping, swaying, or jumping outhaf tay. To
perform a dodge use the following formula:

REF + Matrtial Arts, or Brawling/Melee + Key Defense+ 1D10

Characters get one free Dodge OR Block attempt peound of
melee combat. This does not count towards their &ons for
the round.

ALL-OUT PARRY: When you declare this as your action, it
takes up all of your actions for the round. To thés option you
Roll your Parry once, with a +4 modifier (represegtyour
dedication to the task). The final result is yBarry Roll against
any attempt to attack you for the round, and watidtion for as
many attacks as you have actions allotted by ykillr and
provided your parrying weapon holds up to the abuse

ALL-OUT DODGE: Like All-Out Parry when you declare this as
your action, it takes up all of your actions foe tound. To use
this option you Roll your Dodge once, with a +4 rified. The

final result is your Dodge Roll against any attemapattack you

for the round, and will function for as many atta@s you have
actions allotted by your skill.

GRAPPLE: Grapple is the Maneuver used to grab or entangle an
opponent using either bare hands or a suitable eveajgou must
make a successful grapple before you can atterdpldy Break,
Throw, Choke or Crush. Defenders may use the klahiit
Maneuvers of Escape, Block, Dodge, or Grapplehey may use
Brawling/Melee skill to oppose the attempt. Onagapple is
successful you may attempt to Hold, Break, Throhokz or

Crush. To perform a Grapple use the following Fdanu

REF + Matrtial Arts or Brawling/Melee + Key Attack + 1D10

THROW: A Throw can only be attempted if the opponent is
successfully grappled. It covers throws, flipsgdyslams,
Piledrivers, tosses, and takedowns. A defendeonbnuse his
Escape or Brawling to avoid being thrown. Basicoilhdamage
is 1D6+ STR + % the Applicable Martial Arts Skilelel. Like
Falling, Armor does not protect against damage feotimrow. To
perform a Throw use the following formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10

HOLD/BREAK: A Hold or Break can only be attempted if the
opponent is successfully grappled. A Hold is argniluver to
immobilize your opponent, degree of success detesnow
much of your opponent you have immobilized. Farg\2 points
above your opponents defense roll, you may imnmmditine of his
limbs, once a limb is held it remains held untibyeither release
him, or he escapes, and every round you have hidnyloe may
try and immobilize him further. For every round@wponent is
held, he is at a —2 to oppose you. A defendemagaihold may
only use his Escape, Brawling/Melee or Strength.F@ace Held,
you may also choose to perform a Break, using position of
control to attempt to damage the limb you are mgjdiTo oppose
a Break, a defender may only use his Escape on@@tré-eat.
Break basic damage is 1d6 + STR + % the Applickladial Arts
Skill Level.To perform a Hold or Break use the éoling formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10

CHOKE/CRUSH: A Choke or Crush can only be attempted if the
opponent is successfully grappled. A Choke is addaer to
either control a persons head or use pressurecomettk to force
them unconscious, and is treated like a Hold. AsBris a bit
more sinister, from the Choke it is intended to dgenthe neck, to
the point of killing the opponent. Escape and8jtk Feat are the
only means of defending against these maneuveaisic Bamage
for Crush is 1d6 + STR bonus. Remaining conscibugg a
Choke or Crush is determined by rolling an Endueactteck, DC
set by damage done, failure indicates unconsci®ssneo

perform a Choke or Crush use the following formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10

ESCAPE: Escape is a Martial Art maneuver to free yourselfrf
grapples, holds, breaks, chokes, crushes, or throles must
successively Escape a situation. If you are tigetaof a Break or
Crush, you may Escape to a Hold or Choke. If ymutlae target
of a Hold or throw, you may Escape to a Grapplamfwhich you
can either choose to engage your opponent in aplerapr Escape
again out of Grabbing range. To perform an Escegethe
following formula:

Break /Crush to Hold/Choke/ to Grapple to Grabbingrange
REF + Matrtial Arts, Brawl/Melee + Key Defense + 1D0

RAM: Ram is an attack where you use your entire maatdok
your opponent, Tackles, Bodychecks, Clotheslined,things of
that nature. These attacks can be incredibly darmgathough
opportunities to implement them are somewhat r&asic ram
damage is BOD Damage (see chart) + % the Appliddiidial
Arts Skill Level. Defenders can use Dodge, or BragiMelee
skill to move out of the way of a Ram. To perfaarRam use the
following formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10
- Dash penalty

KNOCKDOWN SAVE: Defender's BODY + Strength Feat +
1D10 vs. Damage

RAM DAMAGE CHART

BODY DAMAGE
1-2 1D6-2
3-4 1D6
5-6 2D6
7-8 2D6+1

9-10 2D6+2
11-12 3D6+4
13-14 3D6+6
15-16 3D6+8
17-18 4D6+8
19-20 5D6+8

JUMP KICK: Like a normal kick, only you leap into the air to
perform it, adding +5 to your basic 1D6 damage.PEdform a
Jump Kick use the following formula:

REF + Martial Arts or Brawling/Melee + Key Attack + 1D10
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MOVING ATTACK MANEUVERS

While Ram and Jump kick can be performed from aditey
position, performing them while running increases damage
dramatically. When performing a running attaclexpends all
other actions that round including your free Do@&de¢k (you can
make subsequent actions, but penalties apply). flrttger you run
(up to your Max MA allowance) the more damage youltlt also
the easier it is for your opponent to dodge thecitt

2d6 in damage and adds his full applicable StreBgitus. If the
character takes a Full Combat action to hit, hesdbe full Die
damage listed for the weapon, adds his STR x Défending
against a Normal or Full attack provides a +1/+8usodo dodge
or block due to the extra time taken by the attadkeperform
such a maneuver. Mono-Edged weapons allow fordbdgage

more than what is allowed for each category.
COMBAT MAXDIE | BONUS DAMAGE DEFENSE

ACTION DAMAGE MODIFIER
_ _ DASH MODIFIER TABLE . QUICK 1D6- % STR Bonus* +0 to Block/Dodge
Dashing Distance Damage Penalty To Hit NORMAL | 2D6 Full STR Bonus* +1 to Block/Dodge
None (up to 2y) -0 -0 FULL 3D6+ X1.5 STR Bonus* +2 to Block/Dodge
Sy +1/4 of MA -2 Regardless of Combat Action used to perform the adck, a melee weapon
10y +1/3 of MA -4 (including Punches and Kicks) will never do more thn its listed damage. 1E
15y +1/2 of MA -6 an Extralight Dart will never do more than 1D6/2 indamage, a Medium Sword
20y + MA -8 will never do more than 3D6, even if a full actions taken to attack with them.
25y +1Ya MA -10 *This is in addition to adding half the Mart Skill in damage.
30y +11/3 MA -10
The penalty to hit stops at —10, anyone who can ruiaster than that is going to MELEE DAMAGE STR BONUS
be too quick to react any more than that. 1-2 (Very Weak) -
3-4 (Weak) ....oeevvvveeriieeeiennn.
COUNTER ATTACK 5-6 (Average) .......cceeeereinne
Provided you have attacks still available in thend, you may Z,:?O(S(\t/rgpyg)sgrg};é')““""""""""""""+2+3
attempt a counter attack (in place of your freegdddnytime your Y
opponent fails by more than 5 points or anytiméumebles, 13-14 e, . +6
representative of him leaving himself open. CounAttack 15+ o +8+
options are as follows: HAND-TO-HAND COMBAT MODIFIERS
Blinded by light or dust ..................... -3
COUNTER ATTACK TABLE Double-Jointed (grapple/escape/hold) +1
OPPONENTS ATTACK DEFENDERS COUNTER Half body visible .............ccccccoeiin -1
Strike Strike, Sweep, Kick, Punch, Head and shoulders only visible ....... -1
Punch Punch, Kick, Sweep, Grapple Head only visible ... 2
Kick Kick, Sweep, Punch B_ehlnd someone else_ ......................... -2
Sweep Kick, Punch ﬁ!meg Str_|ll<<e at h_eelld/hmb .......... -1/?;/2:1*
Grapple Grapgle. Punch, Kick Almed Strike at Nerve Clusier. -6
Ram Sweep, Jump Kick*, Throw# Improvised weanon ... ’ 2
Jump Kick Throw#, Sweep, Kick, Punch | e

*You may only attempt the Jump Kick from a standing position
#In situations where your opponent is already movig, it is possible to throw

him without first making a grapple, as you use hi®wn momentum against
him.

If your counter attack succeeds, you have endedittzsisk options
and begun your own. However if you leave yourepkn
positions could very well reverse again.

MELEE DAMAGE

When making melee attacks with a weapon, the tizalage is the
damage listed as part of the weapons descriptigsmthe bonus
provided by half the characters Martial Art skélel (or equal to
the Rampage special ability of the Savage Rolsefluin
conjunction with Brawl/Melee).

When making a melee attack, you must also add agam
modifier based on your character's body type todamgage. This
damage modifier is listed in the Damage ModifieblEabelow.

However, the type of Combat Action being perforraésb
modifies damage. A melee attack, like a regulacat can be
either Quick, Normal, or Full Combat Action. Somelee attacks
can be any of the attacks, some melee attacks nigyatbow for
one or two types of Combat Actions. The amourDafmage done
in a melee attack is directly related to both tleapon being used
(including hands and feet) and the type of Combzioh being
performed. If an attack is performed as a quidloacsuch as
throwing a quick jab, or rapidly stabbing, then Weapon can do
up to 1d6 damage, but never exceeding its Listeddamage.
Because of the rapid nature of the attack, a ctarattempting to
attack in this way can also only add half his SithrBonus. If the
character attacks with a Normal Combat Action, tag gho up to
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*Martial Artist/Brawler

IMPROVISED WEAPONS

Too many times characters are oblivious to theirosundings, and
neglect to look around for a weapon, preferringeort to fighting
with their fist when the bullets have run out. ditifinately in
many cases this is as much the GM's fault aglitiplayers. But |
bet if you look around your room as you read tlua gan find at
least ten items that can immediately be used asleemveapon.
When a character picks up any item to use as aemed@pon that
was not designed to be a weapon, his melee drdpafto

SAMPLE IMPROVISED WEAPONS:

Soda Can(unopened} 1D6/2 (can be effectively thrown)
Rolled up towel-dry 1D6/3-2, wet 1D6/3+2

Pencil or pen -1D6/3 (can be effectively thrown)
Chopsticks -same as a pencil, but can also be used as a
grappling weapon (to lock wrists, etc...)

Pool cue-to hit someone 1D6, stabbing 1D6+2 (can be
effectively thrown like a spear)

Billiard ball- 1D6 (can be effectively thrown)
Telephone-home phone blunt 1D6/2, (can also be used tt
Entangle) Pay phone can be used the same way, but
generally only the receiver can be utilized, limitirange
extremely due to the fact that its rather diffidoltrip out

a pay phone)

Bottle- unbroken blunt 1D6/2 (has a 60% chance of
breaking,Broken Bottle -slashing 1D6 +2
Stepladder-bludgeon 1D6+3

Chair- bludgeon 2D6

Wire Hanger- 1pt, can also be used to entangle

Clothing or drapery- can be used to entangle



HAND-TO-HAND PENALTIES

Athletics and Dodge/Escape are poor skills to nssimbat, and
are considered a last-resort skill for avoidingiigehit in melee
combat. To reflect this, penalize the charactemgugithletics or
Dodge/Escape instead of a normal combat skill tyitngthe
effective Athletics or Dodge/Escape skill level.

FRIENDLY FIGHTING

When in a fistfight, often the goal is to incapatgtrather then to
kill. Bar room brawls in some seedy dive can besidered a
normal night for your solo or nomad. But how day@ep your
character from inadvertently killing some poor scitkjust
because he spilled beer on your shoes? And whgdado when
you just want to knock someone out so you can etxth@m, or
when your teammate has been shot full of drugssandw on a
rampage? If all your character has is brawl, gleiserally isn't a
problem, as he isn't trained to do enough damag#l ®omeone.
For a martial artist it can be a very real problehe. counter this,
the character must state one of two intentionsredfeey role the
dice:

DRUNKEN GOOD FUN - The character divides all his
damage by two, this allows for those drunken bramid
fights between characters over who gets to eskatt t
sexy young corporate to her dinner party, and wéte tp
act as support on the cold rooftop. This optioasdoot
eliminate the possibility of killing your opponemi,t it
does make the chances drastically less significahts
also works well for quick showing off during an @iah.
This works in both hand to hand and melee situation

KNOCKOUT - This attack requires concentration by the
character, as he attempts put purposely knock his
opponent unconscious with one blow. And worksegith
empty handed or with a melee weapon. The character
must first forfeit initiative (unless he is perfang a
surprise attack), and will spend the first parthaf round
concentrating. If he is struck during this rouredibses
his attack. If he hasn't been hit then he wilkstat a -3

to his opponent. If the strike is successful he widled
himself to do just enough damage to knock his oppbn
out. No damage is rolled, and no damage is taken,
opponent is simply knocked unconscious for 1D10 x2
minutes. The opponent does get a chance to &eiid)
knocked out by rolling under his save at -5

INCAPACITATION AND NERVE CLUSTERS

Anyone with a brother or sister knows how Nervestdus can be.
Whether you were on the giving or receiving endj goe aware of
the pain caused by the nerves of the neck beirchpth There are
a lot more of these cluster scattered all ovebtiiy, and if the
attacker is knows them, he can cause either gegat @r even
render the area useless for a period of time. glEnife fist to the
deltoid nerve cluster of the inner arm might rentleseless for
hours.) Masters of this attack can affect entodybfunctions, and
even your state of consciousness. Knowledge sktheeas can be
beneficial as well. Masseurs and masseuses, aasvel
acupuncturists are adept at manipulating the nelusters, some
can even heal with their knowledge. A successtnv@ attack will
either immobilize the limb struck. An immobilizé¢ichb will

remain immobile for a number of minutes equal ®namber of
points the attackers roll succeeded by (if the ssgds greater than
5 points this becomes hours). To perform thiscitthe character
must be trained in a martial art that specificdials with nerve
strikes and making such an attack incurs a -6 petahit. (GM
may allow for other effects with different modifi@r

DEATH AND MAIMING

In most fights your character will get into as afpssional, things
won't be as friendly. That's when your goals bezanbit more
sinister. In some cases you will simply want tketéhe bastard
out, in other cases you are going to want to makerégret he
pissed you off for the rest of his life.

To perform the following attacks, the character tfiust roll
above his EMP with the following calculations:

SAVE MODIFIERS TO PERFORM UNARMED KILL

If the character's general feelings towards peoples that of a
very negative nature, (IE- hates everybody, wipe emut and
leave the place for the roaches,) then they get 2 toEMP.

If the opponent is a mortal enemy, has committed oplans to
commit a heinous act, (IE- the opponent is going tblow up a
school bus full of children, or has released a bitexin into the
cities drinking water, or just murdered the characters lover)
then the character gets a -2 to his EMP. (GM's tlsican be
cumulative, use extreme discretion though.)

If the character's general feelings are of a very gsitive nature,
(IE- loves everybody, the world is full of shiny hapy people,
etc...) the character gets a +2 to his EMP.

If the opponent is known to be innocent, or is helpss (IE-
unarmed and surrendering) then they get a +2 to hiEMP.
(Note: this won't work in all situations, but ifllprovide a means to kee

your players from abusing this rule. Extreme Glgcdetion is advised.)

If the character makes his roll successfully, hg then attempt to
maim or kill his opponent with one blow. To dogtie must first:

ATTEMPTING TO KILL IN ONE BLOW

A) Declare his intention, whether he is planning tarmer kill the
opponent, before rolling the dice.

B) Must declare exactly what area of the body of lpigament he
is trying to attack. (It must be feasible, if tti@aracter is face to
face with the opponent he can't very well targetdpine can he!)
C) The character must then make a called shot, withdalitional
—6 to the regular penalties. This attack is a Eolinbat Action
D) If the character succeeds making the called slamtage is x2.

We are all aware that there are certain placecgathit a person
that can kill or maim them very easily, such a®pen palm to the
nose, sending the opponents cartilage into thainbor a punch to
the throat, collapsing their windpipe. The follogicharts detail
information on the weak spots of the human bodythecamount
of damage it takes to kill an opponent utilizingstarea.

The following are for unarmed or blunt weapon cotrdrdy.

HEAD: It takes 8 points of damage to send the cartilage
of the nose into the brain.

THROAT: A blow to the throat that inflicts over 8 points
of damage will collapse the windpipe. An attack
inflicting 6 points of damage has a 50% chance of
damaging the voice box.

SPINE: Any attack inflicting over 12 points directly to
the spine will cause it to break, there is a 5@Bénce
that this will either kill, or paralyze the opporen

KNEECAP: If the opponent takes enough damage to
successfully break the leg, and a called shot bas b
made to the kneecap. The opponent’s knee has been
broken, and even after medical attention he will be
handicapped for the rest of his life, sufferingesirpanent
-2 to his MA.
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To instantly kill with a bladed weapon is far easie
HEAD: This one is self-explanatory.

THROAT/ARTERY: If a major artery is cut, (called shot
inflicting more than 5 points of damage) then tharacter will
bleed to death in 1D6 minutes.

EYES: Any stabbing attack that does more than 5 points of
damage directly to an eye will pass though theirtgethe
brain. If under five points the character is blindhe attacked
eye.

SPINE: See above

MAJOR ARTERY: Wrist's, inner thigh's, the insides of the
upper arm, and on men the penis, all contain naajeries. If
these arteries are cut (same rules as that ofitbatj, the
character will bleed to death in 1D6x3 minutes.

HEART AND LUNGS: If the heart is pierced (called stabbing
shot inflicting more than 12 points of damage) ttiencharacter
will die within 1D10 rounds. (If the weapon remsimbedded
in the victim, there is a chance he will survivadeenough to
receive medical attention.) If the lungs are mérahe character
will die in 1D10x2 minutes.

KNEECAP: Same as above

ANKLE: If the Achilles tendon is severed (called shotidtifhg
5 points of damage), then the character will sudfeermanent -
2 to MA and must either wear a brace, or walk wittene for
the rest of his life.

And of course you can always sever a limb.

CALLED SHOTS

In hand to hand and melee, called shots are nagessaecially if
you are a martial artist. It is assumed in melaalat that any
attack is a called shot, otherwise what you arerd&sdly doing is
flailing your arms wildly like a spastic just hogimo hit
something. As such, if no location is called beftire dice are
rolled the default location is Torso, which incas penalty. For
attacking a specific limb or the head, a Martiaigtrincurs a -1
modifier to hit, a Brawl/Melee user incurs a -2 akkyn  For
specific locations (such as eyes, nerve clusteoén)gthe penalty
becomes -3 for Martial Artists and a -4 for Brawler

ALL OUT MELEE ATTACK

At the beginning of every round, before they makg @ll, a
combatant may choose to take All Out Melee Attabking so is
a full round action, and no other attack or defenadle regardless
of quick actions. By taking All Out Melee Attadhket attacker is
able to add x2 his STR bonus, and gets a +2 tolattlhe attacker
can choose to target general areas, incurringtéimelard -2,
penalty to hit, but cannot target specific locasisuch as eyes,
groin, etc.

ALL OUT MELEE DEFENSE

At the beginning of every round, before they makg @ll, a
combatant may choose to take All Out Melee Deferida@ing so
gives the defendant a +4 to Block or Dodge, bushaable to
make an attack that round.

ROLLING WITH THE PUNCHES

A character that fails their Block or Dodge in aatido hand or
melee weapon attack, but comes within 3 pointsiuitthey
would need to succeed, may Roll With The Puncbwafig them
to only take half damage.

SURPRISE MELEE ATTACKS

A successful surprise melee attack automaticalgsddaximum
Damage. To make a surprise Melee attack, youetangist be
unaware of your presence or at the very leasta®yeu as a
threat. If he is aware of your presence, he @t a Human
Perception roll versus your Perform, with modifibessed on
attitude and circumstance. Success of a humaepéro means
the character will be on guard, he won't know yotend to attack,
but he won't ignore you either. Failure means besihot consider
you a threat and your attack will come as a sueprRRegardless of
him being aware of your presence or not, at the emirof attack
he is allowed an Awareness/Notice roll to sensaetect the attack
itself, versus your stealth.

Surprise Attack Modifiers

Modifier to Human
Perception

Circumstance

In the Heat of Battle +5
Neutral Environment +1
Peaceful Environment -1

In Public or Crowded Place -1
Isolated Location +2
Enemy Territory +3
Home or Safe Haven -2
Attacker is an enemy +5
Attacker is a Stranger or Neutral +1
Attacker is a Friendly Acquaintance 0
Attacker is a Trusted Friend, lover, or -5
Family Member
Defender Perceives Attacker as -2
Helpless or Incapacitated
Other Situational Modifiers* Varies*
Attacker is a Child or Elderl -2

* Any situation which would change the defenders pgeeption
of the attacker, such as a heated argument, a frielhacting

strangely, or a friend being influenced by anothermay result
in a GM set modifier of a positive or negative vala between -5
and +5.
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OTHER COMBAT RULES

Everything has a weak spot, but the trick is debeimg it. When
trying to determine an opponent’s weak spot in catn@E- trying
to figure out the best place to hit that APC thed'siing at you, or
trying to determine the location of the gas tankhat truck that
just ran over your homie). You must roll a veryfidifilt
Awareness/Notice (28). Searching for the opposanéak spot
requires you to spend 3 rounds observing it, duwhigch no
actions can be taken. If the character has somelkdge of the
offending target, he can apply half his skill tésttoll. Success
means he has found a location in the opponentsrammere SP
has half value (or possibly less, determined byGMeby
situation.) Hitting this vulnerable location wélways incur at
least the standard -4 penalty for a called shot.

For example: if the character is being attacked by Tank, and has
Basic Tech, or Pilot Heavy Machinery as a skill, hean add half of
that skill to his awareness notice roll. Successay determine he has
spotted the tanks viewport, or perhaps a damaged ¢ad.

SP AND ITS RELATION TO SDP:

The Definition of SP and SDP can get a little bhugometimes. In
most cases it works well, but in some it just ndedse a little
more defined. SP is strictly a measure of how ndarinage an
item can take before the bullet or projectile pasheugh it. SDP
is strictly a measure of how much damage an itemtaiee before
it is considered inoperable. With me so far? ®ielis where it
gets confusing. Take a computer; if you hide beliinyou are
using it as protection. Someone shoots it so whatou do?
Technically the computer is not armored, but It ptiovides an SP
value. So what do you do now, and how do figurevwthere SDP
starts and SP ends....

If the object is hollow, then it has (such as aepigr a box) 2 SP
ratings. And if it is hollow and contains somethifike the
computer mentioned before, or a box of tools) theets a third
SP rating. For a projectile to pass through it indedeat all the SP
ratings. Itis not however, always necessarytfto beat the SDP
of an object. If the object is by itself, or canta mechanical
device, or electronics, then the object also getS@P rating.

If the device is one solid piece (like a log omtidsteel door) then
it only gets one SP rating. If this device seradanction (like a
support beam, or a brace) then it too will havé&axP.

SP is determined by the density and thickness ofgect. A car
engine is very dense, and very thick, giving iightSP. An
aluminum can is not very dense at all, and is exig thin, there
fore it has a very low SP.

SDP is determined by the intricacy and delicacthefitem. A
computer is very fragile, and very intricate. ¢iidamage even a
small piece of it, chances are you are going tordest. While a
car engine is much less fragile, and if you shbgbu most likely
won't do it much damage. Even if you do, becatiseléss
intricate, the engine has a good chance of renifitinctional.
The SPD of an object will vary with intricacy andrdbility.

In the case of the SDP of a solid object, the dbjagst take 4
times its SP in damage before it becomes inoperable

TAKING IT LIKE A MAN

Whenever a character who is holding anything isthéy must
make an additional Cool/Will Save roll (with apprizgte penalties
due to damage or circumstance), if the characiisrtfee save, they
drop their weapon or item. This is done in additio any
Cool/Will roll they have to make as a Stun/Shockesa

This rule can also be used when the charactemibitlg, or doing
anything where a sudden loss of concentration eae An
effect...

ALL OUT EVASION

A character may declare an All Out Evasion. Tia full round
action during which the character runs full out ihireaving and
juking, and focuses entirely on making himself edha hit target.
While taking an All Out Evasion, the character adidor every
point of Athletics skill he has to the Movement@lance based
hit penalty afforded him for being a moving targ&uring an All
Out Evasion a character may not make an attackynaée any
action that requires him to move in a way thatlcamanticipated or
hampers his speed (such as climbing a ladder,nming in a
straight line) however he can make acrobatic mowesjided he
succeeds in his Athletics check.

FALLING DAMAGE

Damage from a fall is determined at a rate of 1pdiOten feet
(ignore the first 10 feet, An Athletics roll is peissible, with the
difficulty raising by 5 for every ten foot incremteof fall. For
every point over success, the character may ighdeet of the
fall. Soft armor is completely ineffective agaifeiling damage,
Hard armor is Y.

IMPACT DAMAGE

Impact Damage is determined at a rate of 1d10 @&1RH, if two
objects collide head on, both objects take the ¢oathdamage
determined by the speed of each object. If colisiccurs from a
forward angle, the damage is reduced by 25%, daffnagethe
side is at half to both objects but only the impagbbject
determines damage, and damage from a rear anfjlenobehind
is reduced by 75%, again only the impacting objetermines
damage.

Impact Damage is also modified by weight. For g% weight
difference, modify damage up or down by 50%.

HUMAN SHIELDS

A human, such as a corpse or hostage, when usedtasld, will
have an SP equal to their BOD for their torso, @/tileir head and
limbs will have an SP equal to their BTMx2.
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HARD ROAD

These Traffic and Chase rules give detail to epexgsible aspect
of overland travel, from random traffic generattarshe reactions
of other drivers, to common road hazards. Vehictgdy modern
day transportation, but in pre-modern settingssib ancludes
horses, carts, carriages, etc. With slight twegkind common
sense, certain parts of these rules may even loetoiggve
additional flavor to pedestrian chases.

VEHICULAR MANEUVER DIFFICULTY TABLE

Difficulty Level: DC Modifier
(base 10)
Driving at Speed Limit 0
Driving over speed limit/safe driving speed +1 peph
No traffic -1
Light traffic (1-6 vehicles) +1
Medium Traffic +2
Heavy Traffic +3
Extreme Traffic +4

Attempting a turn traveling faster than vehicles speed
for degree of turn. Usually involves a “drift” tpower

+1 per 2mph
over turn top

slide” maneuver speed
Driving in reverse +1 per 5mph
Driving under fire +4
Driver distracted (talking on hand held phone,regti +2

Recovering from loss of control (ignore 1 10mphrémsent| +1 per 10mph
for every +1 of maneuverability, if the vehicle hagative
maneuverability, add a 10mph increment for every —1

Vehicle traveling faster than 80% of listed topegpe +3

Vehicle traveling more than 80 mph regardless pfdpeed +3 every 20mph
(Add or reduce 10mph to the 80 for every bonus ioustg over 80 (round

maneuverability a vehicle possesses.) up)
Making a full deceleration +1
Slamming on the brakes +3
Doing something crazy, like attempting a jump, ihgy +6

under a truck, driving in oncoming traffic or othiesane
stunt. (May be modified by circumstance at GM ditorg

Recovering from a sideswipe or a ram from behiiitthée +2
as attacker or target)

Recovering from impact from side or behind gre#ttan 1( +3
degrees

(either as attacker or target) (receives additietiafor
every 10 degrees up to 90)

Driving with flat tire (non steering tire)

+2 difficulty (per

(vehicles with more than 2 non steering tires redhés flat tire)
penalty by half)

Driving with flat tire (steering) +3
Treaded vehicle -3
Driving blind +10
Extra actions w/ cybercontrols (Near Future+ sg#ianly) -1/action
Fairly flat field +2
Partially wooded, rocky, and/or hilly terrain +4
Densely wooded, very rocky, and/or steep hills +6
Flat, hard packed desert 0
Loose sand +3
High dunes, drifting sands +6

Off-road capable vehicles treat off-road conditiasshaving a 2 point lowe
modifier

Treaded vehicles treat off-road conditic@Shaving a 4 point lower modifie

RANDOM TRAFFIC GENERATOR

1d10 # OF VEHICLES
1 Road Clear
2-6 Light Traffic 1d6 Vehicles
7-9 Medium Traffic 2d6 Vehicles
10 Heavy Traffic 3d6 Vehicles

Default is for Daytime, (normal hours 5-7AM, 9AM-BR and 6PM to
9PM)

Rush Hour (7AM-9AM and 4PM-6PM) doubles the numbievehicles
rolled

Night time (9PM-12PM) 1/2 of the vehicles rolledynd down)

Late night/early morning (12pm-5am) 1/3 of vehidleked, (round down)

High population Area = x2 Vehicles rolled

Rural Area = 1/2 vehicles rolled (round down)

Desolate area (interstates between cities, extbeme roads, etc...) = 1/4
vehicles rolled (round down)

Dirt Roads raise difficulty modifier level by 1

Road in severe disrepair raise difficulty modifievel by 2

Light rain, snow, = -10% of vehicles on road (routwivn), treat speed
limit as if -10mph posted, increases difficulty nfat level by 1

Heavy Rain, Snow, Ice, fog, and Sandstorm = -50%ebicles on road
(round down), treat speed limit as if half postaail Difficulty Modifier
level raises by 2

For every 2 vehicles over 5 per lane in an incrdirtezat posted speed
limit as being 10% lower in that lane

Roll on the table above once for traffic movingyour direction, and
again for the traffic in the oncoming lanes.

The default is for a 4-lane road (2 lanes movingrydirection, 2 lanes
oncoming). For every additional lane add 1d6 Jekic

Traffic Random Vehicle Generator:

VEHICLE
1-2 Motorcycle
2-3 Compact Car, Midsize, Car Sedan,
6 Luxury Vehicle, Sportscar
7-8 SUV, Pickup Truck, or Minivan
9 Large SUV, Van, or Light Truck
10 Semi Truck or Large RV

For the purposes of any situation where it woulddzpiired to
represent the movement of vehicles in relatiortatianary or slow
moving objects/people the formula is simple. Rgerg 1 mph an
object, vehicle, or person is traveling, they maward. For
instance, a vehicle moving at 20 mph can move 2€syper 3
second turn.




TRAFFIC: Traffic is always assumed to be going the posted
speed limit (or the speed limit as modified by roaadffic, and
weather conditions). Individual traffic howeveraydeviate by
1d10 mph over or under the posted speed limit ficeddition
realistic touch).

For every 5mph difference over the posted speeit, litrop the re-
roll time by 1 round (3.3 seconds), to a minimunigbund.
Meaning if you are going the posted speed limid@fph, then
you only re-roll the traffic generator every 10 mas (equal to 30
seconds game time). However, if you are doingh7® 40mph
zone, then you re-roll traffic every 3 rounds (&2ands). If you
are doing 95 or more in a 40mph zone, you re-r@hground (3.3
seconds), the same as if you are doing 125mpiYdmah zone.

MPH over re-roll times MPH over re-roll times
posted spee( modified by  posted speec modified by
speed speed

Posted speed 10 rounds (30| +25 mph 5 rounds (15
seconds) seconds)

+5 mph 9 rounds (27 +30 mph 4 rounds (12
seconds) seconds)

+10 mph 8 rounds (24 +35 mph 3 rounds (9
seconds) seconds)

+15 mph 7 rounds (21 +40 mph 2 rounds (6
seconds) seconds)

+ 20 mph 6 rounds (18 +50 mph 1 rounds (3
seconds) seconds)

MPH to KM/H Simple
Conversion

5 mph = ~10 km/h
10 mph = ~15 km/h
15 mph = ~25 km/h
20 mph = ~30 km/h
25 mph = ~40 km/h
30 mph = ~50 km/h
35 mph = ~55 km/h
40 mph = ~65 km/h
45 mph = ~70 km/h
50 mph = ~80 km/h
60 mph = ~100 km/h
70 mph = ~115 km/h
80 mph = ~130 km/h

OTHER TRAFFIC AND ROAD RULES:

Random side street availability, for every trafficre-roll
increment :
(Roll for traffic at each street only if charactersare turning or

that street has right of way)

Roll CITY URBAN RURAL RURAL ROAD
1d6 HIGHWAY HIGHWAY | (50% CHANCE SIDE
ROAD IS DIRT)

1 NO NO NO NO

2 1 NO NO NO

3-4 2 | 1 EXIT RAMP NO 1 ROAD

5 3 | 1 EXIT RAMP NO 2 ROADS

6 4 2 EXIT 1 EXIT RAMP 3 ROADS

RAMPS

CHASE POSITION: For every 10mph over the speed of traffic
an individual vehicle is traveling, it may pull a&tkat 1 car length
per round. For vehicles involved in a chase oe r#tus rule only
counts towards vehicles moving at the posted (rext)ispeed
limit.

Vehicles involved in a chase move relative to teafhdividual
speed, acceleration, and other modifiers deterthigie position
relative to each other.

ROUND BY ROUND,

ACCELERATION: Roll a drive check, on a successful roll,
every point over the target difficulty allows yaudccelerate
5mph. Failure of this roll indicates a charactas become
nervous or unsure, and decelerates by 5mph instéléernatively,
at any time a character may opt to decelerateysafelp to half his
listed deceleration.

Making a full deceleration requires a roll +1 ahifity higher than
the standard for driving (with modifiers for speegather, road
conditions and traffic included). Slamming on trakes (x2
deceleration speed) incurs a +3 difficulty and &tsces any
vehicles behind you and within your threat ranganake an
immediate maneuver roll with additional modifietsedto distance
included.

THREAT RANGE : Threat range is the area behind a vehicle
where any other vehicle following is forced to makmaneuver
check in case the vehicle ahead of them decelesatigtenly.

THREAT RANGE

Every ten mph a vehicle is traveling increases thiareat range
by 1 vehicle length

Vehicles in a threat range have their difficulty malifier
increased by +3 (for the purposes of avoiding cadlion in case
car ahead slams on brakes or decelerates suddenfgy every
vehicle length they are nearer to the vehicle in émt of them.

TURNING: This is the speed your vehicle must reduce to deior
to turn without penalty, for every point of maneralglity
bonus/penalty; you may increase/decrease this dpe&dnph (for
the purposes of this, count all O's as being —10cqpisecutively).
If top speed is zero, the vehicle effectively coreea complete
stop.

TOP TURNING SPEED
Radius Top Speed

Radius Top Speed

15 degre¢70 mph 105 degreg 0 mph
30 degree60 mph 120 degref®
45 degreéSO mph 135 degref®
60 degre¢40 mph 150 degref®
75 degree30 mph 165 degref®
90 degre+20 mph 180 degref®
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Roll 1d10 on the following chart whenever an imadwehicle
makes any maneuver that would cause a non-invalebitle to
react.

1D10 REACTION RESULT

1 Driver panics, loses control of vehicle (roll on veicle fumble
table)

2 Driver not paying attention, cannot react or evade

3 Road Rage, driver purposely does whatever he can tonder
involved vehicle, 20% chance he will join chase

4 Driver Speeds up
Driver slows down

7 | Driver moves out of way violenty, if driver is in outside lane he|

will move onto shoulder or sidewalk, if he is in iside lane he

will move into oncoming traffic, if multiple lane, he will move
into adjoining lane regardless of traffic.

8 Driver slams on breaks
9-10

Driver moves out of way easily

INTERSECTIONS: At every city or rural side street encountered
roll 1D10 (If you are currently on a main thorouatd, re-roll a 3-
5 once and keep result.)

RANDOM INTERSECTION TABLE

1-2 Side streets have stop signs
3 You have stop sign

4-5 4-way stop sign

6-10 Stop light

For a stop light roll 1d6
1-3 green, 4 yellow, 5-6 red (if yellow it will chage to red in 1d6/3
rounds (3-6 seconds)

For every 15 seconds it takes you to reach the imgzction, there is a
25% chance a light will change color.
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RANDOM ROAD OCCURRENCES
(roll once every ten increments of random trafficonly during
actual chases, or alternatively, a GM may simply westhese

instances as a guide for adding flavor a chase)

1D10a0

RESULT

o

1-3 Driver ahead slams on brakes
4-10 | Opening in traffic, Road clear ahead for 2 inements
(comes in to play next increment)
11-20| Vehicles ahead of you are side by side and blockiygu
from passing
21-24| Opportunity for cinematic maneuver (ramp allowing
for jump, vehicle with loose cargo, etc...) (comdsto
play next increment)
25-29| As you move to pass a vehicle it suddenly swervesa
your lane (18 difficulty to avoid
30-35| Traffic closes behind you, hindering pursuit for 2
increments
36-38| Animal, person runs out into road ahead of you (18
difficulty to avoid)
39-42 Vacant lot, open field on side of road
43-45 Something falls from a vehicle in front of you (20
difficulty to avoid)
46-50| Emergency vehicle, lights and siren on, pulls ontmad
ahead of you, moves 20mph faster than posted spee
limit, stays on road for 2d10 rounds
51-55| Collision between one or more vehicles in front ofou
(23 to avoid)
56-60 Road ends in a T-Junction (if on rural road, road
becomes dead end, if on interstate, ignore and reit)
61-65 Road Damage (large potholes, etc..)
65-72| Road changes size (even larger, odd smaller), Roll
1D6/2 to determine additional lane increase/decreas
Even numbers always result in the lanes distributed
equally to both outbound and inbound lanes, if theoll
is odd, the GM determines placement of the lane (the
road gets smaller and decreases to 1 lane, the road
becomes 1-way).
73-78| Oil, Ice (15 difficulty to keep control, or glassnails,
debris, etc.. (10% chance of blowout)
79-84|Sharp Curve ahead, increases difficulty modifier by ong
level.
85-87 Driver from side street runs light or stop sign (24
difficulty to avoid)
88-93| Traffic Jam ahead, all traffic comes to a completatop
94-96| Oncoming traffic suddenly swerves into your lane
(difficulty 26 to avoid)
97- Vehicle broken down in middle of the road
100

For every increment of random traffic rolled, there is a 10

percent chance of police presence




The GM should assign all primary vehicles (Chana¢ghicles,
involved NPC vehicles, etc.) a quality rating.

VEHICLE QUALITY RATING

Breakdown chance is rolled once per day vehicle ised. There is
ALWAYS at least a 1% chance of vehicle breakdown.
For every 20% of SDP damage taken a vehicle dropsie category and
must make an immediate breakdown chance roll.
Last Legs 20%
Used and Abused 15%
Normal 10%
Maintained 5%
Showroom Quality 1%
New vehicle (1 year old or less) - 10%
Used (2-10 years old) +5%
Well Used (11-20 years old) +10%
Classic (21-30 years old) +15%
Antique (31+ years old) +20%
Standard Maintenance 0
Well Maintained -5%
Lovingly Maintained by Top Grade Professional mechaics | -10%
No Maintenance +10%

In a crash, the vehicle skids its current spegaids forward,
hitting anything in the way (See impact rules}hé vehicle has
not been trashed, the driver has to succeed ava®roll vs.
Difficulty 20 to regain control in the following tn, -5 Difficulty
per successive turn.

In a spin, an air vehicle plummets down 25m pen.tifrthis loss
of altitude brings it to ground level, the vehidedestroyed. As
above, the pilot must succeed at a Piloting rallDifficulty 20 to
regain control.

Weapons fire is not possible while the vehicle riemaut of
control.

CONTROL LOSS / CRASH!

Total up the amount by which you missed the DrivingPiloting roll,
and apply below:
1-5 | Vehicle slews briefly out of control. Weapoire fat -5 this turn.
6-9 | Vehicle slews out of control. All weapons fat-10 this turn and
next.
10+ | Vehicle crashes. No weapons fire from this elehi

LOCATING VEHICLE DAMAGE

When you attack a vehicle, you will subtract theigkes armor SP
from the damage, then roll 1D10 to determine witleeeround
went if it got through the armor:

VEHICLE DAMAGE

Vehicles have both SP values and Structural DarRag#s
(SDP). If armored, the vehicle’s SP is subtractedifthe damage
taken, with the remaining damage subtracted fravéhicle’s
SDP. When a vehicle is reduced to 0 SDP, it isidened to be
destroyed or inoperable.

VEHICLE HIT LOCATION TABLE

Civilian Ground Vehicle Location
1 Tire track (unless otherwise noted tire is 5 SP3 SDP Wheel
is full SP/SDP)

2-3 | Engine (full SP/ x3SDP)

4-6 | Driver, crew, or passenger (unless otherwise teal glass is 4
SP /2 SDP)

7-9 | Vehicle body (Full SP/SDP)

10 Cargo
D10 Military Ground Vehicle Location

1 Tire/GE skirt/track (unless otherwise noted tireis 5 SP / 3
SDP Wheel is full SP/SDP)

2-3 | Engine (full SP/ x3SDP)

4 Driver or crew (unless otherwise noted glass isgP / 2 SDP)

5 Subsystem.

6-8 | Vehicle body (full SP/SDP)

9-10 | Turret (body if not present) (turret is full SP / 1/3 SDP
D10 Aircraft Location
1-2 | Engine (full SP/ x3SDP)

3 Pilot or crew (unless otherwise noted glass isSP / 3 SDP)

4-5 | Wings/rotors/fans (unless otherwise noted % SRull SDP)

6 Subsystem.

7-10 | Vehicle body (full SP/SDP)

DAMAGE EFFECTS

Vehicle Body: When the vehicle has taken its total SDP in damag
(from any combination of locations) the vehiclegadered
inoperable.

Motive Gear: 1/3 total SDP. When the motive systems (tires,
treads, wings) have sustained 1/2 of their SDPyélécle's top
speed is halved, and it suffers a -3 maneuverahilddifier. When
the motive systems have lost all their SDP, theclkels
immobilized (aerial vehicles crash).

Engine: 1/3 total SDP. If it takes over 1/2 its SDP topegpés
halved, and it suffers a —1 maneuverability modifihen it has
lost all its SDP it is immobilized (aircraft maytto glide). Once
the engine has taken over 50% of its SDP in danthgeg isa 1 in
10 chance of a fuel explosion - roll this each tilme engine takes
damage. If the fuel explodes, the vehicle is dgstio

Pilot or crew: Roll randomly for the crewman hit. Apply the
damage to the person, subtracting personal armém&Pthe
damage. An unconscious or dead crewmember camatephe
vehicle; most vehicles tend to crash when the dis/e
incapacitated.

Subsystem:Roll 1D10:
1 - 3 Weapon ammoUnless otherwise noted, weapons
have 10 SDP. When a weapon has taken damageit® all
SDP, it is destroyed. When a weapon is destroyedets
a 1in 10 chance that it will explode, doing thi fu
damage of one shot to the part of the vehicle twhvh is
attached. If it doesn't explode, the magazine fa&r o
random weapon is destroyed.
4 - 6Cargo: Minor hit destroys 1 item, a Major or
Catastrophic hit destroys all cargo.
7 Communications: Lose all radio or other onboard
comm. systems.
8 ECM/HUD systems:lose all targeting and defensive
jammers.
10 Passengers(Defender rolls to see who gets it) If more
than one, divide the damage between them as easnly
possible.
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Turret: Have 1/3 the vehicle's total SDP. When the tuoses
any SDP, there's a 2 in 10 chance that one of dapans mounted
there will be rendered useless. When the turretstalamage to all
its SDP, it and all equipment in it are no longandtional.

VEHICULAR COMBAT FACTORS & CALCULATION

(FOR USE AS AN ALTERNATIVE ONLY WHEN DEALING
WITH HEAVY WEAPONS VS. VEHICLES)

Maximum Damage/20 for anti-armor explosives, projetiles,

and artillery (projectile weapons above 30mm, AntiArmor

rockets, missiles, shaped charge explosives, Raitg) anti-

vehicle mines, HEAT, etc...)

Maximum Damage/40 for all anti-personnel weapons

(projectile weapons 30mm or below, Anti-personnelackets,

thrown andlaunched grenades, unshaped explosivesta

personnel mines, etc...)

Multiply x1.5 for standard AP or API

Multiply x2 HEAT, DU, HEDP, HESH, or APFSDS, APDS

Multiply x4 for tandem heat

divide by 2 for weapons doing damage in D6

Divide by 2 for hollowpoint or flechette

Divide by 4 for buckshot (including fragmentation weapons)

Round up at the end for weapons measured in d10 irements

Round down at the end for weapons measured in D6

increments

Armor Value: SP/20, round off.

Body Value: SDP/20; round off.
COMBAT PROCEDURE

1. Roll normally for to-hit.
2. Figure Penetration and Armor Modifiers
PENETRATION MODIFIERS
Per 10 points above target number .... +1/2
Per additional round ........................... ¥4
Long RaNge .......ccccevveeiiiiiiiieeeeee. :1/4
Extreme Range
ARMOR MODIFIERS

Hitting vehicle from side
Bottom, back, ortop .......cccccceeeeeeeeenn.. 1/2
3. Subtract Armor Value from Penetration.
If the result is O or more, go to step 4. If not g¢o step 6.
4. Roll 1D10 and add positive difference between Retration
and Armor Value.

5. Subtract the target's Body Value, and refer todble below:

DAMAGE TABLE

Die ROl ..coooveiiiiie Result

Oorless............ Surface Damage (step 6)
1-5 Minor Deage
6-9 i Major Deage
10+ e, Catastrophic Damage

6. Surface Damage: Roll 1D10. On a 7-10, one ranuo
unprotected/exposed piece of equipment has been daged. If
the weapon that damaged it has a base Penetratiofi®+, the
item is destroyed. If the weapon's Penetration is @r less, the
item has a 50% chance of surviving in repairable audition.

7. Other Damage: Roll on Vehicle Hit Location Chartto see
what was hit, then check below for effects of damag

HULL/TURRET SUBTABLES

Roll 1D10 (+1 if shooting at front, -1 if back)

Hull/Turret Locaibn

0-2 i Cargo omAno

B4 EngiCrew

- e, Crew

B gqiEpment

O Weapon

10-11 o, Empty Space/Weapo
EFFECTS

Cargo: Minor hit destroys 1 item, a Major or Catastrophiic
destroys all cargo.

Ammo: If it doesn't explode, the magazine for one ransmapon
is destroyed.

Engine: A damaged or destroyed engine immobilizes the Yehic
Empty Space:The shot passes through harmlessly.

MINOR DAMAGE
Equipment, system or weapon20% chance that it is destroyed.
If not destroyed, it will not work until repaired.

Fuel: 25% chance of catching on fire (3d6 to each crewhem
and 25% chance of exploding each turn it is or) firere
extinguishers and damage-control systems reducehtinece of
fire or explosion to 5%.

Crew: Each applicable crewmember sustains 4D6 damage to a
random location. Body armor will reduce damageasnal.
MAJOR DAMAGE

Equipment, system or weapon90% chance that it is destroyed.
If not destroyed, it will not work until repaired.

Engine/Explosive Ammo:50% chance it will explode
demolishing the target. Fire extinguishers and dg¥@ontrol
systems reduce the chance of explosion to 10%.

Fuel: 50% chance of catching on fire (3d6 to each crewhem
and 25% chance of exploding each turn it is or) firgre
extinguishers and damage-control systems reducehtirece of
fire or explosion to 10%.

Crew: Each applicable crewmember sustains 6D6 damage to a
random location. Body armor will reduce damageasnal.

CATASTROPHIC DAMAGE
Equipment, system or weaponitem destroyed, must be replaced.

Engine/Explosive Ammo:90% chance it will explode
demolishing the target. Fire extinguishers and dga¥@ontrol
systems reduce the chance of explosion to 30%.

Fuel: 50% chance of catching on fire (3d6 to each crewhem
and 25% chance of exploding each turn it is on).firre
extinguishers and damage-control systems reducehtinece of
fire or explosion to 30%.

Crew: Each applicable crewmember sustains 10D6 damage to
random location. Body armor will reduce damageasnal.



TIRES, TREADS AND TURRETS

Exposed objects, such as turrets, on a vehicldedargeted.
Other items, including exposed crew and passengertpo small
to target with vehicle weapons; small arms may shothese
targets normally.

Wheel: Small target. 1/3 vehicles SDP & SP.
Tracks: Normal target. 1/2 SDP & SP.

1/2 Space Turret:Small. Full SP, 1/4 SDP.
1-3 Space Turret:Normal. Full SP, 1/2 SDP.
4+ Space Turret:Large. Full SP, 3/4 SDP.

ANTI-VEHICLE WEAPONS VS

PERSONNEL

1. Roll normally to hit.

2. Victim makes LUCK test 15+. This does not use op BUCK
points, unless the victim wants to add points ®orthll. Success
indicated that he takes 5D6 damage to a randontidocaArmor
works at half SP.

3. If the LUCK test failed, divide average Armor S{P20 to get
the Armor Value. Subtract this from the weapon'sdeation. A
result of O or less, the victim takes 2D6 impaandge and loses
10SP of armor for every point of Penetration stabpéultiply
results of 1+ by 10 to find the damage the victaveives, his
armor is also destroyed.

SAMPLE VEHICLES
(Note: The following vehicles are merely examplesdoick
reference. Feel free to tailor them to suit yoaimg needs.

Converting real world vehicles to Interlock Unliett is very easy,

auto magazines and website list the important,stath as top
speed, weight, etc...)

Motorcycle

| Top Speed: | 120 mph | Acc/Decc: | 25/45
| Crew: | 1 | Range: | 375MiI
| Passengers: | | Cargo: | OKG

| Maneuver: | +3 | SDP: | 15

| SP: | 0 | Type | cycle

| Mass: | 65kg | Cost | $6,800
Compact Car

| Top Speed: | 80 mph | Acc/Decc: | 10/30

| Crew: | 1 | Range: | 335mi

| Passengers: | 3 | Cargo: | 400KG

| Maneuver: | +2 | SDP: | 35

| SP: | 10 | Type: | car

| Mass: | 1700kg | Cost. | $11,000
Sedan

| Top Speed: | 100 mph | Acc/Decc: | 15/40

| Crew: | 1 | Range: | 340mi

| Passengers: | | Cargo: | 700KG

| Maneuver: | +1 | SDP: | 45

| SP: | 20 | Type: | car

| Mass: | 2000kg | Cost | $19,000

Sports Car

| Top Speed: | 140 mph | Acc/Decc: | 28/45

| Crew: | | Range: | 340mi

| Passengers: | | Cargo: | 800KG

| Maneuver: | +2 | SDP: | 45

| SP: |10 | Type: | car

| Mass: | 2300kg | Cost | $25,000

Limousine

| Top Speed: | 100 mph | Acc/Decc: | 15/40

| Crew: | 1 | Range: | 340mi

| Passengers: | | Cargo: | 800KG

| Maneuver: | -2 | SDP: | 40

| SP: | 25 | Type: | car

| Mass: | 2600kg |  Cost: | $99,000

Pickup Truck

| Top Speed: | 100 mph | Acc/Decc: | 15/30

| Crew: | 1 | Range: | 280mi

| Passengers: | 4 | Cargo: | 6600KG

| Maneuver: | 0 | sbp: | 45

| SP: | 5 | Type: | car

| Mass: | 2800kg | Cost: | $19,500

SuU

| Top Speed: | 100 mph | Acc/Decc: | 10/40

| Crew: | | Range: | 350mi

| Passengers: | | Cargo: | 800KG

| Maneuver: | -1 | SDP: | 50

| SP: | 15 | Type: | car

| Mass: | 2200kg | Cost | $29,000

Van

| Top Speed: | 100 mph | Acc/Decc: | 15/40

| Crew: | 1 | Range: | 350mi

| Passengers: | 6 | Cargo: | 900KG

| Maneuver: | -2 | SDP: | 60

| SP: | 10 | Type: | car

| Mass: | 2900kg | Cost | $26,000

18-Wheeler

| Top Speed: | 80 mph | Acc/Decc: | 10/30

| Crew: | 1 | Range: | 500mi
Passengers: ‘ ‘ Cargo: ‘ ('LI}IgXI(I)_OEKR(;

| Maneuver: | -3 | SDP: | 200

| SP: | 20 | Type | truck

| Mass | 8tons |  Cost | $110,500
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AIRCRAFT RULES

AERIAL VEHICLE TERRAIN Diff

Open Sky 0
Hazardous (within 300m of ground) +5
Very Hazardous (nape of Earth) +10
AERIAL MANEUVERS
Hard banks (up to 45°) +3
46-90 degree banks +5
Controlled skids (sideways drift)* 20
Emergency deceleration (x2 Dec rate) +6
Bootlegger reverses (-1/2 speed) +5
Rapid dives and climbs +3
Loops (reverse direction) ** +2
Corkscrew** 20
*Can't be done by Fixed Wing Aircraft

**Can'’t be done by non-fixed wing aircraft
Jinking (reduce chance of being hit) ..... 20
Stress Take-off (under fire, danger) ...... 10
Stress Landing (under fire, danger) ..... 15
Rapid Direction Change .................. 20-25
Moving Pivot (hovers, AVs, helis) ........... 15

Each contestant declares the maneuver they wish toake that
turn and which particular target he's dogfighting. All
contestants make appropriate skill tests. Count thelifference
between the skill roll and the difficulty and compae below,

subtracting lower differences from higher:
Difference Result

-10 or more You can't get a shot
-9to -2 Only use turret weapons at -5

-lto+1 Shoot at normal WA

+2 to +9 +3WA vs chosen target

+10 or more | +5WA vs chosen target
BOMBING

Deviate 10 yards on the Grenade Table per pointthglit roll is
missed by, x height/100 yards.

Hitting with a bomb: Diff 25+. Fall at 175 yards/ turn. Guided
bombs can correct their point of aim 100 yards/turn

Dive-bombing: Diff 25+. Aircraft has to dive at the target for at
least one turn; diving for more than one turn cewtitaiming (+1
WA/turn, max +3). When a bomb is released it hasdincraft's
speed, but will lose half its speed every turnrafte first until it
reaches 175yards/turn.

Helicopters advanced hovers, and Aerodynes musgtradb the
same penalties applied to ground level traffic wimean urban
metropolis environment and involved in a chase.il&\dircraft
have the luxury of traveling above the rooftopsammal
situations, when involved in a chase, to be effectihey must
follow the streets that the vehicles they are puagsare on. This is
really only important in a metropolis type settingyere
skyscrapers and other tall buildings are prevalémia smaller
town, or even in a heavily urbanized area wheréthllings are
rarely more than 4 stories tall, Aircraft are notistrained by these
rules. Alternatively, even in an urban metropdli® Aircraft may
gain elevation to escape the close confines, lsitiitl take him
out of attack range of the ground, and it will add levels of
difficulty to all rolls attempting to spot and follv the ground
vehicles due to distance and altitude. If the ehabetween
aircraft alone, then rules apply as normal. Allteaffic is to be
treated as if having rolled 1D6 less than the tesuthe random
traffic generator.
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A BRIEF WORD ON AERODYNES (Near future and beyond

settings only)

All AV's are equipped with a GPS linked Collisiowdidance
(CAV) system. This system is one of the most adedn
navigation systems in the world and monitors theviies
(altitude, speed, and direction) of all aerodyheticopters,
dirigibles, and other aircraft within a 5 mile radi(the military
version is good to ten miles). Police Aerodyned smme ground
vehicles can scan for the system, and every larutiign the city
is set up to detect the CAV System as well. Dgvam AV in an
urban environment (defined by law as any populatemter with
at least 5,000 citizens in a ten mile radius) withthe CAV
system is a felony punishable by up to 20 yeagsison. Also,
since all AV's are required to have the systenaltest during
manufacture, it requires an illegal modificatiorighi Difficulty) to
remove it. Though scratch building an AV withouisi possible.
Due to power lines, bridges, overpasses, stre¢dligialkways,
and the like, it is extremely inadvisable for atirgift to even
attempt to operate lower than 50 feet from the gdon an urban
environment. Doing so immediately raises the Diffiy Modifier
level for the AV to Very Difficult, in addition tevhatever

modifiers it may be facing.

SAMPLE AIRCRAFT

Helicopter

| Top Speed: | 200mph | Acc/Decc: | 30/30

| Crew: | 1 | Range: | 1500 mi

| Passengers: | 5 | Cargo: | 500 KG

| Maneuver: | +1 | SDP: | 100

| SP: | 20 | Type | aircraft

| Mass: | 1ton | Cost | $320,000
Lear Jet

| Top Speed: | 600mph | Acc/Decc: | 35/35

| Crew: | 2 | Range | 700 mi

| Passengers: | 12 | Cargo | 1000 KG

| Maneuver: | +2 | SDP: | 150

| SP: | 10 | Type | aircraft

| Mass: | 12tons | Cost | $2,102,000
Small Prop Driven Plane

| Top Speed: | 400mph | Acc/Decc: | 40/30

| Crew: | 1 | Range | 800 mi

| Passengers: | 1 | Cargo: | 200 KG

| Maneuver: | +3 | SDP: | 60

| SP: | 10 | Type | aircraft

| Mass: | .8tons | Cost | $120,000




OTHER MEANS OF TRANSPORTATION

HUMAN POWERED TRANSPORTATION
Bicycles, roller skates, skateboards and other me&human
powered conveyance follow simple rules.

SAMPLE OF HUMAN POWERED TRANSPORT

TYPE Cruising Sprinting
Bicycle MA x2 MA x3
Skates MA x1.5 MA x2

Skateboard MA x1 MA x1.5
Cross-Country Skis MA +1 MA +3

For human (or animal) powered travel uphill, speeds reduced
by 1 point for every 20 degrees of incline.

When traveling downhill speed will increase (unaidd) in MPH=BOD
per round. Aided speed (such as by pedaling, or phing) adds ¥2 MA
per round until MAX Sprint sped has been reached, lien travel will
accelerate at normal unaided speed.

Every 5mph over sprint speed adds a cumulative -®tall maneuver
rolls.

Arm powered conveyance such as wheelchairs, rowbaatkayaks, and
rafts are will substitute MA for BOD at half value.

MOUNTS AND ANIMAL DRIVEN CONVEYANCE

There are many types of Mounts, the most commaonh ésurse
the horse, but donkeys, mules, elephants, andtaviéalo are
frequently used in areas the animals are indigenous

An even wider variety of animals can be used tbymhicles,
tools, and farm implements, or simply used as camgders.
Included in this category are horse buggies, claraarriages,
carts, coaches, dog sleds, plows, pack animals, etc

The simplest formula is this, for every 10 peraardr an animals
Carry Rating (determined by BOD, the same way asdha
character) in weight the animal is expected to hauil, or push,
its MA is reduced by a cumulative —1.

To offset this, you can always add extra animaid, drive a team,
but the MAX speed will be determined by the averagend
down) for all animals involved.

Example: If you have a dog sled with 4 dogs, and ¢hdogs have
MA stats of 4,7,9,and 10, the average would be &mA of 7.

WIND POWERED TRANSPORTATION

Vehicles driven by the wind, both on land and at @ee
immensely varied to the point that attempting tate and fit all
the rules necessary for construction and perforeéece would
be extremely difficult and unnecessary. Thinge Bize, weight,
draft, displacement, sail size and number, creav, .etvould all
have to be taken into consideration. And unless game is
going to be taking place primarily at sea, suchcer@echanics are
uncalled for. Instead here is a small assortmesample vessels.
Hopefully we will be able to tackle waterborne v&ssn a follow
up supplement. Alternatively, with a little resgfayou should be
able to derive any necessary stats from real Xéargles fairly
easily.

For all wind propelled vehicles, at least one saibquired. Sails
are generally considered immune to damage by gyrds the hole
created is too small to have much effect. Howeleshing the
sails, or setting them on fire are extremely effegtas will
severing the rigging. SDP given for the followivghicles does
not include the sail.

SAMPLE WIND DRIVEN CONVEYANCES

Sail Car

|Top Speed: |Wind Speed —5mpk|Acchecc: |Wind Speed / Z
| Crew: | 1 | Range: | unlimited
|Passengers| 0 | Cargo: | Okg
|Maneuver: | -1 | SDP: | 15

| SP: | 5 | Type: | Sail car

| Mass: | 80kg | Cost | $600-8000
Windsurfer

|Top Speed:|Wind Speed —10mpt |Acc/Decc:|Wind Speed/z
| Crew: | 1 |Range: | Unlimited
|Passengers| 0 | Cargo: | Okg
|Maneuver: | +2 | SDP: | 5

| SP: | 2 | Type | Surfboard

| Mass: | 35kg | Cost: | $300-2000

Small Sailboat
|Top Speed:|Wind Speed —-15mpt |Acc/Decc:|Wind Speed/ :

| Crew: | 1 | Range: | Unlimited
|Passengers| 2-5 | Cargo: |  50kg
|Maneuver: | +1 | SDP: | 20

| SP: | 10 | Type: | Sailboat
| Mass: | 35kg | Cost: | $400-5000

Small Catamaran
|T0p Speed:|Wind Speed -15mpt |Acc/Decc:|Wind Speed /2

| Crew: | 1 | Range: | Unlimited
|Passenger5| 1-3 | Cargo: | 50kg
|Maneuver: | +1 | SDP: | 20

| sp: | 5 | Type: | Sailboat

| Mass: | 35kg | Cost: | $400-5000
Yacht

|T0p Speed:|Wind Speed -15mpt |Acc/Decc:|Wind Speed /¢
| Crew: | 2-5 | Range: | Unlimited
|Passenger5| 5-20 | Cargo: | 200kg
|Maneuver: | 0 | SDP: | 70

| sp: | 20 | Type: | Sailboat

| Mass: | 800kg—1ton | Cost [25,000-100,00

)

Large Sailing Ship
|Top Speed:|Wind Speed —10mpl|Acc/Decc:|Wind Speed / £

| Crew: | 5-20 | Range: | Unlimited
IPassengers| 30-100 | Cargo: | 2-10tons
|Maneuver: | 0 | SDP: | 150

| SP: | 30 | Type: | Ship

| Mass: | 5-20 tons | Cost: |80,000-5million
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PART 8: THE MED SIDE

Wounds, Stabilization, Healing,

The Body Type Modifie

The next step after Armor is to apply your chanastBody Type
Modifier to the damage. This is a special bonus tbduces the
effects of damage, reflecting the stamina and gaénenghness of
the character. Each time your character takes densaftract
your Body Type Madifier (BTM) from the total amouot damage
before applying it to your character.

BODY TYPE MODIFIER TABLE

Very Weak -0
Weak -1
Average -2
Strong -3
Very Strong -4
Superhuman -5

For example, say you took ten points of damaggoufwere a
Very Weak Body Type, you would take the full terutBvith a
Very Strong Body Type, you'd only take (10-4=6) goints of
damage.

Occasionally, you'll encounter a situation whee ¢bmbination

of Armor and BTM will seem to reduce the damageedtinzero

or less. A BTM may never reduce damage to lessdhanin these
cases, the character will automatically take 1 ppoimlamage.

TAKING WOUNDS

Okay, so the Armor didn't stop all of the damagel gour BTM
wasn't enough to shrug off the rest. It's tim&atie@ a Wound.

LIGHT SERIOUS CRITICAL MORTALO MORTALT
Stumn O Stuan 7 Stwn 2 $fasry 3 Stun 3

MORTAL 2 MORTALZ MORTAL4 MORTALS MORTAL &

Sty 5 Stun 6 Sturn 7 Sty 8 Stwn <

The Wound section of the Character Sheet is useectrd
damage. For each point of damage taken, checknefbox,
moving from left to right, top to bottom. The tdpé of this
section (marked LIGHT, SERIOUS, CRITICAL, MORTALtce
tells the overall state of the character's health.

WOUND EFFECT

At aLIGHT wound level, a character suffers no penaltiedgo h
activities. He just hurts a lot ("it's only a flealound.")

For every category aftédiGHT the character takes a cumulative
-2 to all actions and a —1 to all Stun Saves).

For every category aft@€@RITICAL the character will also take
an additional point of damage every minute unsibgized due to
blood loss and/or other repercussions of the wound.

Once the character has reached\Mii@RTAL category, he must
now begin making Death Saves every minute untiiktad or
dead. The category of Mortal determines the Deatfe penalty
(0-6).
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Recuperation, and Death

Special Wound Case

Limb Loss: If a character takes more than 10 points of danhage
a limb area in any one attack, the area is brok2moints in any
one attack severs or crushes or destroys the docatiquestion.
The character must make an immediate Death Saveraal 0. A
head wound of this type will kill automaticallyt i the for this
reason, that regardless of damage rolled, 12 p@itk® maximum
amount of damage (after armor and BTM) a humarreegive
from any individual attack. Every 4 points of dagean a limb
results in a-2 penalty to any actions involvingttivab, if a leg is
hit, it also results in a 50% MA reduction.

Head Hits: A head hit always doubles damage any damage that
gets through armor, after BTM. Except for bludgegnilamage,
which is treated normally.

STUN/SHOCK SAVES

Every time a character takes damage, he must makeesagainst
the effects of pain, shock, fear and blood losss Ehwhat you see
in most Hollywood gunfights when the bad guy géts h
staggering, falling back and so on, all causeddig pnd shock.

The Stun Shock Save is a serious thing, becagsaiput an
opponent out of the picture faster than the actaalage from the
wound. Police officers have actually died from sheck of a
minor bullet wound in the foot (but we won't do ttha your
character). Other people have taken as many ag tiiforty
gunshots and managed to keep moving for up to teates before
their minds got the message their bodies weratethem ("Hey
Bob, you're dead!"). Stun Saves are made anytiof@eacter
takes a wound that puts him past th&HT category.

The Stun Save is equal to your character's COOLv&tae, minus
any penalty based on his current Wound State.

WOUND EFFECTS

Light (1) voovveviiiieieeeceee 0

Serious (5) ..... -2 to all Actions/-1 Stun Sas

Critical (9) ..... -4 to all Actions/-2 Stun Sees

Mortal (13) ...... -6 to all Actions/-3 Stun Saw#-0 Death Saves

Mortal 1 (17) ... -8 to all Actions/-4 Stun Saves/-Death Saves
Mortal 2 (21) ...-10 to all Actions/-5 Stun Saves/-Peath Saves
Mortal 3 (25) ...-12 to all Actions/-6 Stun Saves/-Beath Saves
Mortal 4 (29) ...-14 to all Actions/-7 Stun Saves/-Beath Saves
Mortal 5 (33) ...-16 to all Actions/-8 Stun Saves/-Beath Saves
Mortal 6 (37) ...-18 to all Actions/-9 Stun Saves/-Beath Saves

A failed roll means the character is out of comiyaiu can add the
special effects yourself;

HOLLYWOOD OVERACTING EFFECTS

T Screams, windmills arms, falls
2 Crumples like a rag doll
3 s Spins around in place, falls

4 .... Clutches wound, staggers and falls
5 ... Stares stupidly at wound, then falls
6 .. Slumps to ground, moaning

A Stun/Shock roll can be recovered from by rollamguccessful
check in a subsequent turn. If successful, theacher does not
have to make another save for 1d6 Rounds x his.G0aote



medically treated, the character no longer hasakenBtun saves
unless he takes damage again.

Whenever a character's Wound State drops to MORTALhas a
pretty good chance of dying. But when? Each time @ at a
MORTAL wound state, you must make a Death Savedida
dying. To make the Save, roll a 1D10 value lowantkour
character's Body Type, subtracting the level of telidy from your
base chance to save. Each turn, you must makeearaghth save
to see if the character makes it through anothrer tn a
successful roll, you make it; on a failed roll, ywill die at the end
of the turn in which the roll was made.

For example, Savage has a Body Type of 10 (Vegngjrand
takes a Mortal 4 wound. He must roll lower than-§)66 to stay
alive. The first turn he rolls a 5. Whew. The n&exn, he rolls a 7
and expires. Immediately, his mates start fightmgr his boots.

Get the point? Sooner or later, you'll fail a lentid die. The only
way out is stabilization.

ery Important: Death Saved

Unless you have taken a Mortal Wound, your charaste no
danger of dying; he only needs to make his infiain save to
remain conscious. But if the wound is a MORTAL ohe has a
chance of dying. Determining whether he survivegires that a
Death Save be made, with a new save required ¢éwaryhat the
character remains untreated.

Like a Stun Save, a Death Save requires that yiba k@lue on
1D10 equal to or lower than your character's BoggeTscore,
subtracting the level of severity for the woundnfrgour base

chance to save. Mortal Wounds are rated from 0 to 8

Example: Morgan is Very Strong and takes a Mortal 4wvound.
He must roll lower than (10-4)=6 to stay alive

Each turn, you must make another Death Save td geae survive
to the next turn. On a successful roll, you makerita failed roll,
you will die at the end of the turn in which thél reas made.
Sooner or later, you'll fail a roll and die. Theyway out is
stabilization.

Stabilization

Stabilization means the patient is no longer logilogpd and that
his major damage has been contained through ubeig$,
battlefield surgery, and/or wound dressing. A dizdil character
will no longer be required to make Death saves ¢éach Anyone
(except the patient himself) can attempt to stabiii mortally
wounded character; it just works better if the ptigs has had
some medical training, a lot better.

A successful stabilization is made by rolling:
TECH+First Aid Skill+1D10

Success requires a result equal to or higher thamé total
number of damage points the patient has taken.

For example: Jack has taken 20 points of damageing him in a
Mortal | Wound State. To stabilize him will requiaeroll of 20 or
greater. Once stabilized, the character is no loimggdanger of

dying unless another wound is taken.

The chances of a successful stabilization rolltlmamcreased by
the following modifiers, added to your die roll.

STANDARD STABILIZATION
MODIFIERS

Doctor or Healer's Bag.............. +2
Medieval Physician’s Lab ................. +1
Witchdoctor or Shaman’s kit ........... +1

MODERN+ STABILIZATION
MODIFIERS

Full Hospital & Surgery ................... +5
Trauma Team Ambulance ............... +3
Life Suspension Tank ............cccceee... +3
CliniC....oooie e +2
Veterinary clinic...................o.. ... +2
Portable Intern Unit ............ccooceeee. +1
Blood Substitute .........ccccoeevceeeennnnen. 1+
First Aid Kit.....oooooveiiiin i, +1
Full Field Trauma Kit.................. +2

First Aid

First Aid involves cleaning and dressing the wouyragsministering
medication, setting broken limbs and putting orinépl When a
character makes a successful First Aid skill chéoi patient will
recover at the rate of 0.5 points per day. Exampleight wound
would be healed in 8 days. A Critical wound wouéhhin 24
days, a Mortal 3 wound in 56 days. Only one chestdnbe made.
You may (within reason and at Referee's discretipajform first
aid on yourself. On an unsuccessful roll, the patiegains no
points. New attempts may be made once per dayausticcessful
roll is made.

Medical Tec

Medical Tech skills assume that the character haiex] medicine
in a professional setting. This gives him the &pid perform
surgery, prescribe drugs, and know the properrreat of injuries.
He can replace damaged organs with donor maté€iaih(the case
of near future and beyond settings, graft on newod, or install
cyber-limbs). You can only perform Medical Techliskon
yourself with a =5 penalty and will be susceptitolall pain and
damage induced Saves, which will probably knock gotand
you will bleed out on the table..

A character with Medical Tech skills makes a chesing the First
Aid skill, however, with Medical Tech, the patienill recover at
the rate of 1 point per day.

Example: a light wound would be healed in 4 days. Mortal 3
wound would heal in 28 days.

Using Medical Tech skills adds to the use of Fst skills; a
patient on whom both have been successfully peddrragains
points at the rate of 1 per day, not 1.5! As witfstAid, the
patient regains no points until a successful rali heen made.
However, second attempts may be made once perntihya u
successful roll is made.
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Surgery Code

Each type of medical procedure has a Surgery Ciue.code
represents the minimum level of medical care reglihe length
of surgical time required, the cost of the surgémg,damage taken
in surgery and the Difficulty of the installationgzedure.

Negligible Required: Small clinic or other drop-in service
Surgical Time: 1 hr.Surgical Damage: 1 point
Surgical Costs: $100 DIFF = Easy (10)

Minor Required: Medical center or surgical clinic.
Surgical Time: 2hrs.Surgical Damage: 1D6+1
Surgical Costs: $500 DIFF = Simple (15).

Major Required: Full hospital with surgery center.
Surgical Time: 4 hrs.Surgical Damage: 2D6+1
Surgical Costs: 1,500ebDIFF = Trained (20)

Critical : Required: Full hospital surgery center.
Surgical Time: 6 hrs.Surgical Damage: 3D6+1
Surgical Costs: $2,500eb DIFF = Difficult (25)

In order to recover from damage, characters mukersame type
of medical skill check. Otherwise, the patient doms to take
damage (from infection and system shock) at tree@&® points
per day. If the patient is at a Mortal Wound Sthgeemust make a
daily Death Save as well as taking this damageh®it medical
aid, you're going to run out of luck pretty soohisTis probably
why humans invented medicine in the first place.

To make a successful medical skill check, you muisa value
(using TECH, your medical Skill and 1D10) greatsrt the total
number of points of damage the patient has takexdidal skill
checks are made with two skills, First Aid or MediGech.

The first thing to remember is that after a Firgd Ar Medical
Tech roll is made, the patient still has to actuedicover. Each
Wound State imposes certain limits on the character

Light Wound: The patient is fully ambulatory; he can go abast h
business with a minor amount of pain.

Serious Wound: The patient is ambulatory, but will need his
dressings changed once a day, and will be at -2fRE#&| actions.

Critical Wound : The patient must spend at least half of his day i
bed in order to regain any lost points of damagbe@activities
must be limited at simple tasks, at a -4 REF taetilons.
Dressings must be changed twice a day, and nucsirggof some
sort must be available.

Mortal Wound: The patient is bedridden. At Mortal Wounds 3
and above, he is probably comatose (50%) mostecdtitie, and
wired into all kinds of machinery for life suppoHe requires
constant care during the entire process, althoeghilhnot have
to make Death Saves (he's been stabilized).

A Sample Medical Histor

Jack takes a gunshot wound (25 points total) taythereducing
him to Mortal 3. His partner has a high First Aldllsand makes a
Stabilization roll to save him. So far, so good.
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As soon as Jack is stabilized, his partner calteerambulance.

Four minutes later, the EMS team arrives. The Ambeg Medic
makes a Medical Tech check on Jack. The roll isesseful. The
EMS team takes Jack to Night City General Hosgitel checks
him into Emergency.

As a Mortal 3 patient, it will take Jack 13 daygécover enough
to reach a Critical Wound state. During this tife will be in a
hospital bed, wired to life support, and out afritdrugs (when he
reaches Mortal 2, the doctors can take him offdthigs and life
support). At Critical, Jack is able to hobble ardtine ward for a
couple hours at a stretch, while the nurses lotds &im. In 4
more days, he's able to leave the hospital asdsrte gets his
dressings changed once a day. In 4 more daysnéar'k/ up to full
function. It's taken him 21 days to get back onSheet. Now he
can start earning enough money to pay off his naddids.

Speed Healing Drug

In a Near Future and beyond or Fantasy settinggisdtan be used
to speed the healing rate by 1 additional pointdast. Expensive
and often prescribed, these drugs have a neueksiect of
reducing the patient's REF stat by 1D6/3 for a wafede use.
Speedheal costs $1650 per treatment. In a seftiigllows for
Fantasy elements, magical potions might have siraffacts.

DEATH STATE

But let's say your doctor had a Medical Tech SKilP...

They can do some pretty amazing things in Modethkayond
settings. They can grow skin, blood, organs, limbd muscle
tissue in collagen-saccharide tissue tanks. Othgs plike toes,
fingers, eyes and internal organs can also be psechfrom the
local Body Bank and grafted on with advanced miuogery. In
Fantasy allowed games, potions and spells, camaalsh the
same things. What they can't do is re-grow sdiee you're
dead, you're dead.

Let's amend that: there are an established tetslefdeath, each
succeeding level a measure of how difficult it vaidl to revive the
patient. This measuring system is called DeatheSEair every
minute (six turns) that you are clinically deaduydeath state
increases by two levels. Example: | am killed 809 Three
minutes pass before the Trauma Team™ AV-4 arriveés now
at Death State 6.

This is of critical importance to the dead charadf¢hen the
Trauma Team, doctor, cleric, witchdoctor, or schknwith a first
aid kit arrives, a roll must be made to determfrtbé patient can
be revived. This roll, on 1D10, must be higher tHamncurrent
Death State number, or the patient is a candidatéhé Body
Bank. On a successful roll, the patient is stabdiat his last
Wound State and the process of healing can begin.

Bodysculpting

Generally for Modern and beyond settings only. @ieof body-
sculpting includes skin tints, hair and eye coloarges, breast
enlargement and reduction, and general all-oveywodk. You
can have bone and muscle removed to become shorteaye
grafts added to become taller. Excess fat can tt@sed away,
and collagen implants can smooth wrinkles, add te@nd
change contours. Bodysculpting is readily availabla number of
body salons. Body sculpting includes appearaheeges,
appearance enhancement, and exotic fashion.



Change Appearance The cost of an appearance change is based

on how convincing that change is.

At $1,200,you look sort of like you wanted to; a casual
observer could spot the difference on an AVERAGE
Notice check.

At $2,40Q you look very much like you wanted; it would
take a DIFFICULT Notice check to spot the sculfit.jo

With $3,600, you would look exactly as you wanted to
look; spotting the sculpt would take a VERY DIFFICTU
Notice check.

At the top end ($5,000), it would require a NEARLY
IMPOSSIBLE check to spot the body-sculpt from your
original face.

Increase Attractiveness:Style always goes to the extremes -
you're either really ugly or very good-looking. Omay to increase
your Attractiveness is to have your body re-dedigaethe local
'sculpt clinic. The process is expensive, grariet many people
think having the right "look" for that year is wbra few thousand
euro. Cost is $600 per Attractiveness point gaifed.example, to
raise my appearance four points would cost $2,400.

Want to decrease your Attractiveness? A straigtamaosts fifty-
nine cents.

INFECTION

Infection is a serious risk. If characters haverbghot, and can't
get to hospital immediately, or worse, if they héveen wounded
in a filthy place, like the sewer, they are at higgk for developing
infection. In some cases infection can set inkjuand if
unchecked an infection can become gangrene, megutti
amputation. Tetanus is another killer, particylaml pre-modern
settings.

For every wound a character takes, or anytime tlagacter with
an open wound enters a potentially risky environtmemnsult the
following table:

INFECTION CHANCE TABLE

SITUATION SAVE
MODIFIER

Untreated wound in a filthy environment
Untreated wound in a Normal Environment -3
Untreated Wound in a clean environment -2
Untreated wound in a Sterile Environment -1
Treated Wound in a Filthy Environment -3
Treated Wound in a Normal Environment -2
Treated Wound in a clean environment 0
Treated Wound in a Sterile Environment +2
Wounded by Filthy object -2
Wound is a burn -3
Wound is from Laser +1
Wound is left untreated 0
Wound is cleaned and dressed regularly +3
Light Wound 0
Serious Wound -1
Critical Wound -2
Mortal Wound -3

Every day that a wound is left untreated, roll alB€ave including
the above modifiers until the wound heals. Treaednds only
need to roll once a week.

IF the Wound gets infected, the following occurte§ge note this
is an extremely simplistic mechanic solely for ggmepose, and
is not intended to correctly mirror real life oetliariety of
infections and problems that can occur):

Day 1: Pus forms at wound site, wound is sore and iedtatr
itchy.

Day 2: Pus Increases, soreness spreads resulting itcaMA (if
in legs), a —1 to REF and Tech (if in Arms), a eXbol (if in
Torso), or a—1 to INT if in head.

Day 3: Pus takes on a slight foul odor, wound is veryfgj
penalties become -2

Day 4: Puss Odor becomes Strong, penalties become —3

Day 5: Puss odor overwhelming, infection spreads througho
limb, Penalties become —4 (if the character istreztted
professionally now, any effective treatment wikkué in
amputation of limb from wound site to nearest joint

Day 6: Character undergoing massive fever and hallu@nati
Penalty to limb becomes -5 and infection spreadsrtm (if in
torso already, spreads to organs) from this pbiminfection does
1D6 damage per day until the character is eitlzatéed
professionally or he dies. If the character istnedted
professionally now, any treatment he receivesaldo result in
amputation of entire limb.

Day 7: Limb turns black, smells of gangrene. Infectios bpread
further. Regardless of where the original wounldésited, he is at
a cumulative —1 to REF, BOD, INT, MA, and COOL, plxy until
professionally treated.

If at any point the characters BOD or INT drop belb he dies.

Treatment for infection up to day for requires acassful first aid
or Medtech roll to clean and sterilize the wourldan dressing
must be applied, and changed regularly. After4l#tye character
will need much more serious medical attention.eilatively, if
absolutely no Medical professionals or treatmemwailable, atany
point up to day 5, amputation of the limb will stihe spread of
infection (though there is always the possibilifynew infection
spreading).

Treatment removes the penalties to stats at aatdmdtio of 1

point each per day (adjustable with near futurelaaybnd drugs
or magic).
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BURN DAMAGE

Burn and Electrical damage heals at"iHe rate of normal
damage, and can be measured in terms of sev&ti does not
reduce burn or electrical damage.

Degree  Damage | Progressive Effects Per Location of Burn

A drug or poison need not be fatal; sleep or “tiitiigs” also
work by accumulation; “damage” can be subtractechfdifferent
point pools depending on the type of effect.

Example: Morgan administers a strong dose of Mindt|
Serum (DC5) to Jake, hoping to find out Megatechsexrets.

In addition, burns are twice as likely to becomfedted (save
modifier doubles on infection chart).

ELECTRICAL DAMAGE

Electricity goes straight to your nervous systesisiach armor has
no effect (unless it is specifically shielded agaiglectrical
attacks). As such, all electrical damage is tcbakean immediate
stun attack (requiring the character to make a Stuwre + Resist
Torture/Drugs Vrs. the Electrical Damage taken (Save
modified by damage). Electrically Shielded armdt megate up
to 20 points of Electrical Damage. This shieldiag be layered,
but every layer after the first counts incurs an¢wambrance value.

Source Damage

Average Taser 1D6
Powerful Taser 2D6
Car Battery 2D6
Electrical Outlet 3D6
Transformer 4D6
Lightning Strike 6D6

Special Note for Near Future or Beyond settings:

In a Cyberpunk or beyond type setting where full caversion cyborgs
exist, they take damage from electricity the sameay a human does,
as such their Stun Save still applies, unless shdeld. The
encumbrance penalty for additional layers on a cybag applies fully.

POISON AND DRUGS

Like electricity, Poison & Drugs are ranked by tiever of the
drug or poison. Damage from poison and drug effectsir each
minute, not phase, while for illness damage ocoues days.

POISON/DRUG/DISEASE DAMAGES

TYPE MILD STRONG POWERFUL
Damage 1-4 D6 5-10 D6 11-20 D6
Poison Belladonna Arsenic Stonefish Venom
Drug Alcohol Sodium LSD
Pentathol
lliness Measles Pneumonia Plague

Example: The Referee rates Militech’s new poison @t as
equivalent to Stonefish Venom. This means its damagyill be
in the 11-20 D6 range.

1° Light Redness and Pain Each turn, the drug does 5 to 30 points to Jake&dRance. At 0,
2" Medium | Blistering he gives in.
31 Serious | Scarring (-1 ATTR) Epidermis burned away
4" Critical | Severe Scarring (-2 ATTR) Ligaments and POISON AND DRUG “DAMAGE" EFFECTS
Tendons burned, (-2 to all physical actions EFFECT TAKEN FROM
with limb) Sleep Inducing STUN (SAVE)
5" Mortal 0 | Hideous Scarring (-3 ATTR) Possible Limk Poisons WOUNDS
Loss (Burned to Muscle Tissue) Mind Effecting RESISTANCE
6" Mortal 1 | Limb Loss or Death
(burned down to bone) Resistance is determined by:

Cool Will + Resist Torture Drugs+1d10 vs. Damage asdt by

drugs

STARVATION/DEHYDRATION

While most people can go days without food, somesigven
weeks, going without water for more than a week géherally
kill anyone. And just because you aren’t dead geésn’'t mean
you won't suffer ill effects of malnourishment addhydration.

For every 2 days spent without food or water cartéael following

table:
STARVATION/DEHYDRATION TABLE
Days  Without Food Without Water Without Either
2 Discomfort -1 Cool -1 Cool
-1 Bod
4 -1 Cool, -1 BOD| -2 Cool, -1 BOD| -3 Cool, -2 BOD
-1 INT -1 INT
1D6 Damage 1D6 Damage
6 -2 Cool, -2 BOD| -3 Cool, -2 BOD | -4 Cool, -3 BOD
-1 INT -2 INT, -1 MA -2 INT, -1 MA
1D6 Damage 1D6 Damage 1D6 Damage
8 -3 Cool, -3BOD | -4 Cool, -3 BOD | -5 Cool, -4 BOD
-2 INT, -1 MA -3 INT, -2 MA -4 INT, -3 MA
1D6 Damage 1D6 Damage 2D6 Damage
10 -4 Cool, -4 BOD| -5 Cool, -4 BOD | -6 Cool, -5 BOD
-3 INT, -2 MA -3 INT, -2 MA -4 INT, -3 MA
1D6 Damage 1D6 Damage 2D6 Damage
12 | -4 Cool, -4 BOD,| -6 Cool, -5 BOD | -7 Cool, -6 BOD
-3 INT, -2 MA -3 INT,-2 MA -5 INT, -4 MA
1D6 Damage 1D6 Damage 2D6 Damage




PART 10: OTHER RULES

EVERYTHING ELSE YOU MIGHT NEED TO KNOW

NON-STANDARD CHARACTERS AND
CREATURES

Size And Health Differencs

Depending on the setting and genre of your ganmait
occasionally be necessary to deal with Races aatunes that
deviate from normal human size. Up until now,asHeen
assumed that all characters would be standard haintdowever

in a fantasy campaign with orcs, trolls, pixiesrgs, dragons, Small Dog L ! 5 6 L 12 15
. . PR . Medium Dog | 1 6 7 10 2-3 12 15
halflings, dwarves, and the like, or even in aistial setting where
. . . ; Large Dog 1 7 6 10 5-9 12 17
young children, or individuals suffering from dwiarh or extreme Wolf 1 7 8 11 9 10 20
giantism may be present, it becomes necessaryiéctréhe basic Housecat 1 10 7 8 1 3 18
differences brought on by size. Large Cat 1 9 3 9 3.2 5 18
o ) ) Leopard 1 10 9 10 8 5 20
Instead of giving a large list of example racesatwbllows is a Cheetah 1 3 3 30 | 7 5 20
simple formula for determining that difference. eTthiggest Tiger/Lion 1 9 10 20 20 5 20
difference in sizes is the number of boxes per watlass, human Bear 1 5 8 12 20 8 18
being the standard receive 4 boxes every woundjeatebut Large Bear 1 5 7 15 | 30 6 16
larger or smaller creatures will reflect differgntiMaximum Chimp 3 7 5 6 12 10 14
strength is also a factor. Size difference is giweboth height and Baboon 2 7 6 9 10 6 15
weight, to determine which category a race or areamight fall Orangutan 3 6 7 5 15 12 12
under use the one that most closely matches thehigher size Gorilla 2 6 8 6 16 12 12
category. Some creatures may deviate slightly fimerformula. Monkey 2 |7 5 9 5 10 | 16
Dolphin 3 8 8 10 10 12 18
Tiny* — (1 inch — 1foot or below 20Ibs) g‘f;'r 21 7%8 35 4%7 34 1100 1166
=1 Wound Box / =5 BOD (5 Maximum) Small Eish 1 5 1 3 1 1 10
S L Fish 1 7 3 6 5-10| 1 10
Diminutive — (1-3 feet tall or between 20-501Ibs) alge bis
_ : Shark 1 6 3 10 9-15| 1 16
=2 Wound Boxes /-3 BOD (7 Maximum) Small Whale | 2 6 8 10 | 15 12 16
Large Whale | 2 4 10 8 25 10 12
Small — (3-4 feet tall or between 50-100Ibs) Small Bird 1 9 3 6 1 10 20
=4 Wound Boxes / -1 BOD (9 Maximum) Large Bird 2 3 5 3 2 3 18
Small Raptor | 1 9 7 9 3 6 20
Standard — (4-7 feet tall or between 100-300lbs) Med. Raptor | 1 8 8 10 | 4 6 22
= 4 Wound Boxes Large 1 7 9 12 5 6 23
Raptor
Large — (7-10 feet tall or between 300-500Ibs) Bat 1 5 4 6 1 7 16
=5 Wound Boxes / +2 BOD (12 Maximum) Squirrel 1 8 3 7 1 8 20
Mouse 1 6 4 3 1 5 16
Rat 1 5 6 5 1 6 16
Huge — (10-15 feet tall or between 500-10001Ibs) Rabbit 1 8 3 10 | 1 4 18
= 6 Wound Boxes / +5 BOD (15 Maximum) Ferret 1 5 5 5 1 ) 15
Light Horse 1 6 5 25 15 10 12
Giant — (15-25 feet tall or between 1000-2500Ibs) Eg(r:slgg 1 7 S 30 | 10 | 10 12
=7 Wound Boxes / +10 BOD (20 Maximum) Heavy Horse | 1 3 8 20 20 10 10
Mule/Donkey | 1 5 7 5 15 8 8
Colossal — (25-50 feet tall or between 2500-50001bs Buffalo/Ox 1 5 8 15 | 20 7 12
= 8 Wound Boxes / +15 BOD (25 Maximum) Elephant 1 5 9 8 40 10 14
Small Snake | 1 10 3 6 1 1 18
Med. Snake 1 9 4 5 2-3 1 19
Gargantuan — (50-100 feet tall or betwgen 50004063) Large Snake | 1 6 5 4 610 1 17
=9 Wound Boxes / +20 BOD (30 Maximum) Deer 1 10 2 01 6 6 20
Moose 1 5 9 7 12 8 12
Titanic* — (100-200 feet tall or between 10,000a8mIbs) Small Gator | 1 78 | 6 58| 36| 1 15
=10 Wound Boxes / +30 BOD (40 Maximum) LargeCroc | 1 | 5/6 | 10 410 12 | 1 15
Stats with 2 number signify performance on land/wagr
* Anything smaller or larger continues via the saorenula Instlnct. replaces |nteII|genc§ for any rolls t.o hum, detect danger,
track, find water, or any bhasic animal survival skils.

Sample Animal Stat:

The following is an extremely simplified list of nple animals
and their prime stats, for more information seelttierlock
Unlimited Bestiary, and for fictional races andaitees see the
Interlock Unlimited Race and Monster Compendiums.

SAMPLE ANIMALS
Animal INT  REF COOL MA BOD | EMP | Instinct

zZ
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ENVIRONMENTAL RULES

Cold weather is dangerous, and requires heavy @épa. Extra
clothes are the most obvious. And for excursidmaare than a
day in this weather, tents and sleeping bags arast.

Sleeping in these temperatures is risky, but inesoases
necessary. To safely do so, it is advised thatggitnto your
sleeping bag in the nude, or at least in just ymaterwear, this
helps to most evenly distribute your body heatt i extremely
cold, sharing your sleeping bag to conserve body ise
recommended. Sleeping should be done in shiftd)ataone
character can monitor the others while they sleegnsure they
don't freeze to death as they sleep.

HYPOTHERMIA

The effects of frostbite can be severe. Initiflbstbite feels like
an intense burning, and a severe itching at thetane. The best
way to treat frostbite is to run cold water oveiinitreasing the
temperature gradually. In severe cases of frasttit affected
limd must be amputated, so act quickly. Hypotharisia straight
killer. Its effects are categorized by involuntahaking, the lips
will turn blue, and the skin will become very paM/hat is
basically happening, is that the body has goneshtxk. Atthe
same time, the circulatory system is kicked interdvive to bring
the bodies temperature up.

Hypothermia Count Modifiers:
*» Base chance of hypothermia is 10% for every Ifyeks
below 50 Fahrenheit. For every hour spent in this
environment, add 5%.
* Proper clothing will reduce chance by 10 peréersny
situation.
* Direct skin contact with water or snow adds 2@ f
every limb thusly exposed, immersion in water desbl
chances.
* Piercings add 10%, 25% is mounted in the skull.
 Wind chill adds 10 to 20%.
* Resting outside without proper protection, sugtaa
survival dome, adds 10% to the count.
* Using snowmobiles, dog sleds, or other open Vehic
increases the wind chill. Add 10% to any passengerd
5% to the driver. Proper clothing has no effect,ibu
passengers are enclosed they are not affected.
» Soaked or wet clothing adds 15%.

Stage Symptom & Effects Check cumulative every 2 s
1 Numbness of extremities REF -1
2 Stiffness or joints, limbs REF -1
3 Shivering BODY -1
4 Thought becomes disjointed INT test -1
5 Balance goes, walking REQ Difficult Athleticsttes
6 Person must sleep, Diff. Endurance test to ategke
7 Person will die (test hourly) BOD test cumulatite

SNOWBLINDNESS

In snow bound areas caution must be taken to ssraa
blindness. Snow blindness is caused by the glateesun off the
show (20 percent chance of getting snow-blind feare hour the
character spends in bright sunlight and snow witlegye
protection). To prevent this, wear sunglassemted ski goggles
(anti-dazzle works also). Snow blindness lastsdal®, and in
some extreme cases is permanent (5% chance).
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Extreme Heat Rule

HEATSTROKE
While not as dangerous as extreme cold, extremieisiatso a
killer. In temperatures above 90 degrees Fahierteat stroke

can occur To combathis keep sodium tablets handy and drink lots

of water. Do not substitute water for soda or bddiz beverages.

Condition % Chance per hour of Heatstroke Modifiers
90 degrees Fahrenhe +5
95 degrees Fahrenhe +1C
100 degrees Fahrenhe +1E
105 degrees Fahrenhe +2C
110 degrees Fahrenhe +3C
115 degrees Fahrenhe +4C
Sodium Tablets -5
Staying Hydrated -1C
Restinc +0
Light Activity +5
Heavy Activity +1C
Shade +0
Direct Sunlight +1C
Every year below 16 or above 4 +2%
SUNBURN

Sunburn is also a hazard and can be quite damagixigeme
cases can result in third degree burns.

For every 2 hours spent outside (even when it's oast you may
develop sunburn), you will accrue 1 point of buemrdhge to all
exposed areas. Like burn damage, BTM does noteedamage
from sunburn, however wearing sunscreen or clothiitigprevent
sunburn, and having dark skin or a tan will redycer chances of
getting burned due to increased melanin (1 poinetery 4 hours
for Hispanics, Polynesians, Native Americans arttiains, 1 point
every 6 hours for Blacks). Albinos on the othendhadue to lack
of melanin, will accrue 1 point an hour. Latitualed altitude may
also play important factors, between the Tropi€apricorn and
the Tropic of Cancer, or at 600 feet above sed ammage from
exposure happens twice as fast, in Arctic and Atitaregions
(past latitude 60 degrees on either hemispherepdarftom
exposure occurs at half the rate.

Underwater Rules

HOLDING YOUR BREATH
No Activity: BODY x 30 seconds
Normal Activity or Swimming: BODY x 20 seconds
Hyper Activity or Sprints: BODY x 10 seconds

After the player runs out of air, he must make @Sz Stun every
10 seconds, or fall unconscious and drown. Everge®@nds the
player remains unconscious, he suffers 1 poineoffanent
Intelligence loss. Once 4 minutes have passed ene player
goes unconscious, he must make a Death Save e¥egcadnds.
Every time the player is required to make a Stubeaith Save
roll, he does so at an increased difficulty of Flhe time
underwater can be expended by 30 seconds if thraaka uses
controlled hyperventilation.

WATER PRESSURE (33ft PER ATMOSPHERE)

A person or object can function easily underwatearn
atmosphere value double their Body Type. A personsurvive an
atmosphere value up to four times his Body Typeieethey
begin to suffer 1 point of damage for every 5 atphese levels
they go beyond their maximum.



ADDITIONAL PRESSURE RULES

SQUEEZE

Squeeze include ear squeeze (water pressure atjearesrdrum),
tooth squeeze (air trapped in a filling), intestisgueeze, and mask
squeeze. Most of the time the squeeze will meralise pain and
require a slow ascent. Other times it can shdteeeardrum or
cause damage to the tissue around the eyes. Aygrtging to
complete an action whilst suffering from severeespe suffers a
+5 difficulty modifier.

Beyond three atmospheres equipment has a 5% cliveutdtance
of malfunctioning per atmosphere, unless it is prebfed or
otherwise modified.

OXYGEN POISONING

At 2 atmospheres (33 ft) pure oxygen becomes tdiagemal air
becomes toxic at 10 atmospheres (297 ft). Symptochgde
nausea, twitches, fatigue, confusion, labored hiegt anxiety and
loss of fine motor control. A 1d10 check vs. Caoteéquired to
overcome these symptoms. A failure indicates thaiq fatigue
or confusion are clouding the judgment of the divkile he heads
deeper or ascends too quickly. To alleviate thgsgptoms, the
diver needs only return up to the surface or redine@®xygen
mixture in his air supply.

THE BENDS / DECOMPRESSION SICKNESS

This occurs when a person goes from a high-presawieonment
to a low or normal pressure environment too quicRlsudden
decrease in pressure causes nitrogen to expamndanfptiny
bubbles in the blood and tissue. Once a persoit vgth the
bends, it will take 1d10 hours for the symptomsnnifest. Once
that occurs, the GM should roll 1d6 for locationeatess nitrogen
pockets.

THE BENDS / DECOMPRESSION SICKNESS

Roll Symptoms
Location
1 Brain: Blindness, paralysis, dizziness, convulisiand
unconsciousness.

Joints, Muscles or Bones: Pain, +10 difficulty.

Bloodstream: block circulation rendering certaipas useless.

Spine: paralysis and loss of sensation.

Lungs: choking and death by asphyxiation.

OO~ WIN

Skin: rash and itching (reroll a secondary sympto

A person afflicted with the bends can recover iftaken to a
recompression chamber in time. However, for evexy lthat a
person has decompression sickness, including thé hdur grace
period, he suffers a 5% cumulative chance of hap&rgnanent
effects.

UNDERWATER ADJUSTMENT

Characters without extensive experience underveaiféer -3 on
Initiative rolls and -1 on skill rolls while subrmgad . For PCs that
operate EVPA suits, submarines, or scuba equiprti@tnitiative
penalty drops from -3 to -1, with no skill penalty.

To determine the duration of underwater adjustmefit1 D6, add
or subtract the appropriate modifiers, then comgia@aesult on
the chart below.

Adjustment Time

0 After a month, you still suffer -2 to Initiative.

1-2 1d6/2 weeks, -1 Initiative for another 1d6/3k&
3-4 1d6/3 weeks, no further penalty afterwards.
5-6 1d6 days, -1 Initiative for another 1d6/3 days.
7+ 1d6/3 days, no further penalties.

Modifiers

If you have Swimming skill ..................o o eevevvneenn. +1
If you have Swimming skill at +5 or more ............. +2

If you have no Swimming or Nuscuba skill ............. -2
Each defensive Martial Art of 5+ ..........oviceeeernieeenn, +1
Great instructor (veteran diver or Navy SEAL)....... +1

MAXIMUM DIVE DEPTH (MDD)

All SCUBA and underwater equipment has a manufactur
recommended Maximum Dive Depth (MDD) rating. Foclegen
yards past the MDD, there's a 10% cumulative chan&alure. [

Common Depths
SCUBA down to 200m
Hardshell down to 2000m
Extra-Vehicular Powered Armor depths over 2000m

SCUBA DEPTH PROBLEMS

If a character should have to surface or sink solydgreater than
3m during a round) they should roll against the®R If they fail,
there is a 1 in 10 chance they will have a ternityiging or roaring
in the ears (-3 Initiative and Awareness) if theg ascending, as
well as pain in the teeth regardless of the dioectihese effects
last for 1D6 hours, although repeated incidents leagt to hearing
loss. If a character rises or sinks more than Bsyduring a

round and fails a roll against BOD, they suffer ¢fifects above,
plus a tremendous pain in the chest. Unless théyl\i® phases
to equalize, their lungs hemorrhage, causing 1B mal damage
(-3 stun/shock roll). All these effects are cumiviatand incur a
consecutive —1 to the BOD roll. So if you rise 5dgaper phase for
three rounds, you must roll your BOD-3 at the efithe third
phase.

If using a SCUBA suit with a Nitrogen/Oxygen ainnait depths
of greater than 30m, there is a high probabilitpitfogen
narcosis. This happens regardless of the cham&eD stat,
although if a character has Resist Torture/Drutgsy may try a
Very Difficult roll to avoid the narcosis. Symptormlude hyper
excitability, impaired intelligence and perceptieaphoria, and
hallucinations. Helium/oxygen and helium/nitrogexygen mixes
do not run the risk of nitrogen narcosis, althoafjifproduce a
slight euphoric feeling past 30 yards. Nitrogerdeirs can avoid
some of these problems.

UNDERWATER COMBAT
If everyone is in SCUBA, hardshell, or EVPA sutt®y're equally
affected by the water, and have no additionaldtiite Modifiers.

Personnel inside a pressurized static environnmatf¢rms, subs,
etc) or on the surface, gain +3 to Initiative ardte Hit any target
less than a yard below the surface or outside tbesprized
environment. Firing at characters submerged betWesmd 3
yards is a -3. Firing at characters submerged grélaan 3 yards,
uses the Scatter chart. Submerged characters €itihgf the water
suffer -2 to Hit at depths of 3m or less, and wfieng from water
deeper than 3m, use the Scatter chart.

Submerged characters also suffer a -3 cumulatiittanodifier
when firing at two or more targets.

Optional Sight Based Modifiers

If you have Swimming sKill ............ccccooie i, +1
No Face Mask or Optical Mod........... -5 Awarenesgvé
Face Mask or Optical Mod .............. +5 Awarene2siVA
Below 60ft without a light .................. -5 Areness & WA
A light source shines up to 40ft ....... Depends arbidity
TUIDIAILY o e Varies
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Cased Ammo Firearms

Can be exposed to SCUBA depths, but lose one agtefo
Reliability for every hour they spend underwatenjllR is
reached. To waterproof cased ammo fire arms regjaif@iff 25
Streetwise check to find a capable gunsmith, anccoat from
65% to 200% of the weapon's original cost. Wheindisuch a
weapon underwater, roll against the Reliabilityedbr each
round; a jammed round requires twice the normalwarhof time
to remove underwater.

Caseless-Ammo Firearms

Most caseless weapons can be exposed to SCUBAgdepth
(200y) without stress. If exposed to Hardshell tefhe
Reliability drops one category each time it is sghgd to such
pressure and there's a 25% chance of a misfiren@épons
damage within a 1m radius). If weapon Reliabilgyeduced
below UR, it is considered unusable, with a 95%nckaof misfire.

If fired with a "wet" barrel, Reliability drops ategory and range
is reduced by 25%. A barrel "cap" ($70) preventsewfrom
entering down to 200y, and can be fired throughseless
weapons can be reinforced to withstand depths &b @900y (-1
from WA, +1kg to weight, SP 15). If you plan todithe weapon
underwater, you need sealed ammunition (2x coatafability),
or the bullet's propellant block will dissolve withten minutes. A
field kit, 1d10 minutes, and an Average (Diff 15p#ponsmith
roll will extract the round from the weapon. If theapon is fired
without being cleared of dissolved propellant (ieggirepair
facilities and solvent to remove), there is a 60%nce for every
round fired of igniting the residue and causinge&plosion
(weapon's full damage within 1y radius). If fired full-auto,
there's automatically an explosion.

Recoil

When firearms are used underwater, the shootegrsudif
cumulative -1 penalty for each shot fired per tunna —1 per ten
shots fired on full-auto.

Electrothermally-Enhanced Weapons

When fired discharge a plume of electrically-chargiasma into
the water, causing a charged steam explosion 1m and 1-3m
long. If touched by the cloud, make a BOD saveestonned for
1d6x10 seconds.

Exotics

Microwavers can be used underwater is waterproafettuned
(200% of weapon's cost, Diff 25 Streetwise checkrtd someone,
or Diff 30 Weaponsmith to do it yourself).

Tasers will electrocute everyone,
Power Squirt, and paintball weapons are ineffective

Needleguns, and flechette weapons need to be watded (same
cost and Diff as cased ammo weapons).

Bows and crossbows are reduced to 25% range.

Gyrojets and Rocket-Launching Weapons suffer noifrec
accuracy penalties, but must be waterproofed.

Flamethrowers work 50% of the time if loaded wittopphorous,
or napalm gel (and can be ignited). Damage is ldadvel range is
reduced to 5m.

Grenades, mines, and C-6 function as normal witlatrproof
detonator.

RPGs, missile, and auto-grenade launchers havéoantisfire
chance per round.
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Laser weapons must be waterproofed in a clearatabijts optics
must be optimized for use underwater.

MARTIAL ARTS UNDERWATER
Offensive martial arts (e.g. karate, kick boxintg) @ised at
SCUBA depth levels face the following modifiers:

Strike -2, Kick -3, Block -1, Dodge 0, Throw - Imgsible, Hold O,
Escape 0, Choke -1, Sweep - Impossible, Grapple -1.

Defensive martial arts (e.g. aikido, tai chi, judog more useful at
SCUBA depths, and give the following modifiers:

Strike -2, Kick -2, Block +2, Dodge +1, Throw - logsible,
Hold +3, Escape +1, Choke +3.

Using any martial arts below SCUBA depths is natgilole
because of the bulky dive suits and water resistanc

HPNS

There is a 5% chance that characters can develgipPtiessure
Nervous Syndrome due to rapid pressurization. Teateal
effects of this will be similar to psychosis, caugthe affected
character to overreact to any emotional situation.

EXPOSURE

Unprotected Diver

Below 60°F the player may properly operate in aadditions for
current °F temperature x 2 minutes before suffeftiog
Hypothermia. After this time, the player has anr@&xhiree minutes
of activity per point of Body, based on the Chébgplanation of
Unprotected Diver at Work. Beyond this point thaydr is
required to make Saves vs Stun every 5 minutes aingonscious.

Cold 88°F/31°C:-5 to INT & REF.
Shivering 86°F/30°C:-10 to INT & REF, -1 BOD.
Chills 78°F/25°C:1-2 hours. -15 INT & REF, -2 BOD.

After 1 hour the player must make a Stun Save e@<tid every
15 minutes or lose all Body and fall asleep. E¥dreimakes the
Stun Save he still loses a point of Body every 15utes. The
number of times a person is allowed to make a Sav&un is
equal to his Body Type (Very Weak 1 roll, Weak Zefage 3,
Strong 4, Very Strong 5).

Protected Diver

For every 5°F below suit's standard, the playes tise time limit
chart for 'Unprotected Diver'.

Wet Suit: Affords protection from 70-60°F or 21-16°C with no
penalties to actions.

Dry Suit: Affords protection from 60-45°F or 15-7°C with no
penalties to actions.

Hot Water (Unisuit): Affords protection from 45°F or 7°C all the
way down to the freezing point of either sea watefresh water
with no penalties to actions.

Space/Vacuum Rul€

RUNNING OUT OF OXYGEN
One hours worth left: Air is hard to breathe. INT, REF, COOL
are temporally by -3.

Five minutes left: Every 3 minutes after this characters will lose 1
point of INT. All but 1D6/2 points (round down) dfis lost INT is
regained when the oxygen level is restored.

All oxygen gone:All characters automatically pass out, and lose
1D6 points of INT per turn in addition to whateVsiT they may
have previously lost. 1D10 minutes after INT reachero,
characters are Dead.



VIOLATING PRESSURE & EVACUATION TIME

For every point of penetration damage a 2 cm diantaile is
opened. For every 2 cm hole, you will lose sixicuards of air
per turn. To work out how many cubic yards of a& & an
enclosed environment use one of the formula below:

Cube: height x width x length = cubic yards

Cylinder: 3.14 x length x (radius?) = cubic yards
Half Volume: The air is becoming thin and hard to breathe. &ttars must
make a difficulty 15 BOD check, or pass out untégsure is restored.

Quarter Volume: Characters must make a difficulty 25 BODY checkrgve
turn to remain conscious. After three minutes, tlosg 1 point of INT for
every additional 3 minutes of 1/4 volume. When pues is restored, all but
1D6/2 points (round down) will be restored with peo therapy. In addition,
characters suffer 1D6/2 damage every turn from Béreds" as nitrogen boilg
out of the blood, unless character is in a helimygen atmosphere. If
pressure restored, character permanently lose21ofiits of BOD.

Zero Volume: The compartment is airless, if the character Isatnscious
he has only 5D6 seconds of consciousness left. Sufgr an additional 1D6
damage per turn, and lose an additional 1D6 poifT per turn. After
1D10 turns at zero INT, the character has reachesdtDState 10 and is Dea

Usually in space habitats when 1/4th of the totabpure has been
lost, automatic sensors will seal off the areasohd an alarm.
Goop balls, slap patches, and makeshift items earsbd to seal a
hole. One goop ball will cover a 5 cm hole, a gapch will cover
a 30 cm x 30 cm area.

SPACE ADAPTATION SYNDROME
Symptoms similar to flu. Within 3 hours of attaigimero-gee, roll
1D10.

1D10 Result
1-2 You don't suffer from it this flight. Immune ifr6it flight.

3 Slightly queasy, get better in 1D10 hours.

4-9 Suffer full effects for 1D6/3+(half roll) days @6.5 days; keep fraction)

10 You will never fully recover until you are in aayiity environment again;
a large centrifuge will suffice.
Roll Modifiers
BOIMN iN SPACE .....ccccoviiiiiieiiiiieie e

Got it on your first flight

Didn't get it on your first flight ............ceeeiiiiiii.n. -1

COMBAT IN ZERO-GEE

Any player firing a recoiling weapon must make @lD10 +
REFLEX + Zero-G Combat roll higher than 15 or bedked off
his feet. For every point the player failed by sipushed back
0.5y/sec in the direction opposite of that in whilsb weapon was
fired. If a wall is hit, the character will take 8bludgeon damage
for every 2y/sec or fraction of recoil speed. Tharacter is also
thrown into an uncontrolled spin (recovery takespsarage Zero-
Gee Maneuvering roll).

Weapon Difficulty Modifier

Small Caliber (.22, .32) ....cccuvveeeeeeiier e

Medium Caliber (9mm, .38) .................

Heavy Caliber (.45, .44, .357)

Any Rifle Caliber ........ccoovveveiiiiiiee e

Any Automatic BUrst .........ccceeeeiiiiiiiiieeee e,
Braced StancCe ........ccccoeiiiiiiiiie e
Velcro Soled Shoes
Body Type is Strong

Body Type is Very Strong .........cccceeeee v veveeeenenn =4
Magnetic BOOLS .......ccceviviieeeeeiiiies s e a e -4

Miniatures And Movement]

On a standard 1-inch square grid or hex battle renagry
square/hex represents 1 yard/meter for the purpdsgetermining
movement rates. For vehicles or fast moving perswrobjects
movement is calculated at a rate of 1 yard/meterquend for
every 1 mph in speed an object is moving.

Humanity LosS

Humanity is derived by multiplying the characterafEx10. Loss
to humanity does not effect the characters EMPhu#eanity
decreases, the character will find himself havidgeder and
harder time connecting, and being connected tagetlaoound him.
With Cybernetics this is even more pronounced astreral
connections that allow a character to control thegirernetic
implants cause feedback and over stress the sgrestiems of the
brain, the combination of these two things evemydahds to a
condition known as Cybernetic Induced Disassoasafhsorder,
or the more popular term, Cyberpsychosis. Thisrdesioacts
similarly to an artificially induced rabies or stét rage.

It is also possible to lose Humanity points dueritical fumbles
while using Magic, Psionics or Super Powers, thatighis a
much slower process as it only effects the charsisiense of
connection, and not the neural connections. linggtiwhere this
is allowed, the term will be "Mage Madness", "Pggi®sis", or
"Meta-Dimentia", or simply “The Rage”, but the effés the same.

Regardless of how Humanity is lost, the effectsaienthe same.
As the subject moves deeper into Cyberpsychosis;Hances of
having a "Mental Break" increase, resulting in pisede. The
lower the characters Humanity, the greater the abhde will have
to make a save against a "Mental Break'.

The chances of "Mental Break" are determined kyfofowing:

Until the character's humanity drops below 50%shenly
required to make a save when new cyber is instafledevery
10% below 50, the amount of stress the charactdslesto endure

before making a save lessens by one category.

Under times of stress, the character must roll uheCool or
suffer a "Mental Break"

For every 10% below your original Humanity you lpgeu suffer
a -1 penalty to your cool for the purposes of tinees

Humanity Loss Stress Categories

(situations that require character to make save)
50% - Critical Stress (No sleep for 48+ hours, $elyeNounded, Gravely
Ill, Severe Migraine, Loved one Just killed, Subst&aWithdrawal, Loud
Erratic Noice, severe argument)
60% - Serious Stress (No Sleep For 24+ Hours, Wednidl, Headache,
Loved one Just wounded, Loved one killed recemtyatic Noise, Just
Fired, argument)
70% - Medium Stress (Less than 5 hours sleep papa@ds, Lightly
wounded, Minor lliness, Loved one wounded recemnittyed one killed
within year, Recently unemployed, minor arguement)
80% - Light Stress (Brief Argument, Traffic jam, \ted one ill,
Unemployed for more than 6 months)
90% - Minor Stress (Insulted, busy traffic, workests, late for
appointment)
100% - No Stress (at this point you are set offfeymost minor
annoyances, a mosquito bite, stubbed toe, microvekieg to long)

Characters should never have to make more thasawreeper day,
unless the GM deems an extreme situation warrartoivever
once the character is Reduced by 100% practicajthang will
set the character off.
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The severity of a break is determined by the nunabeoints the
save is failed by.

Mental Break Episode Severity

1 - Character becomes withdrawn and quiet for didirs

2 - Character becomes easily annoyed, avoids ofiveisi10 hours

3 - Character becomes agitated easily, snaps atsptimoves into next
lower stress category For 2d10 hours (further stnesy invoke another
save)

4 - Character beomes agressive, loses temper easijyresort to
violence, moves 2 stress categories lower for 8éxiours (further stress
may invoke another save)

5+ - Character has Psychotic break, flies intoaribfage, unable to tell
friend from foe, will immediately attack the soumfthe break and
anything that further antagonized him/her. Ragé wat stop until
Character loses consciousness or is killed.

As with all Interlock Rules, Humanity Loss, in asgtting, is
entirely optional, and is included both to provimdance, and a
role-playing tool.

SOCIAL RULES

INTERPERSONAL SKILL ROLLS

Stability=COOL x 2.5. Stability is the difficulty number that represehiow
difficult a person is to sway when using Persuadiaterview, Leadership,
Interrogation, and Intimidation. The target maly am opposed check or Human
Perception may be rolled instead.

STABILITY MODIFIERS (add to actor's skill roll)

Subject
Humiliated if they give in -1
Holds a "trump card" in the situation -2
Has a melee weapon -2
Has a ranged weapon -4
On psychoactive drugs +/-STR

On his home turf +1
Bigger than subject +1

Much bigger than subject +2
Brandishing a melee weapon +2
Brandishing a ranged weapon +4

Has backup (1st goon) +2

Additional goons (max +5) +1

On psychoactive drug +/-STR
Has a Reputation for X +1/2 Rep

NPC REACTIONS

Roll on the table below for reaction results upoa first encounter between any
character and NPC.
01-05| Blind Hatred: The NPC hates the character and will act in thestvor
possible way. No cooperation is possible. Will gltté possible.
06-15| Hatred: The NPC hates the character and may betray thaatkaif
possible. 80% chance of attacking if possible.
16-24| Strong Dislike: The NPC may act against the character if profitetinle
otherwise will ignore the character. 30% chancattzfck.
25-35| Dislike: The NPC is not impressed, but may help the charédqieofitable.
However, if possible, he may betray the character.
36-65| Neutral: The NPC doesn't really care one way or the othay bt may not
help.
66-80| Probably won't betray the character.
81-95| Strong Like: The NPC really likes the character and will trjntelp as
much as possible within reason. He will be veryaloy
96-00| Love: The NPC will either fall in love with or stronglike the character.
The NPC will do practically anything for the chaterc

Reaction Modifiers
In combat situation
...Character seems pewyerful
Character has bad REP
Per 1 Character'STAS
Per 1 CharacterS A%
Character has good REP
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CONDUCTING INTERVIEWS

When trying to obtain information from an interviegy the
character chooses the skill to be used (Intervigavsuasion &
Fast Talk, Intimidate, Interrogate, Oratory, Sethrgt then makes
a skill check. The amount of information divulgeddetermined
by the results given below:

INTERVIEW

Roll Interview Results

1 Automatic failure, no interview
2-9 Refuses to talk

10-14 Tight-lipped

15-19 Average interview

20-24 Good interview

25-29 Excellent interview

30+ Tells everything s/he knows
During an interview with a particular characteneavs team may
attempt any two of the above skills without penaltyhey attempt
a third technique, a -5 penalty is applied to #&uit. Each
subsequent attempt results in an additional, cuimela5 penalty.

CULTURAL SIMILARITY TABLE

Same (0) Similar (10) Different (15) Alien (20)
American Germanic Russian Highrider
English French Israeli Zulu
Australian Finnish Jamaican Aboriginal
Canadian Swedish Colombian Japanese

Situations requiring a Culture roll: First encounters, Reputation style facedown,
use of Authority, Charismatic Leadership, CredipjlWardrobe/Style, Oratory,
Streetwise, Interview, Leadership, Persuasion oRetfEducation, History (cultu
perception), Seduction, Human Perception, Disgdisaching.
No interpersonal communications skill can be ugetllavel greater than the
speakers skill in that language.
SOCIAL FUMBLE TABLE

1D10 RESULT

1-4 Minor error of etiquette. -7 to your skill rolls.

5-7 |Obvious error. You come off as a simple mindedifprer. -7 to your skill
rolls, and -1 to any culture rolls with the sametypa

8-10 | Major insult. You totally blew it. You are atparian who cannot be dep
with. Don't bother making the skill roll, and adlte any future Culture

t
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SEDUCTION

Part of being human is the desire to form relatijps of an
intimate nature with others. Seduction isn’'t aleapout sex;
often it is more about gaining the intimate truisbthers, often for
the purposes of gaining favors, goods, or inforamatMost often
however, particularly when dealing with membershef opposite
gender (or whichever gender the target is romaiiattracted
too), the implication of possible sex is the mdfaive means of
seduction. Human Perception opposes attemptsdaicsen, and
the target of the attempt may choose to use ditteér Cool or INT
in place of EMP when opposing the Seduction. Whena
character attempts to seduce another person, ¢tehsubllowing
chart: In place of Human Perception the targeticatead use
their Stability, which is their Cool x2.5.

SEDUCTION TABLE

Situation Modifier

Seducer Attractive +2 per ATTR over
Seducer Unattractive -1 per point unde
Target Attractive -2 per ATTR over §
Target Unattractive +2 per point under
Target Drinking /Using Drugs +3
Target attracted to Seducer +3
Target friendly to Seducer +1
Target Stranger -1
Target Distrustful of Seducer -3
Target Hates Seducer -5
Target Vulnerable (mourning, on rebound, etc.}|.) +2
Romantic Moment (pretty sunset, at party, etc.}.) +1
Inappropriate Moment -2
(being arrested, during sensitivity seminar, etc.|..)
Seducer is famous, Powerful, or Wealthy +3
(in relation to Target)
Seducer is poor (in relation to target) -3
Target morally/spiritually/intellectually opposed 4 -
Target open and free thinking in regards to sex +3
and relationships (swinger, promiscuous, etc..)

PERSUASIO

Persuasion will likely play a
large part in any game, as it is
the mechanic for convincing
people to alter their view of a

PERSUASION MODIFIERS

Actor Knows Subiject Intimately +2
Actor Familiar With Subject +1
Subjects Customs/Laws Totally

Unknown To Actor -2
Actors Rep Known (+1 per point)

given situation to the characters
own. Talking your way out of a
speeding ticket, haggling down
the price of an engine part,
convincing the bouncer at the
door you really are on the gues
list, and negotiating for a biggern
pay rate. These all fall under
Persuasion/Fast Talk. The

target can attempt to oppose

Subject Drunk +1-+2
Subject Loves Actor +3
Subject Likes Actor +2

Subject Dislikes Actor -2
Subject Hates Actor -3
Actor Holds Authority +1
Subject Holds Authority -1
Story/Request Benefits Subject +
Story/Request is Unreasonable -
Story/Request is Extremely
Unreasonable -4

N~

with Human Perception. In place of Human Perceptie target
can instead use their Stability, which is their ODdn5.

REPUTATION

Reputation is the measure of how famous or infanaocisaracter
is, and it is divided into 2 categories, Profesaland Personal.

Professional reputation is how well you are knowgaur given

field of expertise. Personal Reputation is howl wel are known
for areas outside your profession. For instancigla level
Bodyguard might have a Professional reputatiorhietoughness,
but might also have a Personal Reputation for fistia ability or
his humanitarian efforts, or even as an alcohalispmusal abuser.

5

Both categories are measured with a score betwi@to-+10.
The extremes at both ends denote internationalneno

REPUTATION TABLE

+/- 10 | Known Everywhere, even in remote 3rd world Mlages
+/- 8-9 | Known Internationally
+/- 6-7 | Known Nationwide, may have been heard of ternationally
+/- 5-6 | Known State/Region wide, may be heard of irest of the Country
+/- 3-4 | Known City/County wide, may be heard of inrest of State/Region
+/- 1-2 | Known in Neighborhood/Immediate Area, may b heard of in the rest
of City/County
0 Unknown.

A negative reputation is earned when the charastarown for
incompetence, failure or something generally deeasedeak or
bad. Examples include Joseph Hazelwood, who woane: a -7
Professional Reputation as the Incompetent Capfaime Exxon
Valdez but a +5 Personal Reputation, and Garyeshtho would
have a +6 Professional reputation for his Glam Riegks, but a
Personal Reputation of —8 as a pedophile.

A positive reputation is earned when the chardstknown for his
competence, success, or something generally deasieeneficial
or strong. Bono has a +10 Professional Reputétiohis band
U2, and a +8 personal reputation for his humamitaviork.

In some situation, a High Rep at either end ofsihectrum can be
added to Interpersonal Skill rolls, for exampleharacter who is
known citywide as being a tough martial artist R&p) can add
his Rep to his Intimidate. However a charactenkmdéor
shitching (-3 rep) would take a -3 modifier to dgrsuasion,
Streetdeal, or Interview checks.

Reputation modifiers only come into play if thegeir (or
immediate and present allies) has heard of theacterr. To
determine if a target has heard of the charaatérynder the
Targets Intelligence, with a +modifier equal tofiaeé Characters
Reputation (ignoring +/-). Every category closettte characters
home base the target is, add a Recognition Modifierl.

Reputation is a fickle thing; it requires that pkeogre talking about you.
For any reputation above city level, media coveiagequired. If the
target holds similar professional or personal igés as what the character
is known for (such as a street gang member of eiqgbaware of the
Local Martial Arts legend), his reputation categmryreated as two levels
higher. But for every 3 months that pass withbettharacter being
mentioned in the media, or doing something elseglts him attention,
his Reputation will drop by 1 category.
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STREETWISE AND NETWORKING

INFORMATION GATHERING TIME TABLE

Research Time Spent Roll
1 hour 35+
1 day 30
1 week 25
1 month 20
6 months 15

Every 5 points roll exceeds the Diff. rating, redditne category.
ACQUIRING MERCHANDISE DIFFICULTY

Everyday item 10
Common 15
Not Very Common 20
Poor Availability 25
Exotic/Rare 30
Extremely Rare / Unigue 35

FALSIFICATION AND FORGERY TABLE

Streetwise Roll Reliability Diff to spot

30+ 95% 30
28-29 90% 28
26-27 85% 26

25 75% 25
23-24 60% 20
21-22 40% 15
0-20 15% 10

DRUG PURITY CHECK
Purity Check: 1D10 lower than Pusher's Streetdeal
Optional: Pusher's Streetdeal+buyer's LUCK+1D10 vs.15
Failed Drug's Purity
1-2 A Bit Low; duration reduced by 1/3
3-4 Poor; duration is 1/2, STR -1
5-6 Bad; duration 1/3, STR -2, BOD 10+ or be sick
7-8 Real Bad; duration 1/3, STR -3, BOD 15+ or sick
9-10 The Worst; either does nothing or causes donte
of physical or mental damage.

Buying and Selling

An average Edgerunner spends his money on:
30-40% Food, crash space, clothing.
30% Work stuff.
20-30% Maintaining their Reputation.
10% Saved in gold, opals, stones, metals.

BLACK MARKET PRICE MODIFIERS

CONDITION/AVAILABILITY COST
Used Item Half Price
Legal Stuff Food, consumer goods Half Price
Grey Market Legality, -25%
Untraceable +100%
lllegal Merchandise (controlled substances, coiaindb) + 50%
Custom, Unique +200%
Highly lllegal (military weapons, explosives) +200%
FENCING

Base price 30%
Minimum price 10%
Maximum price 50%

EQUIPMENT QUALITY

Reliability | Cost Malf.

Fenced items are usually sold at |-9R 0% | 30%
ST 100% | 20%

50% of their normal value. VR 150% | 10%
Contraband can sell for up to 10x [&x 300% | 5%
legitimate market value.
Locally unavailable itemsare bought for a small percentage and
sold for 1/2 price and up.

APPRAISING

The base difficulty depends on the Fixer's areexpertise.
Figuring out the exact price rather than a ballgaylre increases
the difficulty by 5.

HAGGLING/NEGOTIATION

COOL+PERSUASION+1D10

Vs
COOL+PERSUASION+1D10
(Or Stability)

Each point of success results in a 2% change o jmi favor of
the winner. When a Fixer haggles with a non-fixierddvantage
becomes 5%. Under normal circumstances, the pricaeaver
deviate by more than 50% either way.

MONEY & FACTORS
Money exchange3-10% processing fee for cash.
Money laundering: Up to 50% of the total.

RESOURCE REQUISITION

Whenever a character attempts to requisition ressunutside of
their area or outside of their normal operatingagards, roll 1D10
(Fixers and Corporates may add their special gpiih the table
below.

RESULT REQUISITION

1 Nothing, period.

2-4 Sure, but it'll take a day or two.

5-7 1D10 hours before it'll be ready.

8-9 No problem, but I'll need you to fill out thefeems.

10. Cleared, no questions asked.
GENERATING CONTACTS

Anyone whose primary Role is Fixer, Corporate, onfdd, may
generate a number of Contact Points equal to hesi8pAbility

x2, multiplied by his Special Ability x2 multipliedmes 10, as
representative of their Streetwise or Networkinigitgb If those
roles are secondary, Character Points are detedmiegely by
their SA x SA x 10. If a character has a mix a&f #bove roles, he
may generate separate contacts for each role whhin
community, so a Fixer/Nomad would have a Streetlidr the
street, as well as a Family list of contacts fréwe homad
community.

Anyone with Streetwise or Networking skills may geate their
own list of contacts, the number of Contact Pdihésy generate is
their skill x2 x 10 (can be used separately on Isidlis).

Once the number of Contact Points is determined,bgold your
Contacts one at a time. (After Contact generaia@omplete, it is
advisable to further flesh out each contact withissK.ifepath, and
personality traits.)

The Capability of each Contact is determined byGbatact Points
(CP) you spend on them. For each contact roll 1EH@result
adds to the Capability Score, this is used to detex the number
of points you may divide between the Contacts Prynsdat and
applicable Skill for the contacts area of specialty

CP COST CONTACT CAPABILITY

5 Snitch (good for basic information/services, but has & %hance of lying
or just being stupid) Capability 5+ 1D10

10 Incapable (lowest level dreg in whatever his field of spéyiés)
Capability 10+ 1D10

15 | Capable (contact is competent and about his field of sgiggi Capability
15+ 1D10

20 | Very Capable (contact is a mover in his field of specialty) @hjtity 20+
1D10

25 | Super Capable (contact is an expert in his field) Capability 26910




Contact Reliability

Sometimes contacts can help you, sometimes thely ddaybe
they don't like you; maybe they're even working tbe other guy
against you. Loyalty is as much a commodity as go&aisuring it
and keeping it can be both time-consuming and esipen For
each contact consult the chart below.

CP COST LOYALTY LEVEL

Unreliable | This guy has no loyalty, and will work for whoeysys him, if he

Cost x.5 can get away with it he will work for both sidesarstruggle.

Reliable He is loyal, but not above deceiving you for momeney, or even

Cost x1 selling you faulty goods or information if he thinke can get away
with it.

Very He may not always get what you want, but he woettdy you or

Reliable knowingly sell you damaged goods unless you wrdng h

Cost x1.5

Super Unless you betray him, he will NEVER make a movaiast you or

Reliable give you up, and if he unknowingly sells you danthgeod or info,

Cost x2 he will do his best to make up for it, he not oobnsiders you a
contact, but a friend.

Contact Availability

Contacts have lives of their own, and may not psewuch
importance on being your go-to-guy as you do. Tdreygoing to
have their own families, jobs, social engagemeand, hobbies.
Some of them might not even like you very much.

Availability/CP Cost Multiplier % Chance of Answering

Rarely Available / x.5 25%
Sometimes Available / x1 50%
Usually Available / x1.5 75%
Always Available / x2 90%

Contact Acces

Each of the Contacts will have their own amouninéifience and
access within their chosen field expertise. Soomgacts,
regardless of capability, only operate within araarfield of
influence while others may oversee entire operatamd be privy
to expanded areas of knowledge, resources, anegide.

Level/Cost | Access and Influence

Specialist This Contact is involved in a very narrow fieldexfpertise; outside
Cost x.5 his immediate specialty he is uninformed and posestl For
example a Corp contact would only be privy to thgjert he is
working in, and wouldn’t have access outside it.

Typical This Contact has a bit more access, but still artlgin his field of
Cost x1 expertise, for instance a Cop might be Homicidectate with
access across the whole department, but with dittleo influence
outside it, say in Vice or Special Victims

Mid-Level This Contact is in a managerial position, and ah ssiprivy to all

Cost x1.5 the departments under his command, for instanceporate might
be in charge of the entire R&D department, withessdo all
projects underneath him, as well as having sonteen€e with
other departments or possibly other corporations.

Upper Executive level, this contact is at the top lewalkis profession, for

Echelon example he might be a Mafia boss, privy to evergnue of his

Cost x2 operations and has influence outside his own orgdion.

Contact Reimbursemen

Contacts don't work for free, some require favemane work on
retainer, some want cash up front for any givemiser To
determine the monetary cost of your contacts, gdihe total
amount of Contact Points spent on each Contacis Wil
determine the monetary amount each Contact regfardbeir
help. (GM’s may feel free to determine other meafzayment or
arrangements, the following is merely a guidelifidjese prices
can be modified, (never lower than the minimumadoount for
additional circumstances, and negotiation is ndte@iscouraged.

For Information, the cost is a minimum of 20 ddléor monetary
standard), or the cost of their total Contact P¥idue x 5,
whichever is greater.

For Goods the cost is that of goods (negotiableoafse) plus a
kicker equal to 10% of the cost of the goods.

For services the cost is going to be a minimumGQodéllars (or
standard monetary units) or their total ContachPdalue x 10,
whichever is greater. For services that are illeggomewhat
dangerous (like stealing a car, committing assaukomeone,
etc...) the cost is x20, highly illegal or dangersesvices (murder,
kidnapping, etc...) has a cost of x50.

COMBINED SKILL ROLLS

There are occasions when a particular task is sphcated or
involved that a single character cannot do it aldiee task might
be writing a program, creating a pharmaceuticaldmg an
engine, or any other difficult task. In those cases or more
characters can team up for a combined skill rdll pArticipants
must have the required skill needed, and musttzdsolly
involved in the task.

To combine a skill roll the participants must ficstoose the
'Primary'. This will be the character that actuatigkes the roll.
The Primary does not necessarily have to be theekidevel.
They may be a student or simply requiring help feobmore highly
skilled player or NPC. The other participants & 'Assistants’.
Assistants can add one half of their combined &, rounded
down, to the Primary's skill roll. The maximum nuentof
Assistants a Primary can have is limited by thewel in the
particular skill.

EXAMPLE: Jack has a Programming skill 6 but needs lelp with a 32
Difficulty program. He solicits help from three other programmers,
levels 5, 4, and 2 (11 points). Jack can add onelttheir total levels,
rounded down (5) to his skill roll. Jack can have p to 3 more
Assistants if he needs, but never more than his lelof 6.

Some particular tasks as so complicated (buildingféice

building, designing new tech, etc.) that it carbbeken into
several distinct parts. Building a house for exampljuires
plumbers, framers, electricians, roofers, etchbsé cases it can
be split into multiple parts. Each part has a Prinaand Assistants.
They each make their rolls. Once done, the Priraailecome
together and then form the Assistants to the olpraject's
Primary (Foreman, Lead Designer, etc). The headd?yi then
rolls using his Assistants, in putting all the @sdogether. In these
cases it is up to the GM to determine if a profeet be broken into
parts, and how many..
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TECHNOLOGY RULES

When creating new technology, or modifying old eauént, roll
the appropriate Tech Skill

Creating New Tech Difficulty  Lasts for |
Improvement, Modifications 15+ Damaged
Innovation, Radical Improvement 25+ 1 year
Invention, Truly Original Tech 20-30+ 5 years

MODIFICATION
In the virtually ever-increasing realm of technolag the year
2020 anything can be made smaller or larger farsd. c

The cost for reducing the size and/or weight ofi@ent (in
relation to game setting) technological devicedghe cost of the
object per every 15% reduction. This cost is mli&gp
consecutively, and takes a tech skill of at least 8bove to
accomplish. And after the item has been reducegDby it loses
20 percent of its effectiveness for every additidri#6 reduction.
(For cybernetics and vehicles this rule is usegktiuce the space
an object takes up) On the other hand the biggemyake
something the more objects you can cram into ie @dst remains
the same but instead of losing, you gain 20% dffeness for
every 15% increase. As technology increases llitimniaturize
on its own on an industrial scale, and will notfsuthe loss of
effectiveness, and in fact will most likely gainéffectiveness as
well as secondary functions (like a cell phone witmera, mp3
and video player, GPS system, etc...)

(Obviously this rule won't work for everything, ékveapons or
vehicles, GM's should use their discretion.)

GMs may fear this rule will unbalance their gamé dnly the
most wealthy and powerful people can afford thesarological
wonders. In fact the only people who will usually &ble to afford
these things would be the people hunting down e P

Because of the smaller size of the miniaturizeshiteany things
can be disguised much more easily. A cellular cominator can
be disguised as earrings, armor can be almogglesdind flexible
as silk, smart goggles can be made that look exbikd
sunglasses, the potential is unlimited. Use yowgimation, but
always under the supervision and discretion of y@&hi.

CHANCE OF MALFUNCTION

Item Cost is the multiplier applied to the costiu item.
Malfunction is the annual chance that the item wmidllfunction;
proper maintenance cuts this in half. It's also the

chance that an item will malfunction if handledsirch a

way that it could be damaged.

Reliability Iltem Cost Malfunction
Unreliable(UR) 50% 30%
Standard (ST) 100% 20%

Very Reliable (VR) 150% 10%
Excellent (EX) 300% 5%

MALFUNCTIONS

If a piece of equipment is subject to unusual cstances, (e.g.
being dropped from a moving vehicle, in an explosior left out
in the rain) the referee should call for a malfioctest. A well-
maintained item only has half its given percentelggnce of
malfunction. For the purposes of malfunction, aparitem is one
so interconnected that a malfunction either maikis difference,
or degrades operation so much that it becomesass@dey. hand
computers, simple tools, and firearms). Complemgeare made
up of sub-machine assemblies, where one sub-asgenidpht
cease working but its loss would degrade performanot stop it
entirely (e.g. automobiles).

D10 Effects

1-4 | Simple items cease function 30% of the time.
Complex items have performance degraded by 30%.
5-8 | Simple items cease function 60% of the time.
Complex items have performance degraded by 6§0%.
9-10| Simple and complex items cease function.

REPAIR & MAINTENANCE COSTS

Routine Annual Maintenance (Parts) ........... 1M IBase
Parts Minor Malfunction (Simple) ............. 1D6x5Base
Minor Malfunction (Complex) .............. 1D10x3% Base
Major Malfunction (Simple) ................ 1D6x10% Base
Major Malfunction (Complex) .............. 1D10x5% Base
Catastrophic (Simple) ................cooeees 3D6x1@4se
Catastrophic (Complex) ..................... 1D10x10% Bas
Repair Labor ............cccccoie, 100-150% Partg




COMPUTERS

Computer Technology evolves at an exponential ratghe 60’s
the most advanced computers in the world took tipesrooms,
while in the 90’s laptop computers outperformedrhe every
conceivable way. Because of the rapid acceleratiagechnology,
there is simply no way to take into account eaaherery system
available, and trying to guess at what the futwiedin terms of
computer tech is nearly impossible.

So instead of creating rules and stats for evewyyears of the
modern age and beyond, here is a simple solution.

Determine the setting and era for the game yoplangng in. The
computers of the time will be rated in Cost, CPlerivbry Units,
Speed, and Datawalls.

Cost: this is how much the computer costs. (The Ipaise for a
computer is determined in dollars (or the mone&tandard) by 5
year increments.

TIME BASE Minimum Max Max

PERIOD COST SIZE CPU SPEED
1951- 250,000 Takes up an 1 -10
1955 entire building
1956- 100,000 1 -9
1960
1961- 75,000 Takes up a 1 -7
1965 large room
1966- 50,000 1 -5
1970
1971- 25,000 Takes up Half | 1 -4
1975 room
1975- 10,000 Size ofalarge |1 -2
1980 bookshelf
1981- 5000 First Desktop 1 -1
1985 Sized
Computers
1986- 2500 2 0
1990
1991- 1000/5000 PC'’s get 2 +1/0
1995 smaller/First
Laptops
1996- 500/2500 PC/Laptop 2 +2
2000
2001- 250/1000 PC/Laptop 2 +3
2005
2006- 200/500 PC/Laptop 3 +5
2010
2011- 200/400/10,00q0 PC/Laptop/First 4 +7
2015 Cybermodem
2016- 200/400/5000 PC/Laptop/ 4 +10
2020 Cybermodem
2021+ 200/400/2000 PC/Laptop/ 5 +15
Cybermodem

CPU: This is the intelligence rating of the computerry CPU
the computer contains raises its intelligence lppidits. Increasing
the CPU of a computer costs x10 the computer econutative per
point, to a maximum of +50% the base max CPU.

Memory Units: This determines the amount of memory a
computer has (programs cost memory units), anether how
many programs your computer can run, each MU allimw40
current programs. (Older programs take up 50% ashrapace for
every 5 years, new programs take up twice the sfpacvery 5
years). Increasing the MU of a computer is 25%hefdomputer
price per MU.

Speed: This is the speed at which your computer progesse
information. It also determines initiative in coater combat and
hacking. You may increase your computer speeccatraulative
cost of x2 the cost of the basic computer for edeppint increase
in speed to a maximum of x2 the base speed.

Datawalls: This is the amount of built in protection your
computer has from hackers, viruses, and otherttreéou may
increase the number of Datawalls at a cumulatist cbx2 the
cost of the basic computer to a maximum of 10 faoye than that
and they basically prevent your computer from fiomihg as they
see everything, including the computers data, atlep Every
Datawall represents a +3 protection modifier, ae$ up 5
program spaces. (All computers past 1960 havaltlibiDatawall
that does not detract from spaces, nor can it imeved to make
room for more programs)

Buying computers from a previous time period (@htelogical
equivalent) reduces the price by 10% per 5-yeaeinent,
however computers are only capable of acceptingrpros and
peripherals to a maximum of 10 years older andedyg/newer.
This means that if you are in a game that takesepl@1993, and
you buy a brand new computer, it will run new paogs and add-
ons for 5 years before it's tech is so obsoleteangte@ms will no
longer function on it. However it will also onlglable to run
programs that attach peripherals that are up tpeas old.

Before 1980, hacking was virtually unheard of, cateps were
simply too slow, too stupid, and too rare, It wasmitil the 80's
when home computers arrived on the scene that igckally
became possible. In Near Future and beyond gdraeking
requires a Cybermodem, a dedicated mini-compusgrattows for
Direct Neural Interface into the net and compuystems via
Virtual Reality.

PROGRAMS

There are programs for a wide variety of tasksfandtions,
everything from basic calculators to Graphic Aniimatdesign.
Some programs are larger than others, dependimghanhthey do.
The size of programs will also vary a great deathgylevel of
technology. A minimum of research on computerarof given
era should give you a basic idea of the types af@ms available
and what they are able to accomplish. At any fatethe purposes
of the game, the only programs that matter arecttioat may add
something specific to the game. At GM discrimioatia program
may allow a character a bonus to a skill when beseg, for
example an Artiste musician may use a computeomapose,
arrange, and edit his music, or he may use it thedfibcts to his
performance on stage, such as controlling lightsm@motechnics,
adding sound effects or custom distortion. In saicituation a
GM might allow the program to give the charactetleor +2 to
his perform. Basic programs that provide a +1 skit will have

a cost of $200 (or monetary standard), better @rograre
probably available, at a rate of x5 the cost fargw1 it provides.
Programs that do provide bonuses to skills alsb Z@sogram
spaces for every +1 they provide.
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COMPUTER VIRUS

Creating a computer virus is hard work. Virusegenctions,
some eat data, some set up back doors for easysacoene
transmit data, some monitor user activities andrsoTo create a
virus, you first have to determine its strengttheVirus strength is
determined by a Programming check, for every 5tgqiast 15,
the virus will be immune to one level of Datawalbtection. A
second Programming roll will determine the speedt#th the
virus will destroy data.

DC Virus Destroys

15 | 1 program per month
20 | 1 MU per month
25 | 1 MU per Week
30 | 1 MU per day
35 | 1 MU per hour

For any virus not meant to destroy the computet,instead
transmit data or set up a back door, the DC iata2fh.

If someone notices the Data being corrupted fastigi, they may
attempt to rid the computer of the virus manuallis requires
the on-site programmer to make an opposed skitticteebeat the
DC of the Virus.

Shutting the computer off complete, and leavirgffitwill prevent
the virus from working, the moment it is turned ban again the
virus will resume its work. If the computer is haal up to a
larger network of computers sharing data, the wilisspread to
the other computers at the same rate it eats MU.

HACKING & COMPUTER COMBAT

Since the dawn of the computer age (modern ag&jritabas
proven to be a growing and ever present threatmeSuackers treat
it as a hobby, some have much more serious goals.

Hacking evolves at the same rate that computeragélves
evolve. And in Near Future and beyond games, wiateal
Reality Interface exists, hacking can actually bi#egdangerous.

Because all computer systems are set up differemtgrms of
protections, on-site monitoring, and anti-persommeframs,
hacking requires the use of Library Search, Systeomwledge and
Programming. To Hack, a character must firsthadILibrary
Search (Skill + INT+ D10) to find his target.

DC | Sample Target
15 | Household name Corporation or Establishment Vgl
20 | Low threat target (School or small business netg)
25 | Personal computer IP’s

30 | Police, Govt. or Corporate networks

35+ | Top Secret Corporate and Military servers agtgvarks

Alternatively, if by some chance the Netrunner adtg knows Net
location of his target, (such as a govt. officiahtacting him, or
finding the IP of a personal computer of someona ahmatroom
with the player, or if he is attempting to breatoithe targets
hardline on-site) no Library Search roll is necegsa

Once the Hacker has found the target, he musb thyfiltrate it,

this requires a programming role as he tries tegpasswords, go
in through backdoors, and circumvent Datawallse Pptocess of
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doing so is made via an opposed roll by the Haagainst the
Target computer and its protections. The formsilasi follows:

Hacker:
INT + Programming Skill + Interface + Comp. Speed +1D10
Vrs.
Target Computer:
Comp. Speed + CPU + Protection (DWx3)

In near future and beyond settings, hacking intoraputer
requires the character to Interface Directly viatél Reality (as it
is assumed that not only have protection prograsualated to a
point that typing commands fast enough by handrigally
impossible, but that the computers themselves prose fast that
controlling them any way other than directly viaira interface in
also impossible). This can be quite dangerous.

Up to the modern era, a failed roll means the Haiskmerely
denied access, a failure of more than 5 points mbanlP has
been logged and he can no longer attempt to gaesacin
addition, for every 3 points of failure, there i@ chance he
was traced to his physical location, to which atitles will be
arriving shortly. In Near Future and beyond sgsimot only do
those things occur, but when using a Direct Nekmtalrface when
he fails he also takes 1d6 damage and for evenjrgof failure
he sets off another Datawall in the target compfit@resent)
resulting in an additional 1d6 damage each. Taisabe is
stun/electrical damage and represents electriedbfeck. The
damage will heal at the rate of 1 point per minlEen though it
is taken through direct neural interface at theelghe skull, it is
dispersed through the body, therefore is not “dedbbs a
headshot.

For example, little Timmy decided to try and haatoithe local
video store to erase his late fees. Little Timmjus getting into
the whole hacking scene and doesn't quite know \wkas doing
yet. The owner of the video store however istkelihore
computer literate, and has set up 2 Datawalls sisystem.
Timmy attempts to hack in but fails and sets off tomputers
self-defenses. Timmy takes 2d6 damage. Little Tyngets lucky
and only takes 4 points, teaching him a lesson taheuwangers of
Netrunning.

The amount of points he beats the target compuyteletermines
the mount of time in rounds x2 he has to spentiértarget
computers system before it detects him as a thgaih (requiring
him to again oppose the computer).

For every round a Hacker remains undetected, heattesnpt an
Infiltration Action. Infiltration Actions inside garget computer
consist of:

INFILTRATION ACTIONS

Rounds
Required

Sample Actions

Make a System Knowledge check, Delete a Fil
Copy a small file, take over an automated Process

Copy or Edit a mid-sized file, plant a virus,

Edit a small Program, perform a Search

Copy or Edit a large file, Perform a Trace

Edit a medium program

Copy or Edit a Huge file

N0 RIWIN

Edit a large program




Regardless of what he has hacked into the systerbdat steal
files, take over an automated process, or plamuavhe must first
make a System Knowledge check to determine whetteeitarget
computer the data or system he is looking for ¢sted.

SampleTarget File or System
DC
10 | Computer Program (start menu)

15 | Common File/Trash (desktop access)

20 | Remote System (security door locks, automatezhinary)

25 | Buried Data File or Folder, Secured Remote @yste

30 Hidden or Protected Data file or Folder,

35+ | Top Secret Data, Bank Transaction System, heavi
protected automated system

A Hacker may, at anytime, be noticed as an intriogest human
(or possibly Al) user on the Target System. Détgca Hacker
requires an opposed check by the User, againstabker. The
formula is as follows

USER:
INT + Awareness/Notice + Interface + 1D10
Vrs.
Hacker:
INT + System Knowledge + Interface + 1D10

If the User notices the Hacker, he has some optiblessmay
confront the Hacker directly, confront him coverty simply shut
down the Hackers access, booting him from the syste
immediately. If he decided to trace, or confrdw attacker, he
provides the attacker with access to the systethcan no longer
simply shut him out of the system (though he cagiral the
access, which takes 2 rounds, allowing him oncénagasimply
close his access node).

If the user decides to go after the Hacker covettly Hacker gets
to make his own Awareness check as above (HackkUaear
switch places for purposes of the check). If thekier notices he
has been spotted, he can either log out immedijatelgnter into
Computer Combat.

If he fails to notice, the User may attempt to eittrace the
Hacker:
User:
System Knowledge + Interface + Comp. Speed + 1D10
VRS.
Hackers original Infiltration check

Or enter intadComputer Combat. If the User is unnoticed, he gets

one free attack/action against the Hacker or thekeis system.

COMPUTER COMBAT

Computer Combat is very dangerous for both parfiesd. consists
of the parties actively attacking each other thiotigeir
computers, trying either to force their opponeffiireé (takes one
additional round, acts as “taking over an automatedess”) or in
Near Future and beyond games, cause them damage.

During Computer Combat, participants use their catens for
both offense and defense simultaneously. The iddothturning
their Datawalls into offensive, as well as defeasivardware.

Inititiative is rolled as normal (in this situatipand this situation
only, a Netrunner may add his Interface to hisdtiite roll just as
a Solo would add his Combat Sense). When Inigatv
determined, proceed as following:

The winner of Initiative can choose (before hegjolb either
attack, or infiltrate his opponents Cybermodeme Tdil is the
same either way

Attacker:
INT + Programming Skill + Interface + Comp. Speed +1D10

However, if he decides to attack, he rolls agaimstDefender (tie
goes to defender):

Defender:
INT + Programming Skill + Interface + Comp. Speed +1D10

And if he decides to Infiltrate he rolls against ttefenders
Cybermodem as if it were a normal computer:

Comp. Speed + CPU + Protection (DWx5) +1d10

If he attacks, and the defender wins, nothing happéf the
defender loses, he takes 1d6 damage + another égdoy 3
points of failure on his defense roll as he trigdiional
Datawalls, max damage in D6 increments set by numibe
Datawalls in target computer.

If the Attacker Infiltrates, he may attempt an linfition action or a
trace on his next round. This can be very dangesmce it
prevents the attacker from making any further &gamtil he
either finishes or abandons his Infiltration. Hétinfiltration
attempt fails, the Attacker takes 1d6 points of dgenand an
additional 1d6 points for every 3 points of failune his defense
roll as he trips additional Datawalls, max damagB6 increments
set by number of Datawalls in target computer.

At any point on their initiative turn, a Computeoi@batant may
choose simply to log off, ending the combat congilet

A WORD ON VIRTUAL REALITY

In Near Future and beyond games, the Net is vakirdimite.
Technology has reached a point where we directirface with
our computers and machines. The Net has becorowitsvorld,
ever expanding. Navigating through it requirestadry Search
check, and functions much like any common searofnam you
use for the web in the real world. There are semnter, chats,
message boards, forums, databases, librariesetbehtothels,
television channels, and all the things you cancardt imagine.

What the net looks like from the perspective of sone
navigating the VR world is ultimately up to the Gbf every site,
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business, forum, whatever, you visit will have i&n virtual
representation. Some of these representationdevitiuge,
complex, and feature incredibly lifelike graphicglasensory
stimulation. An online casino for instance mayalpeexact
duplicate of Caesar’s Palace, or it could be deassting on
clouds high above a representation of the worldorAm may be
an immense dining hall, or may be a bunch of sowdly rooms set
up like a private café or hotel lobby. The moreneywand talent
they net address has to throw at it, the bettgillibe, sometimes
real, sometimes, unimaginable. Alternatively, olieations, or
locations that don’t have the money to spend, nmraply be basic
3-d wire-frames. Heck some places don't even bidtheave full
locations, instead having little 2-d kiosks or barsthat float free
form.

The net itself imposes no limits on you, your loa@m take on
whatever form you desire, if you don’t want to ¢esgour own
(programming roll to determine the intricacy andgnpdexity) you
can always purchase one from one of the millionsof Vendors.
You can surf freely over the vastness of the ryetd effortlessly
and weightlessly in any direction, moving at angesh, or instantly
transport yourself to your destination. Some sispecially game
sites, will impose their own physical limits withihe parayards of
their Virtual World games. These games are tratazing. They
are worlds within universes within worlds. Thehinit to space
is the amount of money and time one is willing tvate.

And of course, there is always Spam, ever presbrrasing that
by clicking on you are instantly whisked away teitsite, and
forced (by the agreement made when you clickedjayp at least
until you have heard the speech. There are fijteuscan buy to
eliminate Spam from showing up on your interfacd,dpme
Spam always gets through.




(Created and written by Deric Bernier and R.Talsorian Games (with permission) images fra Deric Bernier and R.Talsorian Games.)
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