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Duellists

Duellists (and their friends) may
belong to several organizations.

AADA. Belonging to the AADA costs
no points — thousands of people are
members. They get literature in the mail,
attend the annual banquet, and can enter
an arena duel if they have the guts. Most
don’t. For most people, the benefits are
the AADA weather and road condition
reports. The AADA is no Patron — if
the AADA rescues you from BLUD, it
will only be to save organizational pride.

A normal AADA member with the
patch in his car window may get a stray
shot or two once in a while from an
EDSEL patriot. Well-known AADA per-
sonalities may have Enemy status from
EDSEL or BLUD. Some duellists have
personal enemies made over the years in
EDSEL or BLUD.

Vengeance International (VI). V1 is a
well-known mercenary organization that
claims to wear the ‘‘white hat” and fight
bad guys. Critics sometimes disagree. A
known member of VI, or anyone in a VI
uniform or vehicle, receives respect. VI
is a business — they supply needed
equipment for specific missions (though
many operatives use their own equip-
ment), and plan to suffer losses on most
missions.

VI members must have combat-related
skills, such as Gunner, Guns, Driving,
Piloting and Tactics.

The Brotherhood. Most Brotherhood
members are independent truckers. The
Brotherhood takes vengeance when one
of its own is hurt, but vengeance is not
instant — the Brotherhood is not that
tightly organized. Only among the
Knights is fast response possible: Char-
acters working for the Knights do have a
recognizable Patron.

Characters. In this section we present
several AADA duellists (Jay Thompson,
Rex Radisson, Badger Estrada and his
armourer, Comanche Chief), a team of
truckers (Hammerdown Smith, Lisa
Devereaux and Gus Foley), a Knight of
the Brotherhood (Robert Q. Washington),
VI members (Bubba Richardson and Sally
O’Shea), a hot-shot TV reporter (Andy
Halloran), a hot-shot mechanic (Kathy
Calaveri), and a mayor’s daughter
(Kyran Cruz).

Bubba
Richardson

Bubba was born (a) Clarence Theodore
Richardson, and (b) an Army brat.

His father was a career Army officer
until the Secession, when he joined the
fledgling Texas Guard. Therefore, Bubba
grew up knowing all about the military.

With a name like Clarence, Bubba
learned to fight with anything he could
get his hands on. He also became handy
behind the wheel of a car, and in the
cockpit of an airplane. k

At 16 he entered Officer Training
School for the Texas Guard. Thanks to
dad’s influence, and Bubba’s own not-
inconsiderable abilities, he reached the
rank of Captain.

Bubba was honorably discharged at
age 24, following a messy border incident
with the Louisiana Shore Patrol — the
details of which Louisiana is still trying
to discover.

He then hired out to various police
departments and border patrols, but got
fed up with govermmental regulations
and paperwork. Bored and restless, he
joined Vengeance International — a
Texas mercenary organization — as the
movement specialist, hoping to find a
little action. He’s partnered with a merc
named Sally O’Shea.

Bubba is a gentleman of the old
South. Unfailingly polite to women and
always a fair fighter, he is well respected
by his comrades. He can be counted on
to be at the front of the action. (He can
also be counted on to start action if there
is nothing else going on at the moment.
Which is what they remember him for in
Louisiana . . . )

Oh, one more thing. There ain’t
nobody that ever called Bubba
““Clarence” more than once. Leastways,
no one alive, that is.

—3—

Sally 0’Shea

Sally O’Shea had a hard life, spending
most of her early years in The Ruins
northwest of Austin. Orphaned at five,
the streets were her schools, and she was
a good pupil. By the time she was eleven,
she could out-fight men twice her age
and weight.

At seventeen Sally joined the Texas
Marine Guard — not by choice, exactly

. . it was join up, or serve six months in
state prison at Waco on a weapons
charge. Her successful six-year career
included two decorations for bravery and
six months in the brig.

Her term came to a sudden end when
an officer got a little fresh and ended up
in the hospital. Sally regrets not having
fifteen more seconds — she might then
have met his clone. She then left the
Marines and joined Vengeance Interna-
tional, where she soon earned the
nickname ‘‘Enforcer.”

Sally has proven to be a person you
want guarding your back. She’s smart,
sassy, and definitely not afraid to take
risks.

The media particularly love her. TV
execs know that any newscast with the
lead-in: ‘‘O’Shea does it again — film at
eleven” will be a really strong ratings
day.

Sally’s a loner, though. It’s hard to get
her respect, and even harder to get her
friendship. Once you’re her friend,
though, she’ll go with you to hell and
back.

One such friend is Bubba Richardson.
We’re not sure how intimate their friend-
ship is. Gossip is rife, but they aren’t
volunteering any information, and no
one is really sure they want to risk
asking.

Autoduellists



® Ri Date Created Sequence
Name b ‘a [« Player
Appearance [4 2—1 , 1801bs. ) not a S'}'V“Sh dcessec

T
Back dMovement specialist " £or mercenary Unspent Points | Point Total
CHARACTER SHEET | €000 0 ihion ‘ g 00

Pt. FATIGUE SKILLS Pt. Cost Level
Cost . os
ST || Guns [TLD: pistol (P (/4

1o Fast-Daaw:pisto)l (Pl | |2
Drivina /TLT: (e(p

DX 2 o =

cuc

o CoCs | 1]
Pilot /T (MiB

IQ IE larae Nelicopter zZ 12

S0 small helicopter A

airshig L]
iaati 71 (
Guuner ( TLT: (PIp)
lasec 2 1|4
MG 2 14
RL 2 14
Spanish (M1 |2
Riding @A) 1l
Saveir -Faire.  (Me)4 15
Kpnife _ (Pe) 0 %
kKnife Throwmg (pe)0 &

ENCUMBRANCE

None (0) = 2xST 22

Tight (1) = 4xST 49
Med(2) = 6xST _bb
Hvy(3) = 12xST 132
X-hvy (4) = 20xST_~2O

ACTIVE DEFENSES
DODGE PARRY BLOCK

4 qknife | ——

= Move Weapon/2 Shield/3

WEAPONS AND POSSESSIONS
Item Damage Skill § Wt
Type Amt. Level

Colt 45 'aisfol crush 2+1 14 125 B
2 fast-looders 26 2
Bowie knife cut -l 8 50 A4

DAMAGE RESISTANCE imp -1
Armor & ; 6 thoown }m:p 1= 1 g
fire proof suit : T 5 mMprov r 500 25
: L Ficepcoof suit 500 8
1 . \
o | ADVANTAGES, Headset communicators 20 (%)
Cost| DISADVANTAGES, QUIRKS || Hand cuffs 50 |
5 adkion © Veuiie mmfar]a binoculars 400 3
I nter i | “me ber Clothés 40 (1)
_ | 2 citizens , -2 Criminals Shoes 40 (2)
%0 | Thoredile Luclk House hold and personal 1,229 -
5| Absolute Direction Bank account q6e . =
-5 | Fanaticism : Texas patriot
=5 | Seuse of Duty Yo teawmmates

5 |

Ehem{: EDSEL
(large group, 6-)

¥ +2 Gor @ included

Totals: § 5,000 Lbs. 43 72

P a b naeance IThtl. WEAPON RANGES
5 We PB INC Y% DMG MAX
Chival rous Cgtfgor"!ﬁ 3 b (100 400

Modest T shets -

SUMMARY Point Total

Attributes

]
—_

Advantages

Bowie knife 9 A

Disadvantages
Quirks

Skills

TOTAL
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Player

Date Created Sequence

GURPS

CHARACTER SHEET

Name Sa[l’Y OIShCO—
Appearance 510", 135 lbs., bea uhiful long har
Background €nforcec Cor meccenary organiation  ex-Macine,

2.6 years old
Pt. FATIGUE
48T 9
DX 14
1@ 12

MOVE

ENCUMBRANCE
None (0) = 2xST _[8_

Light (1) = 4xST 36

Med(2) = 6xST 599
Hvy(3) = 12xST 108
X-hvy (4) = 20xST_1LB0

ACTIVE DEFENSES

DODGE PARRY BLOCK
T knife
(o q brawling
= Move Weapon/2 Shield/3

DAMAGE RESISTANCE

Armor M’ﬂ_ﬂ'ﬁ_

4

ADVANTAGES,
DISADVANTAGES, QUIRKS
Reputation Vengeance Inter-
__natignal member

t2 citizens .y ctiminals
Animal EMDQ‘H'HIJ
Strong Will +l
Night Vision
Alertness +2

Enemy : EDSEL (b-)

Duty +o Vengeauce
TLatecnational (10-)

Sadism (-3 if khown)

Weapon
m-26A2

REACTION +/- +2 citizens -2
criminals, (-3 anyone aware of Sadism)

WEAPONS AND POSSESSIONS
Item Damage  Skill $
Type Amt. Level

Colt .45 pistol crush 2+1 1L 125 3

Wr.

0O

Pt. Cost Level

(pJe)

SKILLS
Guns [TLT:
pisfol
rifle
ren |
bozooke /AW
por‘hxblc T
mw‘orcyde [TL7:
medwum | heavy
Gunher/TL7:

Z
l

(Ple)
2
(P/A)
2

Fast-Draw : (PE)
knife ]
rifle/smMG I

Knife _ (Pe)

Kknife Theowing (Pl€) 2

Brawling  ~ (PlO) |

Toechcs m/y) 4

Tntecrogation (MA) 4

Sleagh‘r of Hanwd (P/H) 4

Stealth (rlA) 4

Streetwise (m[A) 2

forgery /TeT (m/B) 4

Fast-Talk (MA) 7

Running (HT based) (P/H) 4

Area Knowledge : _(mje)
city 7 \
Dreas cuins 2

15
\Z
\Z
{2

lo’lx

2
5

M-26A2 assaultcifle crush 242 b 300 ()
Lasec forgeting Scope 42 500 (3)
Silencer 150 (¥2)

Professional skill: (M 1|
Venaeance Ini.

" :
W\l'lfu(t,! doctrine

Grenade Louncher 17 300 (b

Zgrenades crush 3 S0  *

| “tear gas gtenade spec. 3o *

Concwssion arenades spec. RO i

Large knfe " cux 13 14 40 |

imP -2
nrown mp 1-2 15

Imoroved body qr'mor 25

Handcuffs
Uitacy binoculars

rowlin wnehh bobs on 14- (-]
B(mlina} kick hits oniz- 2-|

Headset Communi cotors
TInfrared goggles

(doam incl +\ for bosts

Bank account

% *\ for 1Q included

Household & personal

%% ¥y 5o \Q jncluded

* loaded \n 'Cgfenad e \aunchec

XX _Increased Basic Seeed by 1725

Totals: $5, 000 Lbs. 50% 2

WEAPON RANGES

Y% DMG MAX

PB INC
5 400 /000

20

30 shots:

-—

15 50

Grenade launcher 4
5 shots:

i B | /9

Large knife

SUMMARY
Attributes
Advantages

Point Total

55

Disadvantages
Quirks

Skills
TOTAL
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GURPS

CHARACTER SHEET

Pt.
Cost

1o

g

Pt.
Cost

3

LR BEEEI Bl b

1

||

Date Created Sequence

Name . n i Player _
Appearance &5 [55 lbs , likes western clothing

Background £

cmerly Twith

Texas Guard ,o9e 25

FATIGUE

ST ||
DX %
Q12
HT /0

Head

Stetson

BASIC
DAMAGE

-1

Thrust:

Swing: _1*]

HITS TAKEN

(HT+ DX)/4| Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE

Armor:

Shield: ——

leather boots

None (0) = 2xST _Z2 PD2; DR2

Light (1) = 4xST i_D

Med(2) = 6xST __b_
Hvy(3) = 12xST _(32
X-hvy (4) = 20xST_£20

ACTIVE DEFENSES

b

WEAPONS AND POSSESSIONS

Unspent Points |j Point Total
110

Pt. Cost Level

SKILLS

Guns/TLT: (P/E)
pistol | "
cifle Z b

Fast-Draw:pisto]l (Pre) 4

Deiving [TLT:  (plA)
+cuck g 5
cars 4 14
+ank 4 ¢
Gunner/TLT: RR (p/A) 4 5%
Brawling (ple) 113
Knife (e o 9

kKnife Throwina (Pk) 2

Computec Operation/

TL1 e 1]
Gam bling MA4 13
Survival \Woodla n;ﬁ@lj 13
Ridina () |12
Fcendh (A /o 10

DODGE PARRY BLOCK Item Damage  Skill § Wt.
4 Knite Type Amt. Level
b g brouwling — Colt+ 45 pis+ol crush 241 [ 125 3
= Move Weapon/2 Shield/3 oV rmoc

Bow'ie knife cut (7

DAMAGE RESISTANCE g 1-1

[4

Swiss Army knife 25

ArmorIm.p.LﬂLd_bAyfj_ 4 thrown Lm;) 1-1

=»—0~

16 200 (7)

&min?(-on (M'ISO crush 3
rifle

ADVANTAGES,

Clothes 40 |

DISADVANTAGES, QUIRKS

250 3

Real leather cowboy boots

cawl] ch hWsonl3d- |
Browling Kick hitsonll- 2

_(damege ncludes +\| focooots)
* t\ $or 1Q included

x¥ +2 Loc 1@ included

Patcon: Brother hood (9-) St =
Regutation : Member of Genuine Stetson cowboy hat (50 —
Brother hood (+1) Fulh’l-pra:}rammed
Wealth : V_ﬂ":f yenlthy (5 x20) Qald Cross d?h& 12,000 —
51% ownershipo n 1,736 —
S gieo b Duby d6 Brstheihood “Rashrider ' +ruck (see p. A4l)
Overcontidence (+2/-2) EAMLQM‘V__—QZ,EQ_L
Im.'nulsiveness
Hard of Hear .
< 3 * +3\bs. iF bedy armor boots are worn
T <& bad \oke Totals: $ {00, 000 Lbs. 30Y2
" ) v WEAPON RANGES
Hates ‘algae -meat Weapon PB INC % DMG MAX
0 s (% .
asy! a £ T shots:

Remington M150
5 shots:
Bow'ie knife

Likes beer [0 25 /600 2500

= 1 17

XX (ncreased Basic Speed by L125

SUMMARY

Attributes

Point Total

Advantages

Disadvantages
Quirks

Skills

TOTAL
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Hammerdown

Jeremiah ‘‘Hammerdown’’ Smith was
born in Beaumont, Texas. He spent his
childhood camping and hiking in East
Texas’ Big Thicket area, where he
developed his love of the great outdoors.
Hammerdown can live off the land armed
with nothing but string, a knife, and a
portable radio.

After high school he joined the Texas
National Guard and became a tank oper-
ator. He picked up some bad habits —
carousing, story-telling, overconfidence
— in the Guard. A too-close grenade
explosion earned Hammerdown a medical
discharge. Though his wounds healed,
his hearing never returned to normal.

Out of the Guard, Smith used his driv-
ing and combat skills to become a
trucker. Originally he worked for
Erickson Isotopes out of Phoenix, shuttl-
ing militarily sensitive cargoes to the
West Coast. A dust-up involving Smith
against ARF cyclists was unexpectedly
recorded by a roving broadcast
helicopter, bringing him the ‘‘Duellist of
the Week’’ prize from a local broadcast
station. Smith used the money to buy his
own rig, and has been an independent
trucker ever since.

He operated alone until he met Lisa
Devereaux during the Los Angeles
‘‘peace’’ riots in 2036. Lisa’s rig had
been smashed, while Hammerdown was
trapped inside the National Guard citadel
with a cargo of perishable medicines.
Lisa rode shotgun as they broke out
through the rioters, and they’ve been
together ever since.

Hammerdown’s tendency to tell out-
landish stories and awful jokes is balanced
by his willingness to help someone in
need. Besides being a Brotherhood
member, he has many friends who rush
to his aid when there’s trouble.

Lisa

Born in the bayous of Louisiana, Lisa
learned self-reliance early. Her family
depended on booty from hapless wander-
ers for their survival. Lisa first cleaned
and loaded weapons, then joined the
family in combat as a gunner. While
salvaging kills, Lisa learned that she had
a natural aptitude for electronics.

At 16, she tried her luck as a thief in
Baton Rouge. Her electronics skills were
useful as she bypassed security systems
in some of the town’s richest mansions to
steal valuable art and jewelry.

Lisa’s life of crime was progressing,
when she made the mistake of breaking
into the Brockett Mansion. Unknown to
her, Samantha Brockett was the matron
of a voodoo cult, and Lisa entered the
home during a cult ritual ceremony.

Caught by the cultists, Lisa was
imprisoned in a cult morgue for three
days before local lawmen — investi-
gating the disappearance of farm animals
— broke into the house, found her in the
dungeon, and rescued her.

This traumatic experience made Lisa
superstitious and fearful of necromancy
and the dead, and convinced her to
abandon a life of crime.

Instead, Lisa took to travelling the
country, working as a gunner for inde-
pendent truckers. She met Hammerdown
Smith in Los Angeles during the “peace”
riots, and signed on as his gunner to get a
load of medicine to a children’s epidemic
in Oregon. She’s been with him ever
since.

Next to the perpetually jovial Smith,
Lisa appears downright grim. Lisa’s
shadowy presence at Smith’s side usually
makes anyone think twice before taking
advantage of the Cowboy’s drinking
habits.

— 7 —

Gus Foley

Gus Foley was born in Oklahoma. His
family was poor, and he couldn’t afford
the nice things other kids had.

However, Gus had a talent. He dis-
covered that what he couldn’t buy, he
could cobble together from parts at the
local junkyard! He taught himself all
there was to know about engines, then
decided to try his hand at designing com-
plete vehicles.

Gus’s future in automotive engineering
was secured when he won the Muskogee
Junior Autoduel Design competition.
Then came honors and awards, many
profitable contracts, and Gus found that
there was little he couldn’t afford.

Paradoxically, Gus Foley found that
wealth just wasn’t happiness. One day,
he ran into two truckers trying to repair
battle damage to their rig and stopped to
help. Discovering that they were
freighting precious Red Cross suppliés to
an Arkansas disaster area, Gus
volunteered to ride along as their
mechanic to see the supplies through.

Gus, to his surprise, found he enjoyed
himself more on that run than he had in
years. Lisa, Hammerdown and he
became good friends. Now he’s their
mechanic-partner, though he still free-
lances as a vehicle designer from time to
time.

Gus can usually sense what’s wrong
with a vehicle by just listening to it. This
“instinctive”’ diagnosis of mechanical
failures befuddles most other mechanics.

Gus hates the outdoors. He prefers to
stay with his gadgets. He is very shy and
quiet, but quite friendly when you get to
know him. While he repairs duelling
vehicles, he has no interest in the sport
itself. That’s why he prefers to aid
truckers and couriers, who duel only in
defense.

Autoduellists



Date Created uence
Name Lisa Devereawx Player =
Appearance S'7", 110 lbs.

Backgroundi&tmmgi,_[]__{WhLul’h_OQM._ﬂLt;,_ Unspent Points|f Point Total
CHARACTER SHEET | 00

oge 23

Pt. FATIGUE

Cost SKILLS Pr. Cost Level
ST \ O Guns /TLI: (ve)
O pratol Z /6"
SMa Z g
Fast-Draw:pistel  (Ple) V2 |2
30 Gumner /71" (e
il MG
RL
lasers
= Driving /717:  (B/A)
Cars
Fruck
o Motorcycle/711: (P

o 12
() 2 (2
Eirst Ad/Te?  (Me) 1 (3
Running (4T based) (Bl 2. X
Enqine? 0 M /
E, es /7Ll (/A

Communications Z 13
—Camputers zZ 13
securn‘vsvsf'ewrs 2 13

Comsputer Operation/rT (M) | (3

REACTION +/-+leveryone, G ogamm 12 (2
Alea Knowledge: (fe)

g \
WEAPONS AND POSSESSIONS Free O, Stotes (S
Item Damage Skill §  wr | Ecench "m) 112
Type Amt. Level

Colt 45 pisthl crush 2+ (b 125 3
Kevlar vest (underclothes) 250 [0
itary Binoculars 400 3
Clothes 40 |
Boots 80 3
Portalble computer terminal 400 (3)
Lock picks 30 —
Headset communicatocs 20 (%)
Tool kit 600 (d0)

Fullu oroqmmmed

/

PASSIVE
DEFENSE

Armor: .gjL

Shield:

ENCUMBRANCE
PP2; DRZ

None (0) = 2xST z0

Light (1) = 4xST 40
Med (2) = 6xST _60_
Hvy(3) = 12xST (20
X-hvy (4) = 20xST_200_

ACTIVE DEFENSES
DODGE PARRY BLOCK

5 3 Juwdo ]
= Move Weapon/2 Shield/3

DAMAGE RESISTANCE
armor HKevlar vest *4/2 T

T .
A 2vs'\mp

pi | ADVANTAGES,
Cost| DISADVANTAGES, QUIRKS

5 | Patron : Br therhood (9-)

rarm 2 g diold Cross clone 12,000 -
R Bro'i'herhood (+1) 5% ow nerslmo T 4680 =

Weonlth: We h (5 X5 “Rushr\def‘ Truck(SeeoA‘lD
20 E als 4 ) BPank account 6515 —
(0| Sense of Duty 46 Brotherhood
~10| Phobia : voodoo
-l0| Imoulsive
-10| Honest ¥’ % +'L Lor 1Q included
X [d asic Speed

=1 Skl one Totals: § 25,000  Lbs. 20
-1 | my. : WEAPON RANGES .
=1 YVlLl)xl::Vl\E::: ::det Ecench Weapon P8 INC 4% DMG max § SUMMARY Point Total
- 1 Attributes
-1 |Wen'timbibe in gubhg Colt 45 %2 6 100 900 B Advantages

=L | Talks to her equipment  §_ 7 shots: Disadvantages
2\ | Likes +6 add suspemse Quirks

4o attacks Skills
TOTAL
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®
Name Gus Fol ey Player Date Created Sequence
Appearance b’ 200( -y O h'l kiﬂ but eW'HQ' a d
t ani vehicle aner ane 2.8 EUnspent Pointsf Point Total
c[:;: FATIGUE SKILLS Pr. Cost Level
ST [ Z Quins (TL1:pistel (pre) 2. /4*%
20 Dru/fnj Var s i (P
BASIC cars Z 1l
nx ] DAMAGE tcucks )
l | Mechanic (TL7:  (M/A)
10 Thrust: 11 cars 10 (7
‘aas ‘cars g Ib
ing: [+2 .
IQ l 5 Swing: “2&. En\émeer'/‘/‘lJ-' (M(y)
30 Vehicles g (5
HITS TAKEN clectronics e 15
nT { O Acmoury (TL7:  (M/A)
o vehicular weapons g b
MOVE _vehieular armor 2 (b
M t 5 (wrench) (P,
(HT+ DX)/4| Basic - Enc.
ENCUMBRANCE PASSIVE
DEFENSE Feet
( None (0) = 2xST qu Armor: %Bo?-‘t‘?l)ﬁl
Light (1) = 4xST _48 B shieid:
Med (2) = 6xST _ 1% I
= /44
Hvy(3) = 12xST O REACTION +/- tl eVefL’one,
X-hvy (4) = 20xST 240
ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE PARRY BLOCK Item Damage  Skill $ Wr.
5 o Type Amt. Level
5 wren - wr, crush 2t 50 5
= M Weapon/2 |  Shield/3 oLt . istol cru t 14 1
— — - Body armoc 250 (20
DAMAGE RESISTA.NCE Baots 20 3
Armor 8 Swiss AI‘M}I km‘Ft a0 =
T O Spare parts 3,000 (500)
L Poctoble shop 4,000 (300)
p. [ ADVANTAGES, 44 o ownership \n 41,184 —
Cost| DISADVANTAGES, QUIRKS "Rushrider tcuck (seep. A41)
15 | Patron :Brotherhood (9-) Fully- progr@rcrl\med
5 | Reputation: memperof Gold Ccoss clone 12,000
__ | _BProtherhood 1) GMS D C.og\f ?-'55:000
Wealth : Very wealthy ($ x 26) —MLM——%" 000
50| Wea i 1 Bank accoun 9,291
-0 | Seuse of Duty to Brotherhood
=(5 | Pacifism : Cannot kil
-10| Hon esf-y
-5 | Qlutton :
=5 v x¥ tZ For \Q includ ed
Ty Pack rat Totals: § /00,000 Lbs. 8
-1 : : WEAPON RANGES ;
- wall ﬂaf'fcp‘mg; dﬂytb{l?g Weapon PB INC % DMG MAX SUMMARY Point Total
-y ~Hat can sHll be f'clﬂdlf'e Attributes 60
- | Shy Colt .45 3 b 100 400 J Advantages 50
-1 | Pr rely on jnstinct Tshots:

;L; Hates “raujhinj ol

Disadvantages
Quirks

Skills

TOTAL

Copyright © 1987 by Steve Jackson Games Incorporated.



GURPS

CHARACTER SHEET

Pt.
Cost

5

[}
N
o

1
—

]
-

HEEER

ST ¢
DX >
1Q o
HT -

Mvmt

ENCUMBRANCE

None (0) = 2xST 28
Med(2) = 6xST 8%
Hw(3) = 12xST 168
X-hvy (4) = 20xST_280

. Date Created Sequence
Name ¢ \ Player
Appearance \bs.
Background - e AR Unspent Points | Point Total
armourec 100
FATIGUE SKILLS Pt. Cost Level

BASIC
DAMAGE

Thrust:

Swing: Z

HITS TAKEN

MOVE

(HT+ DX)/4| Basic - Enc.

Guns /TLI

piatol (/) Y2 \Bx%
SMG (P/E) Y2 1%%
rifle (p/e) Yz 13%
Gunner /TLY
M e/m) 2 \3
KRR (p/A) ' 2
'Eripod MG (P/A) V2
Lyl TLT: cars (P/, Z )
¥nife (Pl Y2 \Z
14 P
Throwing (P/H) 2 17
7
Ficat AV /TLT  (MfE) | 10
Afmoury /T LY
quns Mpy 6 12
J
__Nehiwcwlac weagons (MAG 12

Vehicular aronac (M/A) 4 )

body armoac (M/a) 4 1
Blacksmith/Ti7  (M/a) ) 9
' 1%
Riding ®e/m) \ 17

REACTION +/- (*Z autodutlling fans
(1o0-))

WEAPONS AND POSSESSIONS

DODGE PARRY Item Damage Skill § Wwe.
G Kinlike Type Amt. Level
5 44 Mognom  crysh 2+3 13 \15 (3)
= Move Weapon/2 Shield/3 Uz, crysh B-l 1B 250 (9)
M-26AZ cifle  crush 2+2 13 300 B
DAMAGE RESISTANCE . N 7 \2 Ve
Armor i\mf_ﬁmi__l_ g 5 imp )
Tmproved body armed 4 T E—— hess b
L e 2
ADVANTAGES, Clothes 40 |\
DISADVANTAGES, QUIRKS || Fitepcoot suit 500 8
on: *Z quto Lin L\( | - ) : . \ @
Lu::ns e Headset communicators 20 Yz
Shees 40 (2)

Bad Temepec

Bank account

Braw\i n its on 13- V4

Myte

v \ Bm‘*“"“% Kick hits on Y- 2+)

Enemy : EDSEL (6-)

_(damage includes +1 for boots)

Wears warpqint in battle

X ¥\ for TQ included
X 43 foc Mute included

Totals: § 5,000 Lbs. 54 V2

WEAPON RANGES SUMMARY

Point Total

Weanrr:\ PB INC %IDMG MAX

Attributes

117

Advantages

bshots:
4 5 200 (oo -50

Disadvantages
Quirks

Dz, 32 shats:
M-2CAZ 5 20 400 Joo0 -1

30 shots: 39

Skills

! 14

2) 100

TOTAL

Bowie knife
Copyright © 1987 by Steve Jackson Games Incorporated.



Comanche

John ‘‘Comanche Chief”’ Eagle-
feather started his duelling career as Joe
Estrada Senior’s best friend and armourer.
Upon his friend’s death, the Chief
became the guardian and teammate of
Joe’s son Badger. Together they started a
new team and continued on the circuit.

Comanche Chief is a huge, full-
blooded (well, that’s what he says)
Comanche Indian. His friends alternately
call him ‘‘Comanche’’ and ‘‘the Chief.”’
He’s a good armourer, and handy to have
on your side in a bar fight.

In fact, that’s how he met Joe Estrada.
Joe was just beginning on the circuit back
then, travelling alone and doing his own
mechanic work. The Chief was on the
move, looking for work, and was in
Veracruz hoping to hitch up with a major
duelling team. Joe was attacked by a
drunken duellist and his mechanic, upset
at their arena defeat that day. The Chief
came to the stranger’s rescue. After that
fight (they won), John and the Chief
became fast friends and the Chief began
working as Joe’s armourer.

At a racetrack arena, the Chief caught
a stray shot through his larynx. His vocal
cords were destroyed and he was left
mute.

This accident started the Chief’s close
association with Badger, Joe’s son, who
taught him American Sign Language.
The Chief and Badger quickly became
close friends.

When Joe Estrada was killed in an
arena accident, his will made the Chief
the legal guardian for Badger. He and
Badger used Badger’s inheritance to start
their own autoduelling team. They ’re not
the best, but they’re competitive and well
respected on the circuit.

Badger
Estrada Jr.

Ever since he can remember, Joey
‘“‘Badger” Estrada Junior accompanied
his father — a successful duellist — on
the Shooting Star duelling circuit.

The mechanics answered his questions,
and taught him how to work on cars. The
duellists taught him how to drive. Badger
learned all the ins and outs of autoduelling
by being an insistent little kid, ‘‘badger-
ing” information out of his elders and
attending carefully when they consented
to answer his questions.

During a semi-final round of the 2035
Texas National Championships, his father
was the victim of a grenade questionably
altered by another competitor. The attack
was later ruled illegal by AADA officials
but, unfortunately, had already killed his
father. This should have been only
temporary, considering 2035 medical
technology. However, a malfunctioning
MMSD left Joe Estrada permanently
dead. 7

The older Estrada specified in his will
that Badger was to be declared a ward of
Comanche Chief Eaglefeather, a long-
time friend and Estrada’s armourer. His
wishes were carried out. After Badger
received his inheritance, the life in-
surance claim, the AADA penalty levied
against the duellist guilty of his father’s
death, and a large out-of-court settlement
from Gold Cross, he became a very
wealthy kid.

He and the Chief elected to take
Badger’s new-found wealth and pursue
the only vocation they knew. They
bought a couple of cars and some equip-
ment, hired a crew, and got back on the
circuit in 2036.

While not yet as good as his father,
Badger is one of the best-liked (and the
youngest) duellists on the circuit today.

— 11 —

Interceptor
Plus

MacMillan Motors

Luxury

$30,250

5765 Ibs.

Acc: 15

Top Speed: 110

Driving skill modifier: +2
(+ 3 above 60 mph)

Top: PD: 0O
DR: 6

Front: PD: O
DR: 26

Left: PD: O
DR: 18

Right: PD: 0
DR: 18

Under: PD: O
DR: 12

Back: PD: 0
DR: 12

Weapon Damage Range Info # Of
type/amt PB/I/Y2/MAX Shots

AC crush/7 6/25/—/6000 20

Extra-Heavy Chassis/Heavy Suspen-
sion/Sports Powerplant/Four
Puncture-Resistant Tires/Single
Driver, Three Passengers

Armmor is streamlined and fully
honeycombed. Front armor is sloped.
Extra magazine for autocannon, with
10 rounds of ammo. Long-distance
radio. Radar. Hi-res targeting computer.
Airdam.

Weight left for cargo and crew: 835
lbs.

Cubic feet left: 1

Autoduellists



GURPS

CHARACTER SHEET

Pt.
Cost

(o]

L3

Cost

| BB ] g fn

v e [

11 B
- 1T (o4

FATIGUE

ST oo
DX 3
IQ '3
HT o

BASIC
DAMAGE

Thrust: \"Z_

Swing: _1__

HITS TAKEN

BASIC
SPEED

5.715

(HT+DX)/4
ENCUMBRANCE

MOVE
Basic - Enc.
PASSIVE
None (0) = 2xST _ %O __
Light (I) = 4xST 4O
(ed(2) = 6xST _=0 )
Hvy(3) = 12xST 120

X-hvy (4) = 20xST_X0O
ACTIVE DEFENSES

DODGE PARRY BLOCK
3 9 Karate
8 Judo
= Move Weapon/2 Shield/3
DAMAGE RESISTANCE
Armor Elr_{p_«ac_ﬁuﬁ_)__ T
e 9]
TTmpt (mer” ; 5
L
ADVANTAGES,

DISADVANTAGES, QUIRKS

Appeacance : Attractive (+1)

Wealth : Very Wealthy (b x20)

. Li

fans (10-)

D - Jeinted

Co

Acote Yision (+1)

Name Q
Appearance
Background

fathec was Killed on circuit

Y. layer
) Ibs., ¢l -
\ .o\ 3 L N

SKILLS
Guns /TL]:

Date Created

Sequence

Unspent Points |§ Point Total
100

Pt. Cost Level

(Pe) Ya 14*

?\ﬂiﬁL

SMG

(Ple) ‘o 14%F

Gunnec/TL:

c(ple) Ya |4%*

MCr

(p/) \ ¥

RR

(PR 1 14

-
Kacate

(P/W) 8 14

Juda

(P/MH) Z 12

(p/n) 8 1I*

Acrobatics
id /Tu
e [T
i

S

M/e) Yz 12
A) | \5N
™M/A \Z
C \
(p/) © 9%

Climbina
J

REACTION +/- *leveeyone (+2 quioduel

fang (10-), +2/-2 overconfidence

WEAPONS AND POSSESSIONS

Item Damage  Skill $ Wt

Type Amt. Level

2+

rLY |

Fireproos aLit

Light intensitying gaqgles 300 Y2

20 Y2

% *2. Sor T QO included

¢r €

SUMMARY

Attributes

Overconfy +2/-
Youth (15 yre.old) Totals: § (00,000 Lbs. 48
Enemy : EDSEL (6-) WE,APC(;:; T :S =
. ANGE

X mpulsiveness Weapon PB INC % DMG MAX
Wears 0dd headbard in private | Colt .45 5 6 100 400
Doesn't £eust Gold Cross 1 shots *
Always Sices nund in salote f Ingfam SME 3 4 /o0 500

£ c i 32 shots:

¥ *3 Soc Double-dainted included

\

Point Total

6O

Advantages

54

4]

Disadvantages
Quirks

D

Skills

20

TOTAL

Copyright © 1987 by Steve Jackson Games Incorporated.



Jay
Thompson

Hamilton J. Thompson. The media
call him ““The Bear.” His friends call
him ‘Jay.”” His enemies call him ‘‘Mr.
Thompson™ . . . when they are unlucky
enough to be in the same room with him,
that is.

(There’s also a certain redhead in
Michigan who calls him *“Teddy,” but
we won'’t get into that!)

Jay is tough in the arena, and a
pussycat out of it. While not the best
duellist on the circuit, he stands out for
being honorable and creative. Folks are
still talking about his last minute win
over Mike Montgomery in the Daytona
5000, when he loaded his paint sprayer
with mayonnaise. Jay is personable, and
has a growing favorable media image
with the fans.

Jay is an ex-scout, and has been
known to ‘‘rough it’’ upon occasion. He
is handy with guns, knives, fists, feet,
and any improvised weapon at his
disposal — he’s been in more barroom
brawls than most Marine squadrons.

Jay has a heart as big as the outdoors
he loves so dearly, and has been known
to get into trouble helping underdogs and
those he perceives to be victims.

He also has an annoying habit of
adopting wild animals, and rare are the
times you don’t see at least one furry face
peeking out from his jacket pocket. The
media nicknamed him ‘‘The Bear” after
the bear cub he adopted one season.

He has some dedicated foes in
EDSEL due to a long hard night in
Baltimore three years ago, but he also
has a lot of friends gained over the last
few years.

Oh, and he’s ALWAYS available for a
run up to Michigan.

Kathy
calaori

3

Kathy Calaveri is a hotshot, multi-
skilled mechanic who would rather
rebuild an engine than go shopping.

She was raised by her father, Eddie,
who lived mostly for engines. His little
girl took after him. So she rebuilds
engines.

She is now number-two mechanic at
Calaveri Motors. Like many mechanics,
she lives over the shop. But her ‘den’ is
an elegant, feminine hideaway that
would amaze the customers who only see
her grease-jockey side. And she’s no
tomboy — she likes to dress up and go
out on the town.

Nobody — not even Eddie — has ever
kept Kathy from doing anything she
wanted to do. She is stubborn, strong-
willed, and hard to push around. Worse,
she’s quite willing to win an argument by
flashing a smile that turns most men’s
knees to jelly. No, it’s not fair. But that’s
Kathy.

Kathy is stubborn, but she offsets it by
her sense of humor and ready smile. She
can be a good friend, with a tender heart
and a great love of people and animals.

Kathy disapproves of violence. Her
pacifism hasn’t stopped her from be-
coming skillful with vehicle weaponry,
or from owning and knowing how to use a
handgun. But she won’t shoot first or keep
shooting at a foe who is no longer a threat.

Kathy doesn’t date duellists, combat
football players, or vigilantes who go
looking for trouble. She admires cops
and military men, and gives them good
service in the shop and sweet smiles out-
side the shop.

Oddly enough, Kathy is a fan of
Micro adventures — the bloodier the bet-
ter. “‘If it doesn’t hurt anybody, it’s all
right to enjoy it,”” she says, “‘and I’m old
enough to tell the difference.”’

— 13 —

Trailblazer

Trinity Motors

Heavy Trike

$15,340

3160 Ibs.

Acc: 15

Top Speed: 90

Driving skill modifier: +1
(+ 2 off-road)

Top: PD: 4 3
DR: 16
Front: PD: 4 3
DR: 16
Left: PD: 2 1
DR: 12
Right: PD: 2 1
DR: 12
Under: PD: 0
DR: 12
Back: PD: 2 1 O
DR: 12

o O N N

Weapon Damage Range Info # Of

' type/amt PB/I/Y2/MAX Shots

VMG crush/4 8/30/450/1200 20
Off-Road Suspension/Super Cycle
Powerplant/Three Off-Road Solid
Tires/Single Driver

Streamlined, fully-sloped and
honeycombed armor (trading 2 PD in
all locations). Vulcan Machine Gun in
medium turret. Targeting computer.
Tinted windows. Three 10-pt.
wheelguards.

Weight left for cargo and crew: 340
Ibs.

Cubic feet left: 23

Autoduellists



GURPS

CHARACTER SHEET

Pt.
Cost

20

30

Pt.
Cost

Sl | el W

=1
Zlo

| PSRRI

Date Created Sequence

Name Jal.l 'Thompson P]ayer

b
Light (1) = 4xST

FATIGUE

ST (2
DX (3
1Q 3
HT

BASIC
DAMAGE

Thrust: 171

Swing: 117

HITS TAKEN

ENCUMBRANCE

None (0) = 2xST_ _‘L

Med (2) = 6xST i

Hvy(3) = 12xsT 114

X-hvy (4) = 20xST_ 24O
ACTIVE DEFENSES

Appearance
Background _E€X- ScOU Unspent Points

SKILLS Pt. Cost Leve,
Guns/Tel: SMG [p1s) 2 |
Drwmo/TL'! (P/A)
cars
LriKe
L7:

4 14
‘/I‘i

{rla)
P 0
(ly) 2 (2
13

13

Knife
A rowi
Karate

A

L

First Aid/Tu1 (mfs) 1 13
Buﬂging (HTbased) (PIH) 2 (1**
Survivil: plains (A/#) | 12
(rla) 1
(ma) 1

mfg) Ve

A
{ALE‘) /s

rvival: u L
Stealth
Traps/TL3
Coo}ﬂ.na
A
Scrounging
o J,
ni, L.
Computers
Armourq /TL‘I MG (n] .ﬂ }
Actma (MIA) 2

12
12
2

(2
[~
13

uto ‘f g Fa

[

REACTION +/- t

WEAPONS AND POSSESSIONS

SUMMARY
Attributes
Advantages

Disadvantages
Quirks

DODGE | PARRY BLOCK | ltem Damage  Skill
) 6 Hnife _ Type Amt. Level
@ { karate r - = 2+2
= Move Weapon/2 Shield/3 MJMMQF
/]
DAMAGE RES[STA.NCE (MP 1-]
Armor [Mprovec b z thrown imp 11
Fireproof Juit T " i
L Fireproof suit
ADVANTAGES, Clothes
DISADVANTAGES, QUIRKS
— e Household \‘—Persona/
venicles (6-) Banh account
. : f‘:‘ _s
+2 gutoduelling § 10-
: L (e-
Hone3ty
J
ut
those in need
E r rng [
Fea : WEAPON RANGES
rof bum.‘ 3 - Weapon PB INC % DMG MAX
[7]
public seryice
c roun 32 shots
_Likes animals Largc hnife

Skills

TOTAL
Copyright © 1987 by Steve Jackson Games Incorporated.



Player

Date Created Sequence

®
Name _Kathy Calaver:
Appearance 5'b" N

120 lps., brown hajr, blue eyes
Background 3 €o¥ mechante

CHARACTER SHEET

Pt FATIGUE

Cost ST IO

0
Dx DB;S[EE
,3 AMA
30 Thrust: =%
IQ 14 Swing: b
45

PASSIVE
DEFENSE

Armor:

Shield: —

ENCUMBRANCE
None (0) = 2xST _20
Light (1) = 4xST 40
Med (2) = 6xST _ &0 EE
Hvy(3) = 12xST X0
X-hvy (4) = 20xST_%99_

ACTIVE DEFENSES

HITS TAKEN
Hroo
BT 0

DODGE PARRY BLOCK

5 4 wrench | —

= Move Weapon/2 Shield/3

DAMAGE RESISTANCE

su’éﬁd,;e

i

Unspent Points |§ Point Total
Nele;

Pt. Cost Level
(@) 15+

SKILLS
Guns ITLT ¢ pistol

Deiving /1) cars  PIDT_(2

GQuaver(Til:Ma_ el /4

Mechanic/Ti7:  (Mj)

HT 2

cars 6 b
‘aas'cacs B 13+
airships 4 By

Armoury /T (Ma)

vehicular weapons b [b
o N |3+
vehicular armoc

Electronics /TLT: (MA)

Computers 2 14

ComMunications h 12

Computer Opera tion
Ny Mle) 13

Dancing (PlA) I 12
=

WEAPONS AND POSSESSIONS
Item Damage Skill $
Type Amt. Level

Big wrench crush +2. ¥ 5S¢
Work dothes 40

Work boots g0

Eycg lasses 50

%% +2 £oc1Q included

+ bom§h+ from default

Armor g Su)ZSS Hrmyknh(’e_ 5

T O Colt .45 pistol crush 24 15 (15
L Bodb% armoc

p | ADVANTAGES, Tool lat

Cost| DISADVANTAGES, QUIRKS | Armouring +tools

& ce: I 'V ('f'l COM\DW"C(J e (

15 %m‘-aih’on 2 ng.

12| Steona Will+3 Bank account

15 Empa‘zf-hy

-0 Hnnesﬂ/

-5| Stubbornness (- 1)

-15 | Pacifism:Self defense only

<10 | Bad Sight :nearsighted

= Totals: $§ 5,000

— || Likes science ickion & mcros | WEAPON RANGES ,

=1 | Wan't date duellists or &g g e e

| _vigilantes - 4islikes combat spa 71 shots:

= _L:{kCS coPs

-\ |VYain -hates towear glasses

=\ | koves peaple §animals

SUMMARY Point Total
Attributes 75
Advantages ‘f T

Disadvantages -4 0
Quirks -9
Skills 23
TOTAL /00

Copyright © 1987 by Steve Jackson Games Incorporated.



® Date Created Sequence
Name Aﬂdp&ﬂﬂaﬂaﬂ P.layer
AppcarmceMLMLﬁM&&}kLﬂmm
FTVr i a roable. fUnspent Points i Point Total
CHARACTER SHEET |Ptsors HefShaf TV fepartac i o for tiouule frrnet ons
Pt

FATIGUE

Cost

0

20

Pt.
Cost

| FI kBBl bbbl

1
-

| ]

mea [

Thruse: 172 Kevlar RL [

Bt Fiest Ahd [T el 13

!Q ,5 Swing: dimbina (plAY! __(O°
20 Ru.nning‘]( HT based) (P/m2 0™
HITS TAKEN Swmming (Ple)! 10"

HT l / - Skiing ™~ (p))2 (]

n Fast Yalk 2 HEIE;
e _ ba 2z 13%

Detect Lres (MIH)” 171-
Bard : (AN [4*

[ 7R

ENCUMBRANCE -t Wy itiag (MDNZ 13

None (0) = 2xST 20 Shoees Ehﬂ {’SHh (na(hsfe) ? {Z

g French a1z

Med (2) = 6xST 60 Professional skif/:(ja)

Hvy(3) = 12xST {20 Journalism o

X-hvy (4) = 20xST_200 man Z |3

SKILLS Pt. Cost Level
Guns (TL1: pistol  (PIE) 2
East-Draw: pistol (Ple)' /2

Win tCcars @A ]
Qunneér(TT: (PIA) [

-~

ST 10
Dx ’ Z DAMAGE

Electronics/TiT: (M/A)

ACTIVE DEFENSES WEAPONS AND POSSESSIONS % - Z
DODGE PARRY BLOCK Item Damage  Skill 3 Wt commy ntcCa r‘l«{ﬂi 13
Type Amt. Level Camp“{-g[()pe(a_hMZ{ﬂZE! ! /3
b — — | .351 Maanum crush 242 15 (00 2 T2
_ weavons2 | snietsz | —1Fast-loadecs 52,
—— — = Las etin +2 500
DAMAGE RESISTA?\ICE TV comera 3000 5

Armor 2 S o ter <
Kevlar vest :4/1—12“;";, Hidea wau camera
: L (lothes § Shoes
ADVANTAGES, Kevlar vest (wuder clothes)
DISADVANTAGES, QUIRKS | Poctable fompuijg:ie.cmind

wﬁmﬁ[g’%}; __cuhe attach meut
Re putation Journali st (+)) ] Tape CecordeC

Alertness +1 Home computer

Wealth : ComBortable (s x2) § Militacy i

Vorce. (#2)

« —| for Encumbmnce ineluded

re -2 for 2XEncumbrance
ineluded

¥% +2 Gor 1@ included

X _t+2 $or Voice [neluded

¥x increased Basic Speed by /.25

Bawk account

Lecherousness
Overconfidence (+2/-2)
Qreed

Totals: § /0,000 Lbs. 3372
Cistles af " " WEAPON RANGES

SUMMARY Point Total

Attributes
Advantages 45

Weapon PB INC Y DMG MAX
referencés :

[ b n fhe 6 shots -
Cynic_af outlosk
ObSessed with “yruth”

Disadvantages
Quirks
Skills

TOTAL

Copyright © 1987 by Steve Jackson Games Incorporated.



Andy
Haoran

Andy Halloran has got everything it
takes to be a big-time reporter — he’s
smart, good-looking, and good at his job.
Very good. (If you don’t believe it, just
ask him!)

Currently one of the top reporters for
a Chicago television station — KILL —
Andy’s always busy adding to his resume
for that big network job.

But Halloran’s more than just a pretty
face. He speaks three languages, knows
his way around both a video and a still
camera, and writes all his own reports.
He supplements his already nice income
with free-lance writing, and — like most
reporters — plans to someday author a
novel.

Not much gets past Halloran; he’s
tough to fool, and he’s turned the table
on many an interviewee who’s tried to
burn him. He’s always on the scene,
often before the police, and has a nose
for trouble second to none. The viewers
love him. The police endure him, com-
plaining that he doesn’t hesitate to
interfere, annoy them, harass them, or
even steal evidence from them just to get
a scoop.

He has two major flaws. His desire
for the Big Time (and the big money)
keeps him hopping from job to job, look-
ing for that big break. He’s not really
experienced enough to make the jump,
but you can’t tell him that. He’s also
overly fond of the ladies, and he’s
broken at least two hearts at every stop
on his career path — sometimes more.

Halloran owns almost every piece of
equipment necessary to do his job, but if
company equipment is available for an
assignment, he’ll use it. The rest of his
money — $1,883 — is in the bank.

Many duellists drive by the seat of
their pants. Rex Radisson drives by the
seat of his wallet.

The only son of a wealthy industrialist,
Radisson bought the success he couldn’t
earn. In the early days he rigged duels
with a well-placed bribe. Today, with the
aid of the best in equipment and trainers,
Rex no longer needs bribes to win.

Radisson got his first break in auto-
duelling from a crime boss named
Fratello, who still calls for occasional
favors. Usually these are minor, such as
blasting someone that Fratello doesn’t
like off the highway, but there are a few
states in the Union that Radisson now
deems it wise to avoid.

Radisson is unpopular among his
fellow duellists because he doesn’t accept
surrenders, and because of his tendency
to gloat over dead or seriously injured
opponents. He accepts a surrender only
when it is to his tactical advantage.

Rex is jealous of duellists who are
more popular with the fans, and he
exhibits a cruel streak towards them.
This reprehensible behavior has eliminated
any Reputation bonuses his skills might
provide, and has eamned him a powerful
enemy — a duellist named Johnstone,
whose brother was humiliated and killed
by Radisson. Johnstone has sworn to kill
Radisson — preferably in a fair duel, but
if that can’t be arranged . . .

Radisson owns his own vehicle, the
Hammer, spends money freely, and has
an expensive woman in every city. He
has an art collection inherited from his
father, valued at $35,000. Art means
nothing to him, but he will not sell them
at any price — they were his father’s.
The rest of his stake — $1,654 — is in
the bank.

Hammer

Hudson Manufacturing

Mid

$16,720

5450 Ibs.

Acc: 5

Top Speed: 100
Driving skill modifier: +3

Top: PD: O
DR: 8

Front: PD: 0
DR: 24

Left: PD: O
DR: 18

Right: PD: 0
DR: 18

Under: PD: O
DR: 12

Back: PD: 0
DR: 12

Weapon Damage Range Info # Of
type/amt PB/I/Y2/MAX Shots

VMG crush/4 8/30/450/1200 20
RR crush/5 5/20/—/1000 10
RR crush/5 5/20/—/1000 10

Extra-Heavy Chassis/Heavy Suspen-
sion/Large Powerplant/Four PR
Radial Tires/Single Driver

Armor is fully honeycombed. Vulcan
Machine Gun is in a medium-sized tur-
ret. Recoilless rifles are linked.
Weight left for cargo and crew: 310
Ibs.

Cubic feet left: 0

Autoduellists



Date Created Sequence

Unspent Points | Point Total
100

Pt. Cost Level
(Ple)

4

pistol )

rifle )
= : p/e

\b ¥
14 %
14*

Va

Ya

12
\Z

fast -loader

Driving [ TL7:cars (PA)4
(P/A)

A et [T 3

[
(P/m) \
(®le)'a
(/&) 2
(Pe) 2
Pacachuting [PrEYA2 12
T P o
ez 12
ngnsm_m]_bgszd)ﬁ’@'_._!g
H/AZ
M/A)Z

M/A

o
Name __Rex Radisson Player
Appearance G’ : 5\ c \na”
CHARACTER SHEET | Backeround {
Pt. FATIGUE SKILLS
Cost
ST ¥ Guns /TLT
20 Shatqun
BASIC
Dx \3 DAMAGE
0 Thrust: 17\ pistol
T
1o
HITS TAKEN RR
HT | M
16 RL
lasecs
Shortsword
Knife
(HT+ DX)/4| Basic Braml‘mg
Jumping
ENCUMBRANCE PASSIVE P
DEFENSE
None (0) = 2xST ___.24 Armor:_b_ R R
Light (1) = 4xST A8 W shiewa: ___ ABcaming
Med (2) = 6xST _1% ]
Hvy(3) = 12xST 144 &
X-hvy (4) = 20xST_Z40
ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE | PARRY BLOCK Item Damage Skill § Wt
6 sword Type Amt. Level
(D - 3 C 2 ¥ loo
= Move | Weapon/2 | Shield/3 L rqet. *Z
Z fast-loaders 20 2
DiMAGE RESISTA%\ICE Blast Mastec crush 242 o 125 7]
Armor Impraved body 4 T 4 Zgrenades = crush 3 \Z 5 %
My | Impraved bady acmar 1,500 25
L C\othes 200 |
pt. | ADVANTAGES, Sroctsward wt 1v3 \Z 0 (@)
Cost| DISADVANTAGES, QUIRKS (Sinc quality)  imp \
30 | Wealth: Very wealthy ($% 20) M50 cif) 200
Telescapic signt | B0 ()
10| Jealovsy 100 f?““dﬁ "“‘:tuommo 100 (-5_)
-5 | Sadism (3 if kpown) = e - .
-5 | bu¥ v to erime baess (1-) ! =
zlo| Enemy : Johnstane Gold Cro3s clone

SEEE

Lt
- |~ |-

|1

_Disukes insects
MMM—PL‘K—
ngus_?ﬁss_bgjn&mﬁb;s

cinkl ]
Nevec Late

v \ d 000 —

Bank account 0 1654 -

Art 35,000 —

* +)| Sfoc _IQ

Totals: § 100,000 Lbs. 44

WEAPON RANGES

Weaion PB INC /% DMG MAX

b Shots -

Blast Master 4 2 \5 %o

8 anots

S Shots:

included
AX ) i

Point Total
70

50

SUMMARY
Attributes
Advantages

Disadvantages
Quirks

Skills

TOTAL
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Robert Q.
Washington

It’s as if his life started over again that
day.

Robert doesn’t remember it (how
could he?), but he has read the
newspaper reports.

Midnight. A truck is barreling down
the road, two hours ahead of deadline,
when a distress flare is spotted. A
woman and two small children stand
helplessly next to their out-of-
commission car.

Truckers Robert Q. Washington and
Greg McDaniel, boyhood friends and
partners, step down from their truck cab
to help, as they had done so many times
before. Greg had a good heart that way.

The police found them the next day.
Greg was dead. Robert wasn’t so lucky
— he stayed alive through months of
painful surgery and the agony of
rehabilitation therapy, vowing to avenge
Greg.

Robert Q. Washington is now a mili-
tant trucker. He works with two other
Knights of the Brotherhood, acting as
bait for hijackers, bandits, and other road
scum. Robert still comes to the aid of
people in distress — it is, after all, what
Greg would have wanted. But he keeps a
gun handy.

Robert suffered some brain damage
during his ordeal. The major side-effect
is the uncontrollable rage he feels in
combat — in his berserk state, he simply
leaves no enemies standing.

He also lost social skills and
memories because of the tragedy. He
tries to be normal, but when he’s tired, in
a crowd, or concentrating on something
important, Robert can be unthinkingly
rude and mannerless. He hasn’t many
friends anymore, other than a grateful
few in the Brotherhood who know of his
service.

Kyran Cruz

The youngest daughter of the Mayor
of San Antonio, Kyran Cruz likes to meet
new people — one at a time.

Growing up as she did in the limelight
with her parents, Kyran (pronounced
KEER-ahn) dislikes ‘‘the masses” in
general, and the media in particular.
Some people call her snotty.

When she was much younger, a mob
of unemployed demonstrators overran
the Mayor’s Mansion, holding Kyran
and her family hostage for several hours.
She collapsed and was carried to safety.

Ever since, large, hostile crowds —
lynch mobs, motorcycle gangs, and so on
— sometimes cause Kyran to panic and
overreact. Crowds can also bring on one
of her epileptic seizures. Her greatest
fear is having a seizure in a crowd while
holding an automatic weapon — the con-
sequences could be disastrous. She has
been unable to find a medication to pre-
vent these seizures.

Except for this fear of large crowds,
Kyran is a spunky girl with plenty of life
and courage. Some people find it odd
that a mayor’s daughter works as a gun-
ner or a mechanic, but not Kyran — she
needs money like everyone else, and the
job lets her meet interesting people.
She’s very selective about who she falls
in with, usually joining small bands of
idealistic adventure seekers or helping
out at a family-run garage. She never
works any particular place very long.

One interesting fact about Kyran:
Papa is worried about his little girl, and
has her constantly tailed — unknown to
her. So, if anyone ever causes serious
damage to Kyran — that is, kills, maims,
or abducts her — that someone would be
wise to stay out of the Mayor’s city.

— 19 —

Willie’s

Salt Lake City, Deseret
tn b

“Willie’s is the standard by which all
other truck stops are judged. ‘It can’t
possibly be as bad as Willie’s’ is a catch
phrase among the Brotherhood. ’’

— AADA Road Atlas and Survival Guide

Willie Svobota was a mess sergeant
with the Army of Deseret during the Inde-
pendence Campaign. He gained a reputa-
tion for his cooking. ‘“Whatever it is in
your brain that lets you cook,’’ one of his
army buddies said, “Willie hasn’t got it.”’

After independence, Willie opened a
truck stop restaurant. He turned his
inability to cook, plus a natural talent for
making strangers feel at home, into one
of Deseret’s better-known businesses.

First Willie’s reputation for awful food
spread by word of mouth. Professional
drivers passing through would stop to see
if the food was really as awful as they’d
heard — and, after meeting Willie,
returned repeatedly to see their ‘‘friend”’
and his restaurant with the terrible food.

When the Salt Lake International Air-
field moved to its present location, Willie
refused to sell his land. The government
tried to annex it, but Willie successfully
fought the case in court with the aid of
his customers.

Today, Willie reigns supreme in a com-
plex of service areas, hotels, and shops,
with Willie’s Truck Stop Restaurant at
the hub. The truck stop proper contains
the restaurant, a TV lounge, the service
area, an interactive video room, a
billiards room, and a bar/lounge (non-
alcoholic of course — this is Deseret).

The main attraction at Willie's,
besides Willie and the horrible food, is a
huge, transparent armorplast window
looking out on the airfield. Visitors can
watch the great airships arrive and
depart, a sight that Willie’s guests never
seem to tire of.

Autoduellists



. Date Created Sequence
Namc o] Player
Appcarancc 5 I
C — v Unspent Points [ Point Total

Pt.
Cost

o

I

Cost

| bRl &l | kB

]
-

t
—

——’,

FATIGUE SKILLS Pt. Cost Level
Guns/TL: piskal  (P/e) | 1G**
= t o P/e) |

Driving [TL]: (p/A)
teuck 4 15
cars Z 14
Gunner/TLT: (P/a)
MG Z \5%
RR A \L¥
Carovaing (HTbased) (PA)\ 10
\i A
Acking (M/a)2
r wonal S¥\
tﬁ.ﬁc,\‘i'mc_xr 4 13
Merchant Mm2 12

ST o

BASIC

nx \ z]r DAMAGE

Thrust: 1~ 2

Ia | Z_ Swing: |
nT HITS TAKEN

MOVE

(HT+ DX)/4| Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE

Armor: _L

Shield: ——

None (0) = 2xST 20

(Cight (1) = 4xsT__4O0)
Med (2) = 6xST _LO_ —_—
Hvy(3) = 12xST 12O _ 6
X-hvy (4) = 20xST200

ACTIVE DEFENSES WEAPONS AND POSSESSIONS

REACTION +/- _* 1 everyone

=»=0-

DODGE | PARRY | BLOCK J ltem Damage Skill § Wi
Type Amt. Level

| \i
5 [°"" — 1.4% Moguum  coush 213 16 115 3
= Move meon/z Shield/3 _\m_md_s_.ﬁ'_gﬂlmﬂ—w

DAMAGE RESISTANCE W—L@*ﬁ“‘z’
Armor Improued body' 4 5 4 __\Z0tounds .22 amma (O (8%)

: % Improved body acmac 1500 25

L QUathes 40 |
ADVANTAGES, Houvsenald and pecsonal 600~
DISADVANTAGES, QUIRKS Bank account 1500 -
Luck (ﬁvino} for own ric;\'\
Wealth . Comtortabie ($ x2)
tron: B¢ < -
[{e]

Brothechood (+1)

£ bici )
criminals
Becserk

PB INC % DMG Max ] SUMMARY Point Total
Attributes 15
=) Advantages 45
e shots Disadvantages -40
12 ?iq{cﬂ. 5 9 Quirks -5
le Shots Skills 25

TOTAL 106
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®
Name Kyran Crunz
Appearance il !

Player

Date Created Sequence

bs.. br

S.

) U t Points [ Point Total
CHARACTER SHEET | Backeround
Pt. FATIGUE SKILLS Pt. Cost . Level
Cont ﬂ [ ‘ Guns/TL?-'[D'rshl [Ple) |
10 Gunner/TL):Me  (PIA 2 4
BASIC Anima( Hﬂnd”ﬂﬁ (M/H)4 /4
nx J O DAMAGE Acrobatics (Plw) 410
” Mechanic/727:  (MA)
— Thrust: _{~1 cars Z /4
Y ‘aas ' cars 2 /4
IQ [ 4 Swing: L (ariod-er‘Qper-
45 atiom /1L (Mg ! 14
nT HITS TAKEN Spanish ?M/A) Z_ 44
P /
I Z Clu'mbinj (PA)  9x
T Law (M) 1 /2
_Fast-Talk Mz /4

Cost

| Blnls Rt

| sk

1

NN

(HT+ DX)/4 | Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE

Armor:

Shield: ——

None (0) = 2xST _%2
Light (1) = 4xsT 44
Med(2) = 6xST _bb
Hvy(3) = 12xST 132

REACTION +/- +5 fr Statas ¢ Guarisma

4

X-hvy (4) = 20xST_220. (+] primitives for Epil Seizure )
ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE | PARRY BLOCK Item Damage  Skill $ Wt
Type Amt. Level
4 - . Colt .45 pistol _crush 24/ 12 125 3
= Move Weapon/2 Shield/3 Body armor 250 20

Clpthes 200 !

DAMAGE RESISTANCE

Tool kit

Armor BOdY armor ' 5 600 (40)

3

Computer 1600 (15)

=>»—=H0-

er 0§Se sSIous 2000

=

ADVANTAGES, Bank account 825

DISADVANTAGES, QUIRKS

Alertness +/
Ambidexterity

Charisma. +|

Status - /eve/_‘} (daughter

of SanAntonis wayor)

Ep,/ (+! iFiv ;
~) for encumbrance included
Truthfiulness X .
FetfEbagss- %% +2- Sor 10 included
Tf“sﬁnﬁ Totals: $ 35,000 Lbs. 24 lbs.
Fewale’chanvinist || WEAPON RANGES SUMMARY Point Total

% DMG MAX
106 400

Weapon PB INC
F

Dislikes crowds A

Dislikes media

Colt -4%
7 shots:

15
40
-35%
-9
24
0
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Attributes

Advantages

Disadvantages
Quirks

Skills

TOTAL




®
Name ._CT_Q:(_C.L'SQ.CQ&LL_. Player -
Appearance 24" | 110 lbs., -Fricndl\{ cxpression
j i [4

CHARACTER SHEET

Pt.
Cost

o

S0

\

| Rl FL] el g

-0
itk
10

|

\
ah

|
-

Date Created Sequence

Background C !

ST o
DX 3
IQ 3
HT o

ENCUMBRANCE

None (0) = 2xST 20

Light (1) = 4xST 40

FATIGUE

Head

Helmet
PD4—; DR3

BASIC
DAMAGE

Thrust: _|_;_2_.__

Swing: _1

HITS TAKEN

MOVE

PASSIVE
DEFENSE

Med(2) = 6xST _O
Hvy(3) = 12xST 12O
X-hvy (4) = 20xST_200

ACTIVE DEFENSES

REACTION +/- *5 Kids, +

B -3 loca! ctiminals ) ~4 okhec criminals, T2 othe
WEAPONS AND POSSESSIONS

DODGE PARRY BLOCK

Item Damage  Skill $ Wt

4‘r |
30

SKILLS Pt. Cost Level

Gunsg /TLT:

pistol (P/e) 2. L*

SMG (P/E) | \B¥%
Gunnecr /TLT:

MG ®m 4

RL (P/a) 1 |4
I}:iying [d:icars (P/A) 4 14
Juda (P/H) 2 12
Shortsword

(nightqﬂck} (p/a) 2 13
Eicst "Aid /TLT (M/E) Z 14
Streetwise (MA) 2 13
Smimm]ng (P/E) Y% \Z
Area Knomledgaf

City (ME) 4 15
Peafessional SKi:

\a 7 ¢ \O0 |

H) ¥

Ttalian M/ ) 12
Savoir- Faire M/e) \ 3
Law (M/W) 2 1z

4 8judo Type Amt. Level
G hightstick Ingram M-43 SMG crush 242 15 % 7
= Move | Weapon/2 | Shield/3 Z spare._amma clips R
44 Magnum crush 243 W *  (3)
DAMAGE RESISTANCE 4 {-‘c{éh Loade, % (4)
amor Kevlae  4/z 1 Nightstick crveh |\ 1n ¥ (2)
: TAZ . theosting Crosh -2
L PR Kevlar * 10
ADVANTAGES, Helmet -
DISADVANTAGES, QUIRKS ] Uniform and oots x5
Pateon: Potice.  (9-) Waikie -TalKkie *® 3
Reoutation | Police OLH Handcu$€s ¥\
Py e CEE Wristwatch 10 —
-4 criminals Lomfackable boots 120 3 - I :_"’_
B a LA l Household and personal 1475 —
H1 1 cciminal Bank acount 895
\on . hi (3D ki
Lega)l Enforcement Powers

*% +2 foc

IQ included

Wealth : ﬁtmqgnna ($x.5%)
Dot Pols 05 - Totals: $§ 2,500 Lbs. 32
o g WEAPON RANGES
; - Weapon PB INC Y% DMG MAX
ctizens—even Criminals
.44 Mac_\,num 5 5 100 400
Tri % i 3 b shots:
Crime and drugs Ingram M43 sMe 3 4 00 500
Loves kids 52 shots:

SUMMARY Point Total
0

Attributes
Advantages 28

Disadvantages -55
Quirks -2
Skills 39
TOTAL 90

Copyright © 1987 by Steve Jackson Games Incorporated.



Troopers

Cops are as visible in 2037 as they are
today.

Benefits: The Police Department pro-
vides many resources, both official and
unofficial. Cops protect each other, and
avenge their dead. Citizens respect
police officers.

Equipment provided: Departments
commonly provide one handgun, and one
rifle or shotgun, to all officers. ‘‘Stan-
dard” weapons are chosen by the depart-
ment; all officers use these weapons
when on duty. Kevlar armor is also pro-
vided, with body armor available for
hazardous assignments. Uniform, boots,
walkie-talkie, handcuffs and nightstick
(traditional) are also provided. Squad
cars may be provided for officers when
on duty.

Obligations: Cops have a duty to
uphold the law. A good cop is never ‘‘off-
duty’’ — if he sees a criminal action, he’s
ON duty. Cops are hated by criminals
because they are cops; many have per-
sonal enemies. Training is required by
most departments — *‘Professional skill:
Law Enforcement’ reflects Police
Academy graduation or its equivalent;
rolls against this score may be made for
performing routine duties: correct arrest
procedure, knowledge oflocal ordinances,
or to pass inspection. The new advan-
tage, ‘‘Legal Enforcement Powers,”
gives a character the right to enforce
laws and perform arrests.

Optional: Many police officers study
criminology and psychology (detectives);
others study tactics and heavy weapons
skills (SWAT or Riot Control). Short-
sword skill allows an officer to wield his
nightstick correctly. Area Knowledge
can reflect experience on a beat or in a
town. Sense of Duty is natural to some
officers; others lack it.

Characters: In this section you will
meet Jack Hanson, a rather typical officer;
Guy Cesaratti, a neighborhood cop who
loves kids; Jake Schwartz, the overworked
cop in a small town’s underfunded depart-
ment; Hot Shot Brewster, a young but
ambitious State Trooper; and Mike
Harmon, a corrupt cop. These characters
can be used as stock police officers; as
player characters for a police campaign;
or as opponents in an outlaw campaign.
Guy Cesaratti’s efforts to save kids can
make an excellent adventure, if the
players meet him.

Guy Cesaratti

Every kid in town knows Guy.

Guido ““Guy” Cesaratti’s the one to
go to when you’re in trouble, when
you’ve got a problem, or when you just
want to talk. With a smile on his lips and
a never-ending supply of chewing gum,
Guy can be counted on to make life a little
easier, even in the rough neighborhoods
of Washington, D.C.

Guy’s buddies on the police force
count on him, as well. Whenever there’s
a tough assignment, or when they need a
back-up man that never misses, the first
name that comes to mind is Cesaratti’s.
Guy has been decorated half a dozen
times, he thinks — he’s not sure, since he
gives his medals away to kids who stay
off drugs for a year.

Guy Cesaratti is the classic
neighborhood policeman. He knows his
job and his neighborhood. He could be
sitting in a cushy desk job somewhere,
but he’d rather be out on the streets,
looking out for “his kids.”

Guy spends every moment, in his own
personal holy war on crime and drugs,
trying to save kids. One might almost
call him a fanatic on the subject. His wife
did, right before she left him — after one
too many nights alone.

His kids worship him. They bring him
news that no other informant can, hints
and whispers and gossip from the back
rooms of every joint in town. After all,
who bothers watching words in front of a
kid? What can they do? Who even
notices them? As a result, Guy has a very
efficient spy system/courier service.
However, he is careful not to endanger
any of his young assistants.

Guy is still hoping his wife will
return, and he sends her flowers once a
month. But he’s not lonely — he’s got a
family of kids on the streets.
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Joe Bob’s

Costa Mesa, California

Joe Bob’s Donut Emporium is a
favorite hang-out for policemen and
other law enforcement officers.

“Joe Bob’’ is the nickname for
Nguyen Van Xiao, the owner. ‘“‘Some
officer or another decided he couldn’t
pronounce ‘Nguyen’,”” says Sergeant
Alfred Wirth, one of Joe Bob’s regulars.
“So he tagged Nguyen ‘Joe Bob.’
Nguyen liked it, and the name stuck.”’

Joe Bob came to America as a child
with his parents, and took over the family
bakery when his father died. It started
out as a Vietnamese bakery, but Joe Bob
found a secret for success: sell sweets.

When the Grain Blight hit, one of Joe
Bob’s regulars showed him an article on
making algae ‘‘flour.”” After experimen-
tation and hours of effort, Joe Bob was
one of the first to have baked goods
following the Blight.

Joe Bob’s was in a high-crime area,
until Joe Bob offered policemen free cof-
fee and donuts. ‘‘Since I have done this, I
have not been robbed,” says Joe Bob.

Word got around that Joe Bob’s area
was safe. Other downtown merchants
developed better relations with the
police. Civic pride increased. Today,
Costa Mesa is one of the safest urban
areas in North America.

The Donut Emporium is small, with
only six tables. The walls are covered
with pictures of Joe Bob’s family, an
American flag, and delicate hand-
embroidered silk wall hangings. The
glass counter is filled with mouth-
watering sweets. Joe Bob takes
meticulous care of his shop — the kitchen
is polished until it shines.

Joe Bob is old, but has no intention of
retiring. Two of Joe Bob’s six sons work
in the business, and intend to carry on the
family baking tradition.

Troopers



Date Created Sequence

Unspent Points [l Point Total
(00

®
Name Mﬂj&bﬂa itz Player
Appearance 211" , ' sieySrmrp—
[+ i l 7
CHARACTER SHEET Background
o FATIGUE m—
Cost

L G vlelel -1 [ logx

o

2k

ST 17
DX [
1Q /|

BASIC
DAMAGE

=1

Thrust:

Swing: 112

MOVE

Mvmt 3

ENCUMBRANCE

None (0) = 2xST A
Light (1) = 4xsT _18)
Med(2) = 6xST _12_
Hvy(3) = 12xsT {44
X-hvy (4) = 20xST_240

ACTIVE DEFENSES

DODGE PARRY BLOCK
'7 T nightstick 5
= Move Weapon/2 Shield/3
DAMAGE RESISTANCE
Armor Body acmor * .3 1 3
: T
A
g L

ADVANTAGES,
DISADVANTAGES, QUIRKS
Reputation: Police OfFicer

+ aw-abiding citi

~4 trimmals

] &

+| local Lops ¢ ceiminals
Patron: Police (inderfunded, 9-)

om lexe
_l;:.gg] Enforcement Powers

Dg]‘;g 1o Pglig;(ov;rtaxgdd;g, (ia

S f

Wealth: Poor "($x.2)
fu u fe"

Likes his job

Wockaholic tendencies

Excercise byff

Lijesto keep things peal

WEAPONS AND POSSESSIONS
Item Damage  Skill $
Type Amt. Level

Pt. Cost Level
(Guns [Tea: (Pl€)

Pisto]

SMG
Gunner [111: MG (1)
Driving/TL7: Cars (Pla)
Bicuc‘l’ing (7le)
Shortsword (e14)

(nightstick)
Shield (pls)
] 1 ) (p(#)

Professlonal skill: (A
reement
lr

Streetwise  (M/A)

]ngram M43 SMG crush 272 J6 X
2 ammp Clips X

357 Magnum Crush 2¢2 |7 ¥

Nightst'fct Crush 142 14 K

thrusting Crush |-
Body armor

X

Un:‘f'érm

Lexan riot (mediom) shield

Walkie -Talkie X

HandcuFrs X

Amex 2017 Crush 2 LS 125 (8)

2

Infrared qogdles 300 (1)

Household & oersonal

{ c .A38

X psovided by patren

X + 1 for | Q included

Totals: § 1,000
WEAPON RANGES

Weapon MG
32, shols

PB INC
. |

% DMG MAX
/00 S00

X

SUMMARY

Attributes

Point Total

Advantages

Disadvantages
Quirks

Skills

TOTAL
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Jake
Schwartz

There are advantages and disadvan-
tages to living in Richmond, Virginia.

One of the biggest advantages is the
beautiful Shenandoah Valley, just a short
drive away. One of the disadvantages is
that Richmond is poor — it never has
recovered from the Food Riots.

Jake Schwartz is a poor police officer
in a poor police department. The equip-
ment is old and the pay is often late. The
Mayor has begged for more funding
from the Governor, but so far has been
ignored. So, the Richmond Police
Department makes do.

Jake is nominally on the S.W.A.T.
team, assigned to Riot Control. In prac-
tice, however, he rides shotgun in patrol
cars. When they’re running, that is.
When they’re not, he’s on foot.

Jake is an honest man, dedicated and
proud of the uniform he wears. He
wishes it wasn’t quite so threadbare —
the acute lack of funding frustrates him
beyond belief.

He is always looking for a way to
raise money for the department, whether
it be charity dances, speeches to Rotary
Clubs, bake sales, or mugging Girl
Scouts for cookie money (just kidding
there!).

Some of his schemes have gotten him
in trouble. His ‘‘We Love The Brother-
hood” rally, intended to bring truckers
into Richmond, also drew out a crew of
BLUD bully boys — it took five hours to
clear them from downtown.

The Chief is not always pleased with
Jake’s bounty hunting, though it brings
in needed cash the department can use.

He’ll do anything (that’s legal) for
cash, particularly if it’s been a while
since his patrol car was fixed. (He hates
being on foot!)

Hot Shot
Brewster

Angel ‘““Hot Shot” Brewster, on the
police force less than a year, dreams of
being Commander-in-Chief of Colorado.

Law enforcement is almost a religion
to Hot Shot. Her sense of duty to the
Colorado State Patrol is fanatic — she
follows orders, and does her job quickly
and efficiently.

Her Patrol Academy days were too
hectic to allow for much college fun.
Survival, tracking, and judo rounded out
her coursework. Hot Shot still takes
evening judo classes, working to
improve her skill to master level.

Hot Shot is not a maniac about combat.
She carefully studied strategy and tactics
in school — she would rather fight smart
than fight stupid. But she doesn’t
minimize the power of a good weapon —
her handy BlastMaster shotgun, from
which she got her nickname, will do the
trick.

Hot Shot could get along better with
other troopers. She is almost arctic to
any friendly approach, especially from
men who have ulterior motives or call
her ““Angel.” Her best friend is a cat;
when she needs to talk, her Aunt
Catherine is only a long-distance phone
call away.

She regularly jogs through Denver,
giving her a somewhat better knowledge
of that city than of Colorado as a whole.

She’s a bit of a penny-pincher and so
takes good care of her weapons and any
vehicle assigned to her.

Hot Shot works the day shift because
of her dread of darkness. Her greatest
fear is that she’ll panic and blow an arrest
some dark night. She hasn’t told anyone
about her phobia.

The Colorado State Patrol, her
Patron, provides her with a squad car and
her choice of weapons.

— 25—

Mike never can understand why more
cops can’t see it his way. After all,
remember the golden rule — he who has
the gold makes the rules, right?

Mike sees his job as being one of pro-
tecting people. And who better to protect
than the folks who can pay for it? Bakers
don’t bake for free, tailors don’t sew for
free, and cops don’t protect for free. If
you don’t have the smarts to make
money, Mike believes, then you don’t
deserve to have other people risking their
lives for you. Go ahead and die — purify
the gene pool.

Mike Harmon is the typical corrupt
cop. He takes his payoffs from two
sources: the organized criminal element,
and those who are afraid of the organized
criminal element. Top dollar gets his
service.

Fellow cops suspect this philosophy,
but no one (yet) has gotten anybody to
admit it. Mike is a tough cop, not above
roughing up suspects. There have been
several suspicious ‘‘self defense” kill-
ings, as well as an unusual number of
justified shootings. Mike is smart —
nothing has been proven.

He’s smart, brassy, good-looking, and
a little vulgar. Mike never does drugs or
drinks — he’s too afraid of being caught
off guard. He knows every dirty joke in
town, and most of the shady ladies. He
has his own particular lady, an expensive
(and well worth it!) blonde named Molly
— maybe, if it weren’t for her, he could
live on his policeman’s salary. Probably
not, though.

Mike enjoys shakedowns at ‘‘road
check stations,”” and is the first to
volunteer for any duty involving
gunplay. If involved in routine violence,
Mike shoots first and ask questions of
survivors . . . if any.

Troopers



®
Name Hot S/)Ot Bre.w.stcr Player Date Created Sequence
Appearance 2 ‘6", 125 lbs. _Short dack haic

CHARACTER SHEET |Packeround ambitions state Lrooper 23 yeacs old

FATIGUE

Pt.
Cost

20

%
Cost

| b | oW

5k la

\
9]

p ]

A

ST /2
DX /3
Q /

HITS TAKEN
T

Mvmt

ENCUMBRANCE

None (0) = 2xST _ 29
Light (1) = 4xsT _4&_
Med(2) = 6xST _T2_

Hvy(3) = 12xST 144

X-hvy (4) = 20xST_ 240
ACTIVE DEFENSES

SKILLS

TL7: Shot. ¢
Gunner[nr: laser (pl4) 4 |57
Guaner/riz: RL  (pl8) 2 14%
Driving/nt:cars (pla) | |2
dudo (FlW)_ 2 12
First Aid/T: — (M2) 2 12
ing (T ba #) 2

Pt. Cost Level
X

)
Tacti¢cs ME) 6 (2
Tracking (Al4) 4 12
Survival[weodland) (M/4) 2 ||
Streetwise (Ma) 2 1)
Area Knowledge :
city (mle) 2 (2
state (mie) )
r
TL7 M) 1
Cri minology (Ma) ¢ 12
FProfessionalskill:
w t Z

WEAPONS AND POSSESSIONS

DODGE PARRY

6 8 Judo i

= Move Weapon/2

DAMAGE RESISTANCE

Item Damage  Skill $ wt.

Type Amt. Level
Blast Master sawed-

OFF,Shntgun CCrush 242 |5

BLOCK

Armor [mproved bo«lj :

ADVANTAGES,

DISADVANTAGES, QUIRKS

, X
s [0extra shells X 2
44 Aagnum crush2:3 11l X (3)
5 l\_f 4 fast-loads X (4)
| Lmproved body armor X 25
= Uniform X 1
Walkie- Talkie X (3
_HandcufFs X 1

é3arance : wve (41 ‘
Combat Reflexes SW'SSJ'*‘m‘L’x Knife 25 —
ron: e (9- AcademJu closs ring 1so —
Reputation: State Poluce officer £ pecsona] 2855 —
t2 |3w-abiding ctizens BanK acount 1970 —

-4 CIIMMAISJ

Vehicle: [nterceptor Plos X -

Dut.z to State Police
Phobia: Darkness

(‘p.il)

/ql'SCf/I.'nCSS Totals: $ 5,000
Stubborpness wfa:aiON RANGES P8 INC % MG max | SUMMARY Point Total
Attributes 70
equla, Blast Master 4 2 (5 30 W Advantages 35
ct ! ili ] \ %Jhots Disadvantages
Plays micros to relax 0 | z!lagnum 5 5 (00 400 R Quirks
Humorless G shotg Skills

Unapproachable

TOTAL
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GURPS

CHARACTER SHEET

Pt.
Cost

Mike Harman

Date Created Sequence

Name

FATIGUE

BASIC
DAMAGE

=2

Thrust:

Swing: \

HITS TAKEN

PASSIVE
DEFENSE

Armor: M

Shield: ——

ENCUMBRANCE

None (0) = 2xST _£O
Light (1) = 4xST _40_
Med (2) = 6xST _©O

Hvy(3) = 12xST 120
X-hvy (4) = 20x ST_Z00

ACTIVE DEFENSES

Player

Appearance _bﬁ;,_\ﬁO_\\zi_;_.hmu_,_\l_u_\gn;

Background

REACTION +/- *Z citi

DODGE PARRY BLOCK
4 8 Karare .
(b N igntstick
= Move Weapon/2 Shield/3

DAMAGE RESISTANCE
Armor Xevlae vest :4‘/2-8

T :
ﬁl NS \mp

ADVANTAGES,
DISADVANTAGES, QUIRKS
. Coenfoc xZ

Patcon : Potice (9-)

Patcon: Mobd ()

Eggg-\;g&&gn . Police Officec
42 law ahiding citizens
-4 criminals A

Legal Enfarcement Powers

\rzlo‘\ch. Coccupt Cop

(-4 Fella b5 (10—
WEAPONS AND POSSESSIONS
item Damage

Skill %
Type Amt. Level

-3 Sodiam)

Wr.

Unspent Points

SKILLS Pt. Cost Level

‘e
Shectswoed — (PA) 2 |3

(nightstick)
Kacate (p/H) 4

15

First Aid /TLT  (M/E) Y2 |l

Strcetwise (M/a) 8 1S

Fast-Talk (M/a)4 13

Interrogation  (M/A)Z 1Z

Bank account

Uz, crsh %) 14 % 9
2 extca clips * 7
. o 4 | *
_ 4 fast-loads *_ (4)
Nigntskick  ¢rush A \3 % (2)
thrusting crush |-Z
Kev Yar vest * |10
Uniform * \
Walkie -Ta\kie X 3
Handcuff s * )
Boots * 3
Wristwakch 200 —
ComSoftaole Docts c 3%
(son 50— §Karare ponch hiksonld- 1

Helmet

Karate ¥ick.  hits on )= Z

(damaqe includes +1 For ook

¥ +1 Joc TQ included

R tat) ; o5s * lprb\r'\ded b\,: Patron
-4 fellow officecs (j0-)
" . (15- Totals: § 10,000
. WEAPON RANGES
— -'g“"‘_‘-’ so_the Mob (10°) B PB INC % DMG MAX
_\o Od\ﬁm “'5 )& !Snﬁnlnl
Uzi 4 5 200 60O
Belieyes self entitled to 32 shots
“freepies” .44 Magnum 5 5 100 400
D “re : e b shots

** +7 foc IQ included

SUMMARY

Attributes

Point Total

37

Advanrages

Disadvantages
Quirks

Skills

TOTAL

Copyright © 1987 by Steve Jackson Games Incorporated.



GURPS

Name dﬂCk Hanson

Player

Date Created Sequence

Appearance &'2", 190 Ibs., Straight-arrow type

Background - e I Ficer [Unspent Points [ Point Total
CHARACTER SHEET T8 e o)l - 100
o FATIGUE SKILLS Pr. Cost Level
gl‘ ] O Head Guns/TL7: __ (ple) .
o gel"{"ﬁf shotgun -S|
BASIC D4;DR3 mstol 3k 1%
nx I 3 DAMAGE rifle /2 [6%
30 Torso Fast-draw: (Ple)
pad Thrust: "2 Se\'rl.r'?s Kevlar pistol 12
! PDo; DRO PD 2/1; Shotqun e 12
Swing: ____ ) DR 4/2 fast-Toacler e 12
E A Guonec/Te7: (7D
HITS TAKEN dsnds RR 2
n'[' Gloves MG Jrum 47
PD1; DRI laser 2 14
MOVE DriVingT/TL'!: (P/ﬁ)
cars 2 13
6 L.egs trucks 2543
(HT+DX)/4| Basic - Enc Pants Brauiling (pe) | 13
— ?DO;DRO Bnife (ple) % |2
ENCUMBRANCE DEFENSE . 5hort5word) (i) 1z
+ (nightstick
None (0) = 2xST _20 B Armor: 21 Boeo':'s
=R Do/ I Fi 2.
e e sthd /1 (1) 2 I3
Mell (7) = 6X5T —[%:% Thmwl'nf} (PIW) 2 2
EEpm L < REACTION +/- 2 \aw-abiding citizens,
X-hvy (4) = 20xST_200 ; -4 crimivals
ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE PARRY BLOCK Item Damage Skill $ wte.
6 ohtst Type Amt. Level
6 ngr-s - AY Magnum crush 243 11T XK 3
fast -loaders X 4
= Move | Weapon/2 | Shield/3 4 3250| Dader
(fV)
DAMAGE RESISTANCE 5 |0 extra shells X 2
Armor Kﬂﬂﬂdﬂi—ﬂi L Night.stick crush | (2)
Ia_\,ghness | . thrusting crush 1-2
A3v . Im
: g <o bap Kevlar vesgo : 10
if + Boo
o [ ADVANTAGES, {J‘;\l’ }:_"Il_r i 5 ;
Cost| DISADVANTAGES, QUIRKS alkie- lajkie
_ Helmet 2
0 ( : ( \C C
"1 4E Tessakiitan A Handcuffs 1
_ | =9 ¢ceiminals ' 5 t.r 2 500
b | Acute VlSlOV\ +3 o
5 " - 10 ammo clips {
o Touahmg;; =) Bowie knife  cut 12 12 so (i%
5 J AP > thrust ecthrown 1mp 12 12
s > EE':”}ZFQCM ~ | Household « personal 4000 —
e diam e, 8 | Bank o 21
215 | Dty 4o Polics o (159 X provided by patiron
-5 | Truthfulness WEAP];;’I:I;:N‘;Q?
— - < Weapon PB INC %DMG Max ] SUMMARY
=1 | Do ruthi t X 5 5 100 400 W Attributes
=) |Devoted toperdog N Gshots Advantages
=L M&L&S_Lﬂghﬁlié___ A z0 O B Disadvantages
o i < n 8 ;'ithS Quirks
| allthetie _Q_Lt_’if?_'ZinDts 3 & 100 400 B sius
~| | Keeps vnborm jmpeccable if - | 10 \'TJ TOTAL
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Jack Hanson

Jack Hanson is on the front line of the
battle between law and order, and the
outlaws of 2037.

He’s a competent and well-respected
uniformed patrol officer who hopes to
move up in the department. With time
and experience, Jack will — he’s certainly
good enough.

Jack is thorough and meticulous. His
uniform never fails to grade out 100% at
inspections, and he does everything ‘‘by
the book,” even in an era when occasional
abuses of power by law officers are con-
sidered part of the job.

Jack has acquired a powerful enemy
— the criminal gang run by Doug
France. Jack killed France’s son in a
shootout following a truck hijacking, and
France has vowed revenge.

So while France’s gang is not particu-
larly friendly toward any of the police,
should they run across Jack there’s no
doubt of an attack. Every once in a
while, France sends some of his men
looking specifically for Jack — an
especially uncomfortable situation.

Jack is a bachelor — ‘‘married to my
work” is his standard line — but he has a
dog, Ralph, that he loves dearly.

Jack only has one hobby worth
noting, a serious interest in the occult.
He believes in ghosts and other super-
natural phenomena, and has a fairly
impressive collection of occult books —
some of them extremely rare volumes.

It’s a good thing that Jack’s equip-
ment is provided by the department
(though he also carries a couple of per-
sonal accessories) — he has almost no
money. It’s not that Jack doesn’t believe
in saving — it’s just that, with his hobby
and his dog, he always has something to
spend money on.

Road
Conqueror

Republic

Gn Gn
M Pass PassM
Yy
24

Pass

Pass 24 | 24

Ramp
Motor
HT 5

Assault Ramp

Assault ramp. 100 lbs., $1,000. An
assault ramp may be installed in a van
trailer, bus or RV to allow men, cycles,
trikes or subcompact cars to get in and out
quickly. It is basically a 7%2-foot-wide rear
door. Opening and closing the ramp count as
firing actions. The ramp is destroyed if the
back armor is destroyed. The opening/closing
mechanism goes inside the vehicle (4 cu.
ft., DR 4, HT 95).

If the back of the vehicle is fired on
while the ramp is open, the vehicle interior
may be damaged. On the first turn of open-
ing, the back armor is fully effective; on the
second turn, the ramp armor is bypassed on
aroll of 1 or 2 on 1d6 (anyone on the inside
of the vehicle may now fire out the rear);
on the third turn, the armor is bypassed on a
roll of 1-4; and on the fourth turn, the
interior is fully exposed. Reverse the order
if the ramp is closing.

— 29 —

30-foot Bus
$73,485
15939 Ibs.
Acc: 2.5 below 25 mph
5 above 25 mph
Top Speed: 100
Driving skill modifier: +0

Front Top: PD: 1 O
Back Top: PD: 1 O
Front: PD: 2 1 0
Front Left: PD: 1
Back Left: PD: 1

Front Right: PD: 1

o O o o

Back Right: PD: 1
DR: 16
Front Under: PD: O
DR: 12
Back Under: PD: 0
DR: 12
Back: PD: 1 0

DR: 16

Weapon Damage Range Info # Of
type/amt PB/I/2/MAX Shots

AT crush/7 4/15/—/1500 10
AT crush/7 4/15/—/1500 10
MG crush/3 5/20/300/800 20
MG crush/3 5/20/300/900 20
FOJ spcl/l2  —/—/—I— 10

Extra-Heavy Chassis/Regular Truck
Powerplant/Ten Puncture-Resistant
Tires/Single Driver, Two Gunners,
Four Passengers

Honeycombed armor. Large turrets
each contain an antitank gun. Machine
guns linked. Hi-res targeting computers
for driver, gunners. Long-distance
radio. Assault ramp. Winch. Portable
shop. Armouring tools. Two cutting
torches.

Weight left for cargo and crew: 3261
Ibs.

Cubic feet left: 66

Winch. 6 cu. ft., 100 Ibs., $500, DR 4,
HT 8. A winch is an engine which uses a
30-yard-long cable to lift large weights. It
reels out the cable at the rate of 5 yds /sec ;
reel-back speed depends on the weight: 5
yds / sec (less than 1000 lbs.) 2% yds / sec
(1000-2000 Ibs.) or 1 yd / sec (2000-4000
Ibs.). The cable is DR 6, HT 30, and can
be targeted at -6 to hit.

Inside a vehicle, a winch must be mounted
on a side with a door (and may only be used
with an open door). A winch may also be
mounted in a pick-up bed, or on the bumper
of a car, truck, or bus (on a bumper, the
winch takes half normal space). An exposed
winch may be targeted at -2 to hit.

Troopers



Date Created Sequence

®
Name - 2 r Player —
Appearance 5_'(0' lbs., always | i
CHARACTER SHEET Background arried Yo Em:ly

Pt.
Cost

20

FATIGUE

ST 2
DX 13
1Q 12

nT {’ HITS TAKEN

MOVE

BASIC
DAMAGE

-1

Thrust:

Swing: 1+2

(HT+ DX)/4| Basic - Enc.
ENCUMBRANCE PASSIVE

DEFENSE
None (0) = 2xST _24 Armor:
ighe (1) = 4xsT _ 2 Shieta:
Med(2) = 6xST _7%
Hvy(3) = 12xST /44
X-hvy (4) = 20xST_ 240 _

ACTIVE DEFENSES

b

REACTION +/- tZ cifizens, -4 bikers
& owt laws.

WEAPONS AND POSSESSIONS

| 0O

Pt. Cost Level
(vle) 2 {
[ /

SKILLS
un

(PleY 2 14
Karate () z (2
g (HT ba 2 o™
Stealth () 2 I3
Tactics (mu) )V (0
Ficst Aid(TE1 (M) | 12
n M
Cargentry (ME) & 15
Armoury /TL1:  (Ma)
( d 2 12
”
Midville |2
Pessi

1

childrearing . I
v

DODGE | PARRY BLOCK Irem Damage  Skill § Wt
7 knife Type Amt. Level

é ? Karate 2X 201 Z 25 %

= Move Weapon/2 Shield/3 Bowie knife eut | 14 S0 (N

mp 1-|

coush 518

DAMAGE RESISTANCE

Tripod -RR * (35)

Arn\orw_bﬂy_:j_ 8 N boc.iv armor
: x (under uniform) 500 25
L Watch . 1 -
ADVANTAGES, Sef Communicgror 0 /2
DISADVANTAGES, QUIRKS [ MoNDO uniform 60 |
Reputation: MONDO
Tal e el fooolsersona.l \f?)zg ("i’)
-4 bikers € outlaws Houselhold ¢ ¢ .
1 2 Vsl r-z_ Bank account 735  ~ W Karafe punch Hitsonl2- 1+]

Compat Re flexes

Karate kick #itsonlo- 2t/
(damage includes +1£or boots)

Do.n:}er Sense

* +1 for 10 included

Duty +o MONDOs (10-)

#x% +2 For 1Q included

h ts: 2 e
{25 Pt,{ ZQ!ﬂd‘ é'z
Perfectipnist

Collects tools of trade
Bargain huwnter

» grov'tded by MONDO

Totals: $ 5,000 Lbs. 36

WEAPON RANGES

Weapon PB INC Y% DMG MAX

Amey {hm"gan g =z 20 45pn
8 shots:

Tr:'poa' - RR
3 shots:

—

[,000

incr icS by |-

SUMMARY
Attributes
Advantages

Point Total

Disadvantages
Quirks

Skills
TOTAL
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In 2037, few towns are without their
civilian militia, composed of townspeople
ready to serve their community on a mo-
ment’s notice — based on the famous
MONDO organization of Midville, Ohio.

Benefits: Most people respect militia
members, and militia leaders may even
enjoy local status. If a militia has heavy
weapons, the weapons will be available
to qualified operators with the permission
of the militia leader.

Obligations: All militia members have
a duty to defend their town at any time,
anywhere. Militiamen pay for their own
small arms, armor and ammunition. Most
militiamen have family ties — loved ones
and dependents. Bikers and outlaws dis-
like militiamen; some militia members
have made personal enemies during militia
service.

Organization: The head of an entire
militia may be called ‘‘commander,”
“‘major,”’ or ‘‘director.’”” Militia are gen-
erally divided into groups of ten to thirty
volunteers, called ‘‘squads’’ or ‘‘pla-
toons’’; they are led by “lieutenants” or
‘‘captains,’’ assisted by ‘‘sergeants.”’

Rivalry between militias in neighbor-
ing towns, or between squads in the same
town, is not uncommon. This seldom re-
sults in bloodshed. In some towns, militia
directors organize friendly competitions
to dispel bad feelings in a nonviolent way.

Characters: In this section you will
meet Emily and Jason Caruthers, a hus-
band-and-wife heavy weapons team; Harv
Carter, the bartender who enjoys his
civic duties; two militia leaders, Lt.
Rudy Cheatham and Captain J.W. Ruther-
ford; and Mandy Jones, a dangerous
bounty hunter and MONDO advisor.

These characters may be used as stock
militia; as player characters in a militia
campaign, taking action against law-
breakers; or as victims in a biker or gang
campaign. An entire adventure can be
built around Mandy Jones — whether
characters encounter her while she is on
a hunt, whether she and the player char-
acters are rivals on the same bounty hunt,
or whether Mandy is hunting for one of
the player characters.

Jason
Garuhers

Hanging on the wall of the Caruthers’
house is a musket, similar to those used
in the American Revolution. Jason made
it himself. He spent days choosing the
proper branch, carving the handle, and
polishing the wood. Jason loves wood.
And guns. He’s managed to develop both
of these loves in his life.

Jason Caruthers is an expert
carpenter. He can make anything with his
hands, from cabinets to houses to fine
carvings. He’s quite proud of his work,
and spends long hours perfecting his
craft.

Jason is also quite proud of being a
MONDO. He and his wife Emily form a
heavy weapons crew — they prefer to use
one of MONDO’s tripod-mounted
recoilless rifles, when needed.

Jason’s father was a National Guards-
man, and he inherited a strong sense of
community defense. He believes in
democracy, and in fighting to protect it.

Jason is also aware of the need for
self-reliance — that’s why he learned to
manufacture guns (including muskets)
from the ground up, and can break down,
service, and assemble his MONDO-
issued tripod gun in record time.

Civic-minded couples like Jason and
Emily are needed in the MONDO
organization, and much to their original
surprise they are often sent out on
recruitment drives and Rotary Clubs
lectures. Jason doesn’t care much for that
part of the job (he’d rather be in the thick
of the action), but is willing to do
anything for the organization.

Well-liked and respected around
town, Jason and Emily have a solid mar-
riage based on mutual goals and likes:
they both like to shoot, and they are both
good at what they do.

— 31 —

Emily

If anyone had asked Emily at age 17
what she would be doing in ten years, she
wouldn’t have said, ‘‘Married to a
carpenter and shooting up bike gangs.”

Yet that’s what she’s doing, and she
couldn’t be happier.

Emily is a proud member of MONDO.
She and her husband, Jason, form a
crack heavy weapons crew, using one of
MONDO’s tripod-mounted recoil-
less rifles. When she was younger, Emily
was terrified of guns — now she’s the
best shot on the squad.

A ball of energy, few people can ever
remember seeing Emily sit down. She is
always on the move and in the front line
of battle.

Emily is also busy on the recruiting
circuit, trying to get more people to join
MONDO. As she puts it, ‘““The police
can’t do it all!’> Right now she is trying
to form a junior auxiliary to MONDO,
hoping that her children will keep up a
proud family tradition.

Her toughest assignment came when a
terrorist unit called VARMO (Vigilantes
Against Reactionary Militant Organiza-
tions) ambushed a police patrol outside
of town. While the police converged on
the ambushers, MONDO units took over
town defense.

It was lucky they did — the ambush
was a diversion, and major VARMO
units moved in on the town. The
Caruthers’ weapons crew was stationed
at city hall, where they held out for three
hours until reinforcements arrived. Jason
was wounded, but Emily kept him alive
until medics arrived.

Emily Caruthers is a part-time
accountant and full-time mommie. She
works out of her home in order to raise
her two children — Michael, age 7, and
Amber, age 9.

MONDOs



Name .E M

Appearance
Background

GURPS

CHARACTER SHEET

Pt.
Cost

=[0

FATIGUE

BASIC
DAMAGE

Thrust: _(l

Swing: -1

(HT+ DX)/4| Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE
None (0) = 2xST 1% _ B Armor:

Light (1) = 4xST _3.6

Med (2) = 6xsT 94

Hvy(3) = 12xST (08
X-hvy (4) = 20xSTLEO

Shield:

ACTIVE DEFENSES
DODGE PARRY BLOCK
g Judo
= Move Weapon/2 Shield/3
DAMAGE RESISTANCE
Armor Mﬂﬁyﬁ_ 6 4
: T
A
M L
pi. | ADVANTAGES,
Cost| DISADVANTAGES, QUIRKS
0 | Regputation: MONDO
_ +Zg]tf7=¢u§ -4 bikers £ outlaws
L0 | Commoin Seuse.
10 | Combat Reflexes
15 | Intuition
=10 | Duty +o MOADO (10-)
_ sl G-

Perfectionist
0

e
around

Tries +o project crise

businesslike manner

Date Created Sequence

Player

4 (0

ns 1o he rigm-

ason Coruthers

REACTION +/- 1t -
¢ outlows
WEAPONS AND POSSESSIONS

Item Damage  Skill
Type Amt. Level

351 Magnum crush 242 b (00 (3)

3 wt.

Unspent Points Poin(t:[ Total

Pt. Cost Level
Ple

SKILLS

GunS/TLT:
cifle
pistol

Gunpe(/TLT +ripod R-R
Wl cars

Kwife.

Kknife Throwing

Judo =

Tactics

First Ad/TLd

2

Professional skill:
childrearivg
Accounting
Area Kino
Miduville
Ru nning (HT based)

Wledge:

M-26A2 assault cifle coush2+2 17 300 g
4 amwmo clips 60 4

T‘ri[ood-RR crush 5 lb ¥ (35)

Z RR ammp clips * (30)

Bowie knife  cut 3 (3 50 |V

im.p -2

+hrown

imp -2 9

MONDO uniform 6o

Watch 15 =

Imgroved bod\/aﬂmof ** 1500 25
Headset commun icators 20 Y2
House hold & personal 2,000

-

Bank account £95

* provided by MONDO

+x undec umform

Totals: $ 5, 0 00 Lbs. 40

WEAPON RANGES
Weapon

b shots:
M-26AL rifle

% DMG MAX
O 300

PB INC
4

m

S 20 400 (000

30 shots:

AERSEaS

Triped-RR 5 20 000

3 shots:

SUMMARY
Attributes
Advantages

Point Total
60

Disadvantages
Quirks

Skills
TOTAL
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Mandy Jones

Janice ‘‘Mandolin’’ Jones is a part-
time bounty hunter and full-time associate
of the MONDO of Midville, Ohio.

Mandy went through her childhood
during the worst of the riot times. She
saw her parents slain by a biker gang —

her mother’s fate was particularly
gruesome. Reared by relatives in Floral
Gulch, Mandy lived a peaceful life but
never lost her hatred of bikers.

In 2027 she began life as a bounty
hunter, accepting contracts to capture or
kill known felons.

Mandy achieved great success through
the use of her performing skills. Her
modus operandi was to infiltrate a gang
in an assumed identity, wait until she was
accepted, then capture her target and turn
the others over to the authorities in a
humiliating fashion. She earned several
enemies that way, some of whom still
survive.

In 2034 Joe McFadden, mayor of
Midville, offered her a good salary to
become the MONDO’s espionage and
counter-espionage expert. Tired after
years of violence and friendlessness, she
accepted the offer and made her perma-
nent home in Midville.

Mandolin is camera-shy — too much
exposure will nullify her infiltration
abilities. She is an expert singer and
player of the mandolin. She is confident
but not stupid — she keeps a Gold Cross
clone in Columbus. It’s her first clone —
she has yet to perish on any of her
missions.

She still accepts the occasional outside
contract — charging $1,000 per week
plus expenses on jobs which don’t have a
listed bounty or reward — but generally
stays in the Midville area.

Mandy is 5°8’’, 130 Ibs., with brown
eyes and light brown hair.

J.W.
Buthortord

J.W. Rutherford is a solid, respectable
family man, a leader in his community.

He’s the assistant manager of the big
department store in the mall. He’s also a
captain in the town militia.

Rutherford’s involvement with the
militia began out of an assignment to
improve security at the mall. He arranged
for volunteer MONDOs to patrol the
shops. It worked — crime dropped.
Rutherford then helped organize political
support for his local MONDO.

At last, however, Rutherford couldn’t
resist what he had known all along — he
wanted to be in the lines, not supporting
from the rear. He joined MONDO as a
regular fighting man.

Now a captain, Rutherford has com-
mand of one-fourth of the militia’s
strength. ‘‘Rutherford’s Raiders” is a
very proud unit, and Rutherford feels a
great need for his unit to be the best of
the four.

Because of this, he probably drives
his people a little too hard. Of all the
units, his is the most military — constant
drills, training patrols at any hour,
rigorous standards of individual per-
formance — but it is the best.

The Raiders specialize in pursuit,
tracking and punitive raids, with Ruther-
ford in the lead.

Rutherford takes his militia job very
seriously, and is among the first arrivals
(and the last hangers-on) at militia
meetings and drills.

Like all militia members, Rutherford
owns all his own personal equipment. He
also has quite a bit of money tied into
family goods. The remaining $868 is in
the bank.

Rutherford is married, and has three
children: Mike, 19; Amy, 13; and J.W.
Jr., 9.
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Rover

Fnord Motors

RR
HT 14
AM 20
Turret
HT 5
Cargo
30 (30 55 cubic feet 30 {30
20
{,Fire Extinguishor
PP
SS HT 12 A,
o wmn P <4
Pick-Up
$20,970
6245 Ibs.
Acc: 5

Top Speed: 90
Driving skill modifier: + 1
(+ 3 off-road)

Top: PD: O
DR: 18

Front: PD: 0
DR: 18

Left: PD: 0
DR: 18

Right: PD: 0
DR: 18

Under: PD: O
DR: 12

Back: PD: 0
DR: 12

Weapon Damage Range Info # Of
type/amt PB/I/Y2/MAX Shots

RR crush/5 5/20/—/1000 20
SS spcl/— —/—|—/— 20

Extra-Heavy Chassis/Off-Road Sus-
pension/Medium Powerplant/Six Off-
Road Solid Tires/Single Driver, Single
Passenger

Fully honeycombed armor. Recoilless
rifle in medium turret. Extra magazines
for recoilless rifle and smokescreen,
with 10 extra shots each. Targeting
computer. Roll cage. Fire extinguisher.
Weight left for cargo and crew: 1555
Ibs.

Cubic feet left: 2 (55 for cargo)

MONDOs
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ST |7
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HT |2
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DEFENSE

Armor: b
Shield: —
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DAMAGE

Thrust: =1

Swing: 1tZ

HITS TAKEN

MOVE
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Player
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=0

ADVANTAGES,
DISADVANTAGES, QUIRKS
Wealth: ComPortable (5 x2)
Re pu#a’rion: MONDO

+2 Citizens -4 bikers £ outlaws
Reputation : MONDO )eader
+2 MONDOs £ towp res idents
Combat Reflexes
3+(°"9BW"” ]

Color Blindness
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Harv Carter

Harv Carter is the bartender at the Bar
None, an establishment catering largely
to the MONDO:s.

So naturally, Harv is a MONDO
himself. But it’s not as though anybody
had to twist his arm. All his life, he’s
wanted to be a cop.

Unfortunately, Harv’s just too fat for
the force. ‘‘I don’t eat that much,’’ he
mourns, “but it all stays with me.”

Luckily for Harv, the paramilitary
MONDOs care more about his skills
(and willingness to risk his life) than
about his weight.

Harv is both a good leader and a good
shot — and what isn’t fat is muscle. So,
every week or so, Harv puts on his blue-
and-yellow uniform and plays cop.

Harv doesn’t care for the great out-
doors. He hates bugs and spiders — and
snakes give him the screaming fits.
Unluckily for him, he never gets lost,
and Captain Rutherford knows it. So
when “Rutherford’s Raiders” draw a
wilderness pursuit jog, Harv gets to
scout. It’s the one part of being a
MONDO that he doesn’t like — but he
does it anyway.

And, when not in uniform, he’s good
at his profession. He’s a competent
bartender, a better cook, and an amusing
storyteller.

On his own time, Harv likes to party
— or, best of all, go dancing. Country
Western is OK, rock is better.

But watch out! Harv also loves to get
up a ‘friendly’ game of combat football
— fists and feet only. Make sure your
hospitalization is paid up before you play
him.

The rest of the time, he reads murder
mysteries and police procedurals.

Rudy

Rudy Cheatham is a fighter, both on
and off the job.

Weekdays he is Rudy Cheatham III,
of the prestigious firm of Dewey,
Cheatham, and Howe, Attorneys. Known
for his quick wit and ready smile, Rudy
has been known to pull favorable deci-
sions for his clients out of the stoniest
judges and toughest juries.

His fellow attorneys claim he is the
reincarnation of Perry Mason, and
indeed, his acquittal rate is impressive.
Rising quickly in his career, he became a
partner at the unheard-of age of 30.

Rudy is known as the man to go to
when no one else will take your case.
Rudy Cheatham III never gives up!

Weekends Rudy is transformed into
Lieutenant Rudy Cheatham, commander
of the 3rd Platoon of Midville’s MONDO.

Nicknamed “‘Jumpin’ Joe’s Front
Line Troops,”’ his handpicked platoon is
one of the best, and is often found in the
thickest part of the fight.

The stubbornness and determination
to win that Rudy has in the courtroom
shows through his platoon. He isn’t
afraid to go to bat for his men, whether
it’s for better police-MONDO coopera-
tion, better funding, or proper recogni-
tion. Competition to march with Rudy is
fierce, and prestige is high.

Rudy is devoted to his wife Linda and
teenage son Rudy IV, and they often
spend vacations travelling around the
continent.

When not lawyering or fighting, Rudy
putters -around his garden, polishes his
collection of antique guns (he’s proudest
of his 1985 Saturday Night Special, one
of only twenty known in the nation), and
plays a mean sax upon occasion.

Laser
Flamberge

Rothschild Autoworks

Mid

$20,330

5290 Ibs.

Acc: 5

Top Speed: 100

Driving skill modifier: +2

Top: PD: O
DR: 18
Front: PD: O
DR: 18

Left: PD: 0O
DR: 18

Right: PD: 0
DR: 18

Under: PD: - 0
DR: 18

Back: PD: 0O
DR: 18

Weapon Damage Range Info # Of
type/amt PB/I/V2/MAX Shots

L imp/5 8/50/600/2000 —
RR crush/5 5/20/—/1000 10

Extra-Heavy Chassis/Heavy Suspen-
sion/Large Powerplant/Four Solid
Tires/Single Driver, Single Gunner
Fully honeycombed armor. Laser in
medium turret.

Weight left for cargo and crew: 470
Ibs.

Cubic feet left: 1

MONDOs
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T shots:
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Bowie knife = i 7

*H .f7- for 10 iuc_!u.oled
n {

SUMMARY

Attributes

Point Total

30

Advantages

Disadvantages
Quirks

Skills

TOTAL
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Dregs

A dreg differs from all the other out-
casts of 2037 society — the bikers, out-
laws and weffies — in that a dreg isn’t
considered human. Dregs suffer from
Social Stigma. The vigilante who shoots
one down is more likely motivated by
duty and habit than bloodlust. Killing a
dreg isn’t regarded as murder — it’s
cleansing the gene pool.

Benefits: Dregs live in a topsy-turvy
world where normal values are ignored.
Odious Personal Habits aren’t odious to
them. Cannibalism is a minor flaw, so
long as it’s not supper time; Sadism is
unremarkable when so many sadists lurk
in the ruins.

Obligations: A dreg must have a
weighty Disadvantage or two, but there
is no pattern. Brain-damage, dyslexia
and amnesia are good starts. Scrounging
is a useful skill; Paranoia seems justified.
Many dregs have bizarre pets or strange
hobbies. They seldom have money —
most of what they own is scrounged or
handmade. Weapons are improvised.
(Broadsword skill helps when wielding
crowbars in battle; Flail skill covers
chains.) Though a casual passerby may
pop off a few shots at them due to their
abysmal Social Status, few dregs have
actual Enemies.

Organization: Some ‘‘dreg gangs’’
exist, under little or no direction, preying
on whatever is convenient, with members
coming and going as they please. How-
ever, most dregs are strict individualists
— like Sister Mary — and are too desper-
ately strange for any continuing social
commitments such as family, friends, or
gang.

Characters: In this section you will
meet Mongo, a fighting dreg; Poke, a
dreg with contacts in the outside world;
two dreg ‘‘victims’’ — Peter DeAngelis,
who lost his memory in a medical experi-
ment, and Jojo, whose brains were
scrambled when his family was killed;
and Sister Mary, an odd ‘‘wise woman’’
with some remarkable powers of memory.
These characters make great stock dregs,
or an adventure can be designed around
any of them — finding long-lost Peter
DeAngelis to deliver his inheritance; en-
countering Poke on one of his ‘‘errands’’;
or seeking out Sister Mary as a vital con-
tact in Dreg Town (will she provide the
clue?).

Sister Mary

Sister Mary claims a serious thump on
the head left her slightly addled and with
no recall of life before she came to Dreg
Town. Maybe she’s just not telling.

Blessed with a photographic memory,
Mary does recall nearly everything she
sees or hears on her long walks around
Dreg Town and her excursions into
Kansas City proper, constantly muttering
mnemonics she makes up about them.

She’s good at scrounging valuables
and food, and knows the worth of most
salvageable goods in her area. She often
picks up pretty baubles and stashes them,
along with her cash and eight homemade
knives, among the many layers of her
clothing.

She’s well-known and liked by the
other dregs, one of whom will always
know where she can be found — if you
can get him to tell you (but even well-
meant directions are not always helpful
in the ruins). Empathetic, knowing why
others have sought her out as soon as she
meets them, Mary can also tell when
she’s being lied to.

Being streetwise, fat, ugly, and
odorous, Sister Mary rarely needs to
defend herself from strangers, who react
at -7 to her; but when she does, she’ll
usually throw two or more of her knives,
which she uses well in close combat.

Iggy and Stooge are her two current
pet rats, which she easily replaces as
needed. They are trained to attack on
command, and can occasionally be con-
vinced to help Mary aquire some bauble
from an otherwise inaccessable location.
The rats ride in her voluminous clothing
— usually hiding in the daytime, but
occasionally perching on her shoulder
when indoors or at night.

— 39 —

Poter
DoAgolis

Peter DeAngelis barely remembers
what life was like before the Food Riots.
Peter knows he was a college student,
but he can’t tell you what subject he was
studying. He knows he grew up in a town
called Whitmer, but he can’t remember
which state. His parents are only a dim
blur.

What he also doesn’t remember is
volunteering to participate in an experi-
ment on chemical food substitutes — an
experiment that erased most of Peter’s
memories.

Life after the Food Riots, on the other
hand, is painfully clear. Victim of some
bad breaks, DeAngelis’s first attempts to
make a decent life for himself were
miserable failures. Like so many others,
he fell back on the only life he had left —
the day-to-day existence of a scavenger
in the ruins.

DeAngelis eventually became adept at
his chosen career. He was soon familiar
with every back alley, rooftop, sewer
tunnel, and air duct in the area. He cur-
rently carries a crowbar he found as a
weapon (using the Broadsword skill), but
in his time has had and lost dozens of dif-
ferent types of weapons, and has acquired
some skill in all of them — he even owned
a pistol once, but traded it for some food
when he ran out of ammunition.

Oh, and one other thing — DeAngelis
is a cannibal. One does what one must to
survive, and while he doesn’t go out of
his way to indulge this particular taste,
he stopped feeling guilty about it long
ago. Like other scavengers, DeAngelis is
nearly everybody’s target — police
(when they bother to patrol the area),
vigilante groups, other scavengers, and
punks out for cheap thrills have all taken
their shots at him. He’s survived so far
— after all, it’s what he’s best at.

Dregs
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¢

Empathy :*"’*’:o&' E_A . t l E\n Lh s
Animal Emepathy or_Animal Empathy ickl
R ion. (+ C

Tntuikion Memar

Com mon Sense

Fat (-1)
cant W
c : De
=) i \ 13/-3
Odious Pecsonal Habik: P INC 4 DMG max ] SUMMARY
doesn't  athe (-1) Attributes
Goes for long walks Small knife - 1 8 15 N Advantages
Q | A} 4 Disadvantages
ﬁgggs ek ats \n clothes Quirks
< 1\ C 5 Skills

TOTAL
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Date Created Sequence

® .
Name ze_ﬂ_ﬁ_]l,éﬁﬂgﬁhj— Player
Appearance 311, [451b3., dicty and scummy

-deficient cannib
CHARACTER SHEET Background mcmofﬁl‘ Cle'pl(ﬂen anni Cd

Pt FATIGUE

“8T |

DX [
10 2
HT (5

Mvmt

ENCUMBRANCE

None (0) = 2xST _24 )
Light (1) = 4xsT _4%_
Med (2) = 6xST _12_
Hvy(3) = 12xsT (44

PASSIVE
DEFENSE

Armor:
Shield: ——

Type Amt. Level

REACTION +/-t3other Dre & A
X-hvy (4) = 20xST_ 240 . (-2 Bully, -3 Cannibalism Stealtin @A Z 10
ACTIVE DEFENSES WEAPONS AND POSSESSIONS Stceefwise (M) 212
DODGE PARRY BLOCK Item Damage  Skill §

|00

SKILLS . Pt. Cost Level
Guns [TLT: 'D\S‘f'of (ple) o ||¥*
DrivingTL')'-cars (A 1 9

: E)l 'a

medium [ heavy

Axe/Mace " (P18) | 9
Brawling (pre) 2 1l
Proadswacd ®lA) 2 [0
(crowhar)

Shortsword (PIA 1 9
Knife (PIE) | 1D
Flail (P[H) 2 9
Spear A 119

Climhing P 4 )
Jumpi nj ®E) 2 ]
n T 2 4%
;. Me)4 1
Drea acea
Cooking (M[E) 72 1|

Dimt}(\oﬁs [TLE MH) Y 9
Ph\gslolog\t}/TL'S (P@Mﬂ 1 9
ek L 2 |

Scroungirig mex 13

g HSerowbac|

. _ —
~ Move | Weapon2 | shiess [ Erapcovised lockgicks 1

Crowbar crush 42 (0 - 5§
|

Peasant cags =

DAMAGE RESISTANCE

Armor

Tou.c}b\mess £ =

r»—0+

pr. | ADVANTAGES,
Cost| DISADVANTAGES, QUIRKS

106 | Ambidexterity

5 | Animal Empa'thy
10 | Night Vision
10 | Tduaghness +|
- X Brawling Punch hitsenl0-
20| Wealth - Dead broke (b x 0) gL,
-21-—5 Soc'loj Stigma. Dfei( Brawiw“lg Kick hison&- |+2
15 W + -3 or improvised tools included Jxx +2 o 1Q included
Cannibalism (-3) c Xx incr asicS
Bully (-2) Totals: $ O Lbs.
!

WEAPON RANGES
Weapon PB INC Y DMG MAX

LI El

SUMMARY Point Total
Attributes ‘*IO
Advantages 55

Disadvantages - 60
Quirks
Skills
TOTAL
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Name MOV\OO

Date Created Sequence

Player

GURPS

CHARACTER SHEET

Pt. FATIGUE
'S8T |5
Lo
BASIC
Dx ! Z DAMAGE
(-5 Thrust: }_H
IQ 7 Swing: A1
-20

HY ||
10

(HT+ DX)/4| Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE

Armor:
Shield: ———

None (0) = 2xST 30
Light (1) = 4xST _€0_

[Med (2) = 6xsT __10)
Hvy(3) = 12xsT 180
X-hvy (4) = 20x ST D00

ACTIVE DEFENSES

0

Appearance 9

|Jn

s 270 lbs.. “HUGE"

Background

)
Scovenager dreg
J -

DODGE PARRY BLOCK
Telub
5 ? karate ===
= Move Weapon/2 Shield/3

DAMAGE RESISTANCE

Armor

Tou.ah ness +2 2.

2.

=»—=0-

ADVANTAGES,
stt DISADVANTAGES, QUIRKS

Toughness +Z
Reputation: Violent

t+3 local dreas

-15 | Secial Sﬁama. D('C"l
cbac +3/-3)
Wealth : Poor (s x2)
Fat (-1)
Berser ik

|| b §=

L
8]

| Bl

Likes ke thin act

Likes 40 show of€

1

o

SKILLS Pt. Cost Level
Broadsword (ddub) (AT /4
A Tha (p) 2 0
Karate g (3
Hobbu slill: (MA)
meml Sculnm(c /z b

b
A&LBnmledae (MIQ‘I 9

D(e& aceon
5crogn9(qg (me | 1
ks | I

(Fe)o |l

Swimmina
S

REACTION +/- 5 loc
other dregs, -4 all othe

WEAPONS AND POSSESSIONS
Item Damage  Skill $ Wt

Type Amt. Level
crush242 (4 - 3
e collect 75
15 (@)
150 (15)
200 —

85

Club

box &
Cutting tocch
Armolir ing tools
Cash
(Fat encumbrance)

Karate punch hisonl3- 2Z
Kacate kick hisonll- 242

+ Includes +5 foc Fot encumbrance
& -4 for encumbrance

xx Increesed Bg;'tchegé bg |25

SUMMARY

Attributes

Totals: § 1,000

WEAPON RANGES

Weapon PB INC

%2 DMG MAX Point 'l:?ra{

Overly $ond of small animals

Loves Qfgﬁg music
Qives aibts offended ¥

: |

30
=55

Advantages

Disadvantages

¥ 1at

-5
28

Quirks
Skills

&3
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The guys in the street gang joke that
the only thing slower than Mongo

remembering something . . . is Mongo
thinking it up in the first place.

Mongo is not loaded with brains —
the guys say that the only part of Mongo
they’d never bother putting armor on is
his head: “Why waste perfectly good
armor on something used so seldom?”’
Mongo laughs, ducks his head in embar-
rassment, and studies his feet. It’s hard
to believe that this childlike man can kill
without a moment’s notice.

Mongo is a scavenger with the gang.
He is tough, good with a club, and loyal
as a dog, which is pretty much how he is
regarded. He earns his keep by brawling
and by breaking down scrap goods to use
for constructing weapons. He’s good at
breaking things apart. Like heads.

Mongo possesses a rare talent for
creating little animals out of scraps of
wood or metal. In another life, he might
have been a great artist. Now, he just
makes little animals for his amusement,
or as gifts for gang members.

He is overly fond of small animals,
and has been known to stop fighting to
rescue a stray puppy or Kkitty that
wandered onto the battlefield. This
drives his fellow gang members wild, but
they gave up long ago trying to drive any
sense into Mongo. His awesome size,
skill with a club, and overall fighting
ability make him too valuable a member
to give up, so they put up with his eccen-
tricities.

Mongo may present a comical image,
sitting in a corner, listening to his radio
and assembling scrap metal duckie
sculptures — however, no one dares to
refuse his crude gifts, and nobody laughs
at him twice.

Survival. That’s all that matters. Keep
alert. Get enough to eat now — who
knows when the next meal will be? Hurt,
maim, kill, steal, lie.

Sometimes when- Jojo sleeps, he
dreams of another life. He sees a woman
with brown hair, and a baby in her arms.
She’s laughing. He sees a man, small,
but strong and confident. The man seems
familiar — Jojo doesn’t know why. The
man is stockpiling food and ammunition.
He tells the woman that bad times lie
ahead, that they must be prepared. They
put the supplies deep in the earth, in a
cave.

Jojo stirs in his sleep. Now he’s in the
cave. He sees blood. Blood on the
woman. Blood on the baby. He doesn’t
see the man. He does see a mob of
desperate, howling people fighting over
the stockpiled food, using the weapons
on each other, tearing each other apart.

Now Jojo sees the man, lying on the
floor with a bleeding head. He knows the
man will survive.

Jojo is a warrior with a street gang in
the ruins of New York. He doesn’t
remember any other life besides his
dreams. He’s small, but he’s tough and
mean — a survivor. He knows his small
turf very well, and is a guard and
ambusher. Jojo particularly prefers to
work at night due to his sharp senses and
excellent night vision, and also because
the dreams don’t come as often then.

Due to massive head wounds, Jojo is
not too smart. He is nervous, jumpy,
solitary and paranoid. He works with the
gang for survival, but constantly fears
that they will turn on him.

And he must survive. Why isn’t clear
in his mind, but he knows he must and
will survive. That is, if his dreams don’t
get him first.

— 43 —

People spell sleaze, P-O-K-E.

No one knows where he came from,
or who his people were, although most
doubt his parents were married. Some
doubt they were human.

He’s a liar, a cheat, a sneak and a
murderer . . . and those are his good
points.

Poke’s major interest is Number One,
and no one, no one, is going to get in his
way.

Poke gets his kicks beating up kids
and women. He’s downright mean, and
when he drinks he gets meaner. Even
street gang members avoid his company.

Poke is a mercenary. He hires out as
an ambusher, burglar, flanker, cheap thug
and extra muscle. No job is too filthy,
dirty or low down — Poke always has his
price, and how high it is depends on how
long it’s been since he had his last bottle
of Ripple.

A born loser, Poke is an arrogant, vain
bully who overestimates his minor reputa-
tion as a “bad dude.” He’s always spoiling
for a fight. He often gets overconfident
and makes stupid, sometimes painful,
mistakes — including the time he tried to
jump his parole officer at Joe Bob’s.

Poke even fancies himself a hit with
the ladies. While a few do fall for his
sadistic charms, none stick with him for
long. Most women find him terribly
repulsive, though this thought hasn’t
seemed to seep into Poke’s tiny brain.

Some day he’ll wind up with a knife in
his back; until then, he’ll stick it to as
many people as he can.

Poke occasionally hires on with cycle
gangs, but only the smallest, poorest
gangs will put up with him for any length
of time. They always end up throwing
him out. Poke goes, snarling that they
didn’t deserve him, anyway.

Dregs



Date Created ence
Name Jo: \o z Player Sequ
Appearance 5'7", 1301ps., necvous and Jamopy
k broin - daumaua ed street 9an q qmrd Unspent Points || Point Total
CHARACTER SHEET |Background %5

Pt. [ FATIGUE

Cost SKILLS Pt. Cost Level
ﬂ 3 r ®A) 8 /b
-/0 Speal throwina  (P/E) 1 |3

Knife T P4 1b
knife Throwma _ (re) 0 [0
Stealth  ~ @nZ 4
Running (HT based) (pi) 2 g XX
Sucvival : uchan M2 9
Armoury/TLS  (mil 8
Tcops ITLS (W4 10
Climbing (2 2 14
Swimming (PE) o 13
: E

BASIC

Dx / 4 DAMAGE

ﬂi Thrust: -2

IQ C? Swing:
1o

HT q HITS TAKEN
Zlo

MOVE
Mvmt

ENCUMBRANCE PASSIVE

DEFENSE
None (0) = 2xST _| ¥ i

Light (1) = 4xST _36_
Med(2) = 6xST 99 _
Hvy(3) = 12xST _10&
X-hvy (4) = 20xST_{ 80

ACTIVE DEFENSES
DODGE PARRY BLOCK

3 spear
b Q knife

Dre9 areo

WEAPONS AND POSSESSIONS
Item Damage  Skill $ Wt
Type Amt. Level

r(he ¥ mp | b — 4

, thrown ‘ma (] 15
= Mow Weapon/2 | Shield/3 :
e spon ~ Commando knife Cut 13 16 40 |
DAMAGE RESISTANCE (lorae) wmp -2
o N +hrown imp 1-2 10
T O Peasant rags - 1
L on) 1o —

pr. | ADVANTAGES, Secret Stash

Cost DISADVANTAGES, QUIRKS
0 | Combat Reflexes

10 N{g ht Vision

10| _Acute Hearing +5

10| Alertvness +

E Social Shqma Drea

- ngrbar(ag [outlaw (-r3[—3)

=10 | Par (-2 i :
Wta?:: ::a].)oo r)(s x.2) XX (ncreased Bosic Speed by |
Pad Sight : farsiahted * tceat @s Cheap Quahh.-

Totals: $ |, 0 00

WEAPON RANGES
Weapon PB INC Y% DMG MAX

Spear 4 5 9 137

SUMMARY Point Total
Attributes Lﬂ
Advantages 40

kln ife = 1 1 14 Disadvantages =90
Quirks
Skills Jo

TOTAL

IHIIIII%,E;
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GURPS

CHARACTER SHEET

Pt.
Cost

Jo

\

Name PO k e

Date Created Sequence

FATIGUE

ST ||
DX /4
I1Q 9

nT 9 HITS TAKEN

PASSIVE
DEFENSE

Armor:

Shield:

ENCUMBRANCE

None (0) = 2xST __ 22

Light (1) = 4xST _49_
Med(2) = 6xST _bb
Hvy(3) = 12xST _13Z
X-hvy (4) = 20xST_220

ACTIVE DEFENSES

0

DODGE PARRY BLOCK
& broadsword
6 7 knife _—
10 brawtin.
= Move Weapon/2 Shield/3
DAMAGE RESISTANCE
Armor : 8
1 0
A
L
ADVANTAGES,

DISADVANTAGES, QUIRKS
Combat Reflexes
Mignt Vision

eputation : " ®

+| local dregs

Social S'l'f_dlfMA.l Dreg
(Barbarian lOuﬂQu)J('h'Sz-g]
Wealth : Poor (5 x.2)
Pacranocia (-2)
Dyslexia (illiterate)
Sadism (-3 ¥ known)

croaant oVl o ht

Lozy

Player

Appearance -9 (0 "7- 155 lbs., unclean

20

SKILLS

Pr. Cost Level

Guns[TLT pistol  (RA | (4
Knife ‘ (Pe)2 15

| cown (Pley0 10
Proadswocd P g b
Prewling (P4 16

Area KnB”wiedge,‘- M4 11
Drea orceo

Stealth (PIR 4

ClimYing @A) 2 14

Motorcgcle ITLT: () | |4
medium | heavy

Running (HT based) P4 9

Flail (c.?cle chain) ®W (4

Sex A()?eu\_(fﬂ'bued)(ﬂm 3

Intecrogation MA 2 9

1S

REACTION +/-+Zlocal dreas + ‘
-5 all others (-3 Sodism, ¥ known)

WEAPONS AND POSSESSIONS
Item Damage Skill $ Wr.
Type Amt. Level

B roadswocd cut +2 (b -
(homemade) ¥ wmp 141

Bross knuckles crush 112*%/4 30 |
Cycle chain crush (+42 4 3o B
Lacge knife ¥ cut 11| 15 16 |
imp |-
h\m'b 1-1

3

thrown 10
Peasant fags

Coash

Jewelry

Prugs

cawling punch hits oni4- 112
(damageincludes +2 foc banss
hnuekles)
Braw! ing kick hitsonl2- [+2
XX increased BasicSpeed b‘f l.1z9

¥ +reat os cheayp 9.ualiy
% includes Br‘aw\'ms bonus
Totals: $ |[,000 Lbs. 9

WEAPON RANGES
Weapon

SUMMARY
Attributes
Advantages

Point Total
35
A2

PB INC Y% DMG MAX

=~ | 9 le

Larg e knife

ol = -
Fancies Wimself o womanizer

_70 g

Disadvantages

Of+en ovecconfident

-9

Quirks
Skills

21

20

Copyright © 1987 by Steve Jackson Games Incorporated.

TOTAL



Name Gf[” b€f+ BCED

Player

Date Created Sequence

GURPS

CHARACTER SHEET
Pt.

FATIGUE
Cost ﬂ q
-/0
BASIC
Dx IZ DAMAGE
20 1-2

Thrust:

(-1

Swing:

None (0) = 2xST i
(Light (1) = 4xST 2349
Med(2) = 6xST 94 _
Hvy(3) = 12xST 1O
X-hvy (4) = 20xSTLED

ACTIVE DEFENSES

Appearance_ﬁ_ q" ; 1490 ”05

out landish clothes

Background techno- pun K

TorSo

Kevlar +
{eathec

PD3/2,

Feet
Boots
PD2;DR2

WEAPONS AND POSSESSIONS

Unspent Points [f Point Total
100

Pr. Cost Level

SKILLS

Quns [ TLT: gistol (Ple) | /4*K
knite (ple) 2 (3
Fast-Draw: knife (P} | (2
Knite Throwing (pe) I (2
Leadershu{nJ (Mo 2 14
Strategy (Mp) 2 13
Compufer Operatins/

T7 (Me) 8 23*
Computer Progmm-

ang [T7 (M) &6 2.0%
Researen (MH 2 14

Carous (ng(HTbased) (PA) | 1l

Detect Lizs M 213
Disguise (Mfay 13
Fast “Talk (M |3
S+tealth @l
Streer Wise (M/a) | 13
Law (M) | 12
Areo Knowledge: (M)

Drea areo. | 14
Poisons M) L 17+
s ialby - tlleea) dr

%% +72 Lo \Q included

¥ _*5 $oc Mathematical Abi

t+ +5 Poc SoecmH'v mc!uded

-b outside 50ecm\+v

DODGE PARRY BLOCK Item Damage  Skill §$ Wt.
G Knife Type Amt. Level
G 22 pistol ceush | /4 15 2
= Move | Weapon/2 | Shield/3 Loser tacgeting Scope  +2 Soo 5
Silencer ~ 38 /2
DAMAGE RESISTf\NCE .21 ammo - 200 (Ounds (oo (17)
f}rmor ‘_f‘r v 4/2 5 6 Smal) kn{Fe cwt -4 i3 30 Yz
er : T . mno -3
£ O imf. Mrown \mo -3 |2
p. [ ADVANTAGES, Leather mckef' with o0 (9
Cost| DISADVANTAGES, QUIRKS Kevlac vest' insects
5 |Charisma. (+1) Clothes 4 boots 1283
15 | Linck Bank occount 1227 -
5 | Repu $S 5000
__ | =3 ihrens (12 ¥ 4criminals = - 0o _.t=
10 | Wealth: ¢ FOH';bIC ($x2) Household § ‘Dersona\ 2,000 -
10 | Mathematical Abi“‘f“}l
- T -
- Ad.dmﬂmﬂn&&m—s - tatina lenal
-1 BM”\‘I (-2)
-0 | Overcontidence (+2/-2)
"y Wi 6 Co iient Totals: $ /0,000
L or%ammftons (L) ‘{ZEIAOI;QN RANGES PB INC % DMG MAX
- Chguseg hair color ggiw 22z pistol 3 5 60 150
=\ | Loves computers 4 gadgets b Shots:
-1 | Secretive ter skills § Small knife = ] 4 i |
-l | Hote s +obacco swoke
-\ especiall 9 on

SUMMARY

Atrributes

Point Total
15
45

Advantages

Disadvantages
Quirks

Skills

TOTAL

=5
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Bikers

Bikers, punks and outlaws — these
elements on the fringe of society are
similar, but not identical.

Bikers literally means motorcycle
riders, but almost always refers to a gang
that rides cycles. They are generally
criminal — descended from the bike
gangs of the Food Riot years — and
distance themselves from other criminal
or punk gangs.

Bikers enjoy a bad reputation among
everyone except other bikers — they are
gentlemanly among their fellows. Gang
members must have Motorcycle and
several combat skills. Leather jackets are
recommended, but not required.

Most bikers have a strong duty to the
leader of their gang, whose word is
followed without question — unless a
leadership fight is under way. In some
gangs, members own things; in others,
everything belongs to the gang.

Punks include anyone who adopts
punk fashions, speech or any other part
of punk culture. Most young city
criminals and gangs are punk. Punks
often have a bad reputation with the out-
side world. Punk gangs are large and
loose-knit. The head of any punk gang is
known as ‘‘Boss.”’

Outlaw can mean any lawbreaker, but
in its special sense it indicates someone
who operates on his own, without a
gang. Some outlaws are mercenaries. A
mercenary must have skills for which
someone will hire him. Some have
regular clients or Patrons. These loners
must have a way to survive, whether
through honest labor or other means.

Bikers, punks and outlaws do mix.
There are punk bike gangs, and some
bikers are loners or outlaws. If there’s a
question of allegiance, just go back to
culture — a punk biker is a punk who just
rides a cycle, and a loner has no real ties
to any gang.

Biker, punk and outlaw gangs have
one thing in common — law enforcement
organizations as an Enemy.

Characters: In this section we present
two bikers (Emie Wojcik and Masher), a
biker/armourer (Auntie Maim), and a
very angry biker (Reba Ayers); a punk
gang-boss (Grillbert Beep) and a rich girl
gone punk (Lindy Logan); and an outlaw
merc (Rafe Switcher).

@rillbert

Very few people know that Grillbert
Beep was born Cyril Conway Schwartz.
Those who do, know better than to talk
about it. When you’re as dangerous as
Grillbert, you can call yourself anything
you like.

Grillbert is a gang-boss on the border
between Dregville and Atlanta. If you
want it, Grillbert’s kids can get it — for a
price.

Backed up by his hired thugs, Grillbert
enjoys throwing his weight (and an occa-
sional knife) around. The local padrones
consider him useful, but too crazy to take
seriously. Someday they’ll regret that.

Because Grillbert Beep, gang leader,
is a facade. The real Grillbert is at home
behind a green monitor and a keyboard,
slipping through the databanks of World-
net like a cybernetic lamprey. How good
is he? Good enough. He’s been arrested
four times, jailed three. But none of the
arrests were for computer crime — just
ordinary gang violence. And there are no
longer any records every time
Grillbert gets out, he breaks into the
police database and erases his file.

Grillbert is a “‘braxie” — an addicted
user of Darbraxin, a synthetic drug used
by Gold Cross. Darbraxin is poured on a
cloth and inhaled. Each vial costs $100
and is good for two doses. Grillbert gen-
erally uses a half-vial a day. Darbraxin
incapacitates most users for two hours,
and leaves the eyes light-sensitive for
several hours longer. It is volatile, and
also an anesthetic.

But Grillbert’s not stupid in most other
ways. When he’s out doing ‘‘business,’’
his gaudy garb conceals torso armor.
Yes, Grillbert lives in the fast lane . . .
but he takes fewer chances than most
people suspect.

— 47 —

Lindy Logan

Lindy Logan is a party girl with a
purpose.

While in college, Lindy discovered
that her favorite recreational chemical,
Ecstacy, could be manufactured from
household ingredients. She went into
business. Eventually, as Lindy and her
customers left school, her clientele moved
from the dormitories to the discoteques.

Then she ran into trouble. Dealers in
the city tried first to bribe and then to
force her out of business. Lindy took her
business under the underground, dealing
with her customers in a variety of names
and guises. She feels that her experience
evading both the authorities and her
criminal competition has prepared her
for a career in espionage, if someone
would make an offer . . .

Lindy dresses only in the Ilatest
fashions. She always carries her purse, a
custom-compartmentalized job made of a
special plasteel fabric. Inside, among
pounds of assorted junk, she carries a
.357 magnum and a diamond-studded,
$3000 switchblade. Lindy can also swing
the purse like a ten-pound morningstar.

Ecstacy’s effects have diminished for
Lindy over the years. While on the drug,
she suffers a -1 to her physical skills.
New users, on the other hand (four months
or less of regular use), take a -2 to
physical skills and a -1 to mental abili-
ties. If a character on Ecstacy takes 3 or
more hits in one turn, make a roll vs. IQ
— if successful, the character snaps out
of euphoria and skills return to normal.
Drug effects last from twelve to eighteen
hours.

To manufacture five tablets, Lindy
needs $100 worth of common ingredients
(17 or less to locate) and two hours with
household cooking equipment.

Bikers



® - Date Created Sequence
Name L |nd\_rl ’Lo%ﬂf\ Playcr
Appearance 1" S. i i i ¢
Back d_rich airl aone bad Unspent Points |§ Point Total
CHARACTER SHEET | Packground —Sien-qielgy - 160

Pt.
Cost

o

Cost

| Blo

LN B R

|

FATIGUE

SKILLS Pt. Cost Level
Guns /TLY: pistal (P/E) 2 15%n
Flail (purse) CP/H) Z 1l

Knife (P Z2 \3

ST o

BASIC

DAMAGE
DX iz

Thrust: \=Z_

Aci'mg (CLY/- Ve L
Streetnise (M) 4 1S

s ] C.hcm;str\f JTLG: (M/w)
IQ ‘ ﬁ. wing: __% ﬁx‘je_ciou\,/ ‘d(U%S % 19+~
(M/A ]

HITS TAKEN Disquise. (mpy4 15

F'orc_\'er\f /T2 M4 14

gng,;ggc QF:CQH.QDZ L7 (m/e)\ \ﬁ
3 T

LiYerature. (M/n)

i - tica yA

(HT+ DX)/4| Basic - Enc.

ENCUMBRANCE PASSIVE
DEFENSE

None (0) = 2x8T 2_0 Armor:

Light (1) = 4xST 3O R spieta:
Med (2) = 6xsT _©00_ —

- 2.0
Hy ()= 12xST 120 O [RrEACTION +/- _+)
X-hvy (4) = 20xST_ 200

ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE PARRY BLOCK Item Damage  Skill  $ Wr.
b KniSe Type Amt. Level
5 e Ned Suy o v
= Move | Weapon/2 | Shields3 thruat oc Khcown  imp \-Z.
2397 Maanum crush 2+2 \9 100 B¥
DAMAGE RESISTANCE S "! L +7 500 BH*
Armor : 6 O S\\encer
4 Z Sast-loadefs
L Hideaway camera
ADVANTAGES, Handcufis
DISADVANTAGES, QUIRKS L i
A : At i :“'\) Lock\_:'\cks
s x20)f] Tape recardec
Cagh
Greed
Addiction : Ecstacy
2100 * | dase, ha Lnoaen; 'l

t

¥¥% +7 foc T O included
A | C i incl
\ calt

ofaanizations (=)

Totals: § 100, 600

WEAPON RANGES
Weapon PB INC % DMG MAX

-357 Magnum 4 5 80 200
b shots
Small Knife | 5 10

SUMMARY Point Total
Attributes 5
Advantages

Disadvantages
Quirks

Skills

TOTAL
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Ernie Wojcik

Ernie Wojcik doesn’t have the smarts
to be a gang leader — or even a lieutenant.

As a faithful front-line fighter,
however, Emie has few equals. If you
need one man to block the doorway
against attackers while everyone else
gets away, you pick Ernie — and he will
do it gladly. At his size (6’7" and 270
Ibs.), he will do it well, too.

Emie’s pretty good in a fight, though
not spectacular. He won’t hurt himself
with a tool kit, either — the ability to
make minor repairs is a survival trait, in
Emie’s world.

If he’s sensitive about anything, it’s
his intelligence — Ernie never saw much
sense in hanging around schools. People
who talk down to him (or even worse,
call him stupid) are likely to meet the
business end of his baseball bat.

Beneath it all, though, lies a hint of a
gentle man. Emie regularly sneaks food
scraps and garbage to stray dogs who
hang around the gang’s camp. He has
also been known to hide a rabbit or other
small animal inside his coat as the gang
travels. He’s not very good at caring for
animals, despite his good intentions —
when the rabbit or mouse dies, as it
always does, Emie sneaks away and
privately buries it with a sentimental tear
or two.

Cycle gangs are the only place in
society where Emie feels comfortable.
His devotion to his current gang is
fanatical — an observer might say that he
lets them walk all over him.

Ernie’s money — $2,953 — has been
absorbed by the gang. Technically, he
owns some percentage of one of the
gang’s vehicles, but he’s never bothered
to figure it out. If he was into money,
he’d have stayed in school and become
an accountant.

Auntie Maim

Her parents — she barely remembers
them — called her Mamie. Even as a
child, she was a scrapper — a survival
trait in the ruined portions of Seattle.

Now she’s Auntie Maim, blacksmith.
With her bulging biceps and gaudy
tattoos, she’s easy to pick out in a crowd.
If she doesn’t pick you out first, that is —
Auntie can get friendly in a hurry. But be
polite to her . .. or she’ll say in her
loud, hoarse way, ‘‘That’s not nice,
sweetie!”” And it’ll be the last thing you
hear for a while.

Auntie is a quick-tempered brawler,
deadly with her fists or her hammer. But,
unlike most of the halfworld on the out-
skirts of Seattle, she makes a relatively
honest living, fixing tools and weapons.
For heavy repairs, she uses a smithy
straight out of the Old West, complete
with anvil and jury-rigged forge. But she
can also work (fairly competently) on
modern small arms.

She is a firm believer in the occult,
and (considering she’s illiterate) has
picked up a good deal of knowledge from
TV and word of mouth. Her particular
interest is in poltergeists — her belief that
Gold Cross cloning has caused an ecto-
plasmic upset that attracts mischievious
spirits has caused her to repeatedly graf-
fiti the local clone offices.

Auntie Maim’s also a hoarder — most
of what she hoards is food, but she also
hoards anything else that comes her way.
Her apartment is filled with stacks of
cans, half-rusted equipment, and second-
hand clothing. She also encourages a
pack of dogs to prowl about the building.
She is firmly convinced that, bad as
times are, they’re likely to get worse.
She plans to be ready.

— 49 —

No one knows how Skank’s got its
name or when it opened. Good Time
Charlie, the bartender, began working
there when he was old enough to push a
broom. He is now the owner.

Skank’s is a small club, located on a
side street. There’s no name on the door
and no phone — look for the punks
clustered outside. Once you get in the
door, you grope your way down a short,
dark corridor; at the end you meet Marty,
who will take your cover fee and stamp
your hand. Expect to be watched
suspiciously the first few times you show
up, unless you come with one of the
regulars.

On your right as you come in are
antique pinball machines, video games,
and body bags. The body bags are four
feet long, a foot and a half in diameter,
and stuffed with sawdust. On your left is
the bar where Good Time Charlie holds
court. There are layers of posters on the
walls, advertising bands which have
played at Skank’s.

In the *“‘game room’’ and bar there are
no chairs; patrons can stand, talk, drink,
and play the games. Next door is a room
with a dozen small tables. About twenty
chairs face the stage and the tiny dance
floor. The stage is separated from the
dance floor by Charlie’s security team,
Larry and Cosmo, who collectively stand
over thirteen feet tall and weight eight
hundred pounds. No matter how crowded
the place gets, the dancing never spills
onto the stage.

Most of the crowd comes to dance to
the ‘‘anti-muzak’’ bands. ‘‘Bashing’’ is
popular, and many patrons work out on
the body bags before trying it on the dance
floor. Some spend the night slamming the
body bag. ‘‘Beats me,”’ one punk said
when asked why.

Bikers



®
T WOiC'Ik Player Date Created Sequence
Appearance &' 1" O lbs. it b
] )i ant ik a Unspent Points [ Point Total
gto;t FATIGUE SKILLS Pr. Cost Level
ST 14 d Quns/TLA: (/3]
Hea
45 pot - Helm shot qun 4 13
BASIC PD3, : P}S‘f’oﬁ | 1]
Dx { I DAMAGE Qnumc} [TL7:¢cars C(PIAY | 1O
10 Motoceycle [TLIT:  (RIE)
-— Thrust: 1 medium § heavy 4 13
Swing: 2 Guaner (TLT: MG (PlAY4 12
IQ 8 wing: Bro.u)ling (Ple)y Z 12
=15 Broodswocd (bat) (PA) 4 12
HITS TAKEN i le chai 10
HT ]5 Knife (Ple) |||
20 Throwa_?g - SU’!H) Z 10
Area knowledge z (M]e)
ng's home state | R
Streetwise M7 €
ENCUMBRANCE PASSIVE
None (0) = 2xST _23_
Light (1) = 4xST _96
Med(2) = 6xST 84
Hvy(3)=12xST 168
X-hvy (4) = 20xST_L80_
ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE PARRY BLOCK Item Damage  Skill 3 Wr.
b ba+ Type Amt. Level
5 |5 knife| — Amexlol‘lshpf%:n crush 2 15 125 3
) 10 shotqun shells 20 2%
= M Weapon/2 | Shield/3
s - Colt A5 gistel crush 241 1| 125 3%
DAMAGE RESISTA{\JCE 45 qmmo clig 90 b ¥
Armor }_Odq_gﬂ‘m 1 5 3 grenades crush 3 [0 175 3%
Towghness ‘2 1 Bowie knife  cwtr 22 (] 50 lh*
: L imp 1
p.. [ ADVANTAGES, theown imp | 10 '
Cost| DISADVANTAGES, QUIRKS [ Large pouch A0 /A
s . Pody acrmor 250 20
i utati : 1 T
L +3 bikaS PO"'helm IOO 5
10 | Higlh Pain Threshold Clathes —
10| Rapid Healina Bmoculo._rs S0 %
25 | Towohness + Cycle chain  crush 2+l (0 30 (3)
T
10 | Reodtotion : biker Baseball bat crush 2¢1 2 20 (3) _ :
T T Sobiiens . 3 bukere Cash on hand 538.5D Braw_lmg punch hits on L[ 1+)
-_(_Q Tlliterate r Tool kit ' L00 (40 Braulmc} .kid& hits onQ- 2+]
=15 | Fanaticism -Loyalty 4o wnecship | n ic A53 - Q§_(damage neludes +| for boots)
- y o ) ( 7
._;% Wy | ancngr(_:meur‘w‘- Totals: $ 5,000 Lbs. 4671
__|_ocganizations (9-) e N RANGES  xC %DM Max | SUMMARY Point Total
-1 | Adopts ay animals Amex shotqun 2 3 20 50 W Attributes 70

]

~ =]+

R shots:
Colt .45

T shots:
Bewie Knife

s ben lled Sstupi
Nomed his qun “OHo”
1q_combat football fan
Always Scavenges kills for
clethes Hhat will £it

b

- |

3

[00 400

13 2\

90
-10
e~ ]
30
75
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Advantages

Disadvantages
Quirks

Skills

TOTAL




Name Au n‘l‘}é’, Malm

Player

Date Created Se

GURPS

CHARACTER SHEET

5QST 1%
DX I3

IQ

HT |3

Appearance

FATIGUE

BASIC
DAMAGE

Thrust: !

Swing: Z-1

HITS TAKEN

MOVE

PASSIVE
DEFENSE

Armor:
Shield: ——

O

ENCUMBRANCE

26
5

None (0) = 2xST
Light (1) = 4xST
Med(2) = 6xST _18_
Hw(3) = 12xsT 136
X-hvy (4) = 20xSTZ 60

ACTIVE DEFENSES

DODGE PARRY BLOCK
T hammer
% knife
= Move

browlin
DAMAGE RESISTANCE

=»=0-

—_—

Weapon/2 Shield/3

Armor

ADVANTAGES,
it)| DISADVANTAGES, QUIRKS

Tou.ehness +2

T feal

Remﬁah(m blker
= i \7_6 +

Lecherous
Wealth : Pooc (5 X.2)
Tllitecate

Bad Temlper

er

Uses teyrmsot endear meunt
when anary

220 lbs., +attoo

Background LM&LJMMLMMM&

gangs

Feet
Shoes
PD1; DAY

REACTION +/- —3citirens +5 bikers

WEAPONS AND POSSESSIONS
Item Damage  Skill
Type Amt. Level

cut 2-3 |5

H wt.

Bowie Knife 50 | /o

SKILLS

S )

quence

Unspent Points [f Point Total
100

Pr C osr Level

5%

Axe/Mace (hammer) (rln) 4 4
Knife _ (Fle) 4 IS
Knife Theowing (Pe) 0 9
Brawling (PeY2 14
Ficst Ad/TLT (e 1]

Running (KT based) (P) 2

(2%

7 )
Armour]v /TLT: (mia) |

\0

RANS

Blacksmth /7L (MA) 2

il

Streetwise

SCPoung;nq Mz (2
¢ n ed 2 1>
Oceultdm (M) !

(MA) 2

1

imp__ |
theown imp | 9

Smith's hammer ccush 242 14 50 (5)

BlasrMaster crush 242 15 15

50 taun shells 50

Pross knuckles cush 2 13¥ 30

Scruﬁu clotves € shoes 50

Cosh 25

m prowsed forge ¢ anvil 400

Assorted +ools 100

Hoarded food 120

s lin hits on

(damaage includes +2 for

2

brass knuckles)
i + |-

rowlin

2

* +| for \Q (ncluded

¥ (ncludes Brawling bonus

Totais: $ | 000 Lbs. 5 /2

WEAPON RANGES

Weapon PB INC i DMG MAX

Loves her f—’a‘ffoos

BlastMaster 4 2 15 3o

Believes in mogic & spicits

g shots:

Female chauvinist

Bowie knife = 1 (l 18

Hoarder

SUMMARY
Attributes

xx_Increased Basic Speed by .5

Point Total

(00

Advantages

35

Disadvantages

-55

Quirks

=3

Skilis

25

TOTAL

100
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® Date Created Sequence
Name M aS}rler Player :
Appearance &, 250 lbs-, resembles a mountain

Unspent Points|§ Point Total
CHARACTER SHEET |Backeround-cycle gang member

s BATIGUE SKILLS _ Pt. Cost Level
ST / 5 Guans [TLT:pistol (Ple) 8 /b
&0 Motoccycle/TLT:
BASIC medi eavy (PIE
Dx DAMAGE Qunuer/TL?:  (PIA)
[5 o

3o Thrust: l.i'_L

IQ q Swing: 2+l

HITS TAKEN
LTI

MOVE

Mvmt . | ¢

(HT + DX)/4| Basic - Enc.
ENCUMBRANCE PASSIVE

DEFENSE
m Armor:

Light (1) = 4xST _&0 W Shield:
Med(2) = 6xST _90_ S
Hyvy(3) = 12xST 18O

X-hvy (4) = 20xST_Z 00 O

ACTIVE DEFENSES
DODGE PARRY BLOCK

6 7 machete e

= Move Weapon/2 Shield/3
DAMAGE RESISTANCE

4
4
4

(machete)
Brawlin (PleY® 1k
Area Knog.g/edge: me) 10
state
Qargus’mg (HT based) (PIA) | [0

Streef wise. (m/a) | g

WEAPONS AND POSSESSIONS

Item Damage  Skill  $ Wt
Type Amt. Level

Colt 45 pistol crush 241 | b (25

3
Machete, Cut 2+) 4 25 2
|
35

Summer clo'Huy 40
Boeots R0

Armor : 5 Moto rcvc/e’. 4r32 0
Toughness +2 12 T 7). (stock “Hawk " p. A40)
: L Beoze (s+gshgd) oo (15)
Benk account 310 —

p. [ ADVANTAGES,
Cost| DISADVANTAGES, QUIRKS

(0 | High Pain Threshold
25| Toughness +2

=I0| Reputation i biker

- -3 aihizens +3 bikers

-5 Kl€p+oman|a.

-15 | Lecherous ness

=/0| _Bad Temper

-(5| Duty 4o gang lecdec (a!wa.ys)
-20 Enemv law enforcement
oraamzahons Qq-)

5rauofmq punch hitson [3- 1t2
Bmwhnq kick  hitsonll- 2+2
(damaqe includes +| for ooots)

Totals: $§ 5,000

WEAPON RANGES
Weapon PB INC Y% DMG MAX

SUMMARY Point Total

Attributes

- Likes +o burn‘f-hmqs
-l | Enjoys bgr‘fms pgoplg Colt .45 3 @ 100 400
b BU”U 1 shots:
-1 | Distrusts others
-1 | Loyal t0 gana

7 = J

Advantages

Disadvantages
Quirks

Skills

TOTAL
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Wherever Masher wants to go, he
goes.

Where he wants to sit, he sits,
whether someone else is sitting there
or not.

What he wants to eat, he eats, and it
doesn’t matter who it belongs to. That
someone else will be very happy to give
Masher anything he wants.

All of this is what can happen when
you are a man-mountain, with arms
bigger than most trees and a b-a-a-d
temper.

Masher is a member in good standing
of the War Dogs cycle gang. He’s been
riding with gangs all his life — he doesn’t
know any other way to survive.

He is very loyal to his gang, sensing
in them the family he never had. They, in
turn, respect his strength and fighting
ability, but are too afraid of him (and that
temper of his) to become close friends.
This is OK with Masher, since he’s not
that friendly anyway.

Masher is not very smart, but with his
strength he doesn’t need to be. He’s
never felt the need to think. Masher
wants, Masher gets. Life is simpler that
way.

He does have a strong sense of sur-
vival. Masher rarely makes stupid
mistakes. He knows to keep his back to
the wall.

Masher has simple hobbies. He likes
to bully people, molest women, and
rough up people smaller than himself. He
is a competent combat cyclist, but
prefers close combat where his strength
and size give him an advantage.

No one knows where Masher came
from — as far as anyone in the gang can
tell, Masher has always been around.

Reba Ayers

Reba is a young dreg climbing up
from the bottom.

Her mom died when she was ten; her
dad deserted her the next year. Her
brother’s bike gang adopted her, and she
learned how to ride, steal, and shoot.

Reba Lynn Ayers avoided trouble
with cops. Gang members admired her
for her cool under fire. During an
ambush from a rival gang, Reba charged
into the beseiged gang headquarters to
protect her wounded brother. ‘‘Nerves
like armorplast,’’ said her brother.

However, Reba hated every moment
of her gang life. She dreamed of the day
when she could get out and “become
legit.”’

Reba went to technical school to learn
a trade — security systems. With her first
paycheck she rented an apartment,
bought a couple of fanciful dresses, and
opened up a checking account — just like
regular folks do. The accountant next
door flirted mildly with her. She started
dreaming of a sportscar, a rebuilt Mitsui
with a dragon-green exterior and metal
wheels. Life was sweet.

Then the company went out of
business, just after Reba received her
first raise. ‘‘Rezoning,” said the city
commission, when they razed the
business to put up a security tower.

She searched six months for another
job. Desperate, out of money and
depressed, she let her brother talk her
into holding up a liquor store, and they
got caught. Now Reba has a record —
her first — and no security system will
touch her with a ten-foot pole.

So, presently jobless and saddled with
debts, Reba has returned to the only life
she knows — the bikers. She’s back at
the bottom, and angry about it.

— 53 —

Samson Motors

RR
HT 12

Heavy Cycle

$5,210

1090 lbs.

Acc: 10

Top Speed: 90

Motorcycle skill modifier: + 1

Front: PD: O
DR: 12
Back: PD: O
DR: 6
Weapon Damage Range Info # Of
type/amt PB/l/YV2/MAX Shots
RR crush/5 5/20/—/1000 10

Improved Suspension/Medium Cycle
Powerplant/Two PR Radial Tires/
Single Driver

Armor is streamlined and fully honey-
combed.

Weight left for cargo and crew: 210
lbs.

Cubic feet left: 1

Bikers



Name Rebo  Ayers

Date Created Sequence

®
1)) & e —
Appearance 5'9", 140 |bs. , angry
CHARACTER SHEET |Backeround-29¢ : o= e
Clz):t FATIGUE SKILLS Pt. Cost Level
ST J O Quns/TilsMa P 2 /p
0 MOh)(cucle/TL'Z (Ple) 2 14
BASIC medium/heavy
DAMAGE knife (Ple) 2 /4
KchThrowma (PE) 2 /4
Thrust: 1-2_ ﬁﬁea_%amLedg.e_(Mléu
Swing: l state :
e Electronics/Tia: (MA)
SCCu(d’V systems 6 (4
HITS TAKEN Communications 2 12
nT IZ Compu‘t‘crs 2 |1
a0 Comg wrer Og‘)eﬂﬂ'lbr\s/
MOVE ’r'—7_ (me) | 12
Caro T based) (P/A 4
b D«‘olomacu (M) &
(HT+DX)/4| Basic - Enc Stceet wise, (M) & 14
Pick Pocket @4 13
ENCUMBRANCE Il),éggl[\?gEE SC(Du.nqlnq (ﬂlé) 7 3
Sex Appeal  (A)2 12

Light (1) = 4xST _40_
Med (2) = 6xST _60O_
Hvy(3) = 12xST (20
X-hvy (4) = 20xST200_

ACTIVE DEFENSES

REACTION +/- 1 male bikers, +5 fe-
male bikers, +lother males ,-I otner females

WEAPONS AND POSSESSIONS

(HT based)

DODGE | PARRY BLOCK Item Damage Skill § Wt
7kniFe, Type Amt. Level
(D Inaraml"HS SMG crash 2+2 14 (50 7
: ’Lqmmochns 32 2
= Mov Weapon/2 |  Shield/3
— m— - 2small Knives cut (-4 (4 40 |
DAMAGE RESISTA%\ICE inp V'3
Armor a 0 Theoown imp_1-3 14
T Clothes ¢ bogts 120 4
L rtabl tec T 0
pc | ADVANTAGES, Pasic electcanic tools 200 (20)
Cost| DISADVANTAGES, QUIRKS | Cash 29 —
15 vidies Beaubibu Gold-plated choker 0 -
__ | __(+2 females /+4 males)
10| Lombat Ref lexes
i erufod'lom biker
| _-3 ctirens  +3 bikers
-5 | Wealth : Poor (S x.2)
=10 IW\PulSiVEV\ess
-15| Dury 4o eader (a\ways) :
=20/ Enewmy: law enforcement * +Z for I} included

Totals: § |, 000

WEAPON RANGES
Weapon

Zngrom M-93

ofqamzo.ﬁons (9-)

PB INC
3 94

s DMG MAX

Chain smpker

00 So0

¢

32 shets:
small Knife

1

SUMMARY

Attributes

Point Total

Advantages

Disadvantages
Quirks

Skills

TOTAL
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°l 1 Date C
Name _Rofe Switcher Player e Created Sequence
Appearance L'1" +180 lbs., likes +o weor \eather
Back dlonec who performs cocporate “errands” Unspent Points ] Point Total
CHARACTER SHEET | 2<t&roun ‘ i

Pt.
Cost

a |1

Pt.
Cost

| Bkl Bl |

LR

1}

FATIGUE SKILLS Pt. Cost Level

AuAS/TLY: 'o':sfol (ORI

ST /4

or (P2 |
mgdiumlhemll;f
nx ,5 Knife ‘ (Pe) 2 /4
Knife ijny‘ou.)mg (pe)Z /4
Karate 4 (3
Streetwise M) 6 /4
la ’ Z_ Muscal Tnstrument-
auitaC (MH) 4 14x

MéchaniclTL7=
Motorcycle (M 2 (2

Area Knowledge :

his side of +own (ME)l 4 (4

HITS TAKEN

HT |7

ENCUMBRANCE

Light (1) = 4xST 26
Med (2) = 6xST 84 _
Hvy(3) = 12xsT 16%_
X-hvy (4) = 20xST_280

REACTION +/- +3 *lall sthess,
(-3 anyone aware of Sadism)

ACTIVE DEFENSES WEAPONS AND POSSESSIONS
DODGE PARRY BLOCK Item Damage Skill § Wt.
7kH;F€, Type Amt. Level
b | kaeee | — 357 Magnum _crush 242 Ib_100
= Move | Weapon/2 | Shield/3 Z (‘"-9" knives _C“: Zl-z 4 go
m
DAMAGE RESISTA-NCE TR '-m'p . 14
Armor : est 4(2 8 Swiss ArmuT kHI'CC 25
Leother jocket : | T, . RMleather jacket 50
: A Bysimp. ~—
=L Clo-l-hmcj 4 boots 30
ADVANTAGES, Keviac vest (underjacket) 250 (0
DISADVANTAGES, QUIRKS | Tool kit e 600 (Zo))
Reputation: tough Disassembhled “Spider 3140

2 eyve .. T Job puc ! motoccycle (See p. A39)
@M Cesh 615 =
Musical Ability +2

Agpearance: Attractive (+1)

Alcoholism

Blood (ust

Sadism (-3 F known)
Laziness

Kerate punch htsoni3- 1 +2
Kacate Kick hidsonll- 242

(mmagg wncludes +) for boots)

%% +2%c 1Qinclnded
X +2 Gor Mu:'ncalAb}H'y includ ed

¥ +akes m:lssing RR inte account
Totals: § 5, 000 Lbs. 25

: Wil o WEAPON RANGES SUMMARY

Weapon PB INC % DMG MAX Foirit Total
when relaxed Attributes
Prefers to wock alone 2357 Magnum 4 5 20 300 W Advantages 22
St ! ter e G shots : Disadvantages
Alays sits m"\fh back to wall § Large knife - 1 (0 (1 Q Quirks

Old wounds Pain him Skills

TOTAL
Copyright © 1987 by Steve Jackson Games Incorporated.



Rafe Switcher is an all-around kind of
guy.

When he works, it is usually at un-
skilled jobs or by providing ‘‘services”’
to local corporation execs. He has work
whenever he wants it — word has gotten
around that he is discreetly efficient.

Mostly, Rafe consumes beer. Working
is not what he wants to do for a living —
it’s just a means to allow him to relax,
have fun, and drink. He tries to do as
little of it as possible.

Rafe has been through a few scrapes
in his time. Thanks to an unfortunate
battle against alert-minded Commando
Scouts, the only position Rafe finds com-
fortable when standing around the pool
table is a military ‘‘at ease’’ position.
Unfortunately, this bothers his fellow
pool players a bit. An old knife wound
gives him cramps in cold weather, but
that’s more of a nuisance than a real ail-
ment. His injuries have also taught him
to keep a view of entrances to the area he
is in, so opportunities to attack Rafe
unexpectedly are rare.

Rafe learned to play guitar well enough
to impress the ladies. Along with his
intensely cool good looks, this has
insured that he doesn’t have to work hard
for a date on Friday night. Sometimes,
with a little luck, the girls will even play
cover roles for some of his “discreet”
corporate errands — distracting a guard,
for instance, while Rafe scales the wall
and hunts for industrial secrets.

Rafe rides a Spider that he “found’’;
the recoilless rifle is unmounted, waiting
to be replaced, as soon as funds and time
permit.

Rafe usually wears Kevlar under his
leathers.

Mirada

Cycle Concepts

Heavy Cycle

$5,490

1070 Ibs.

Acc: 10

Top Speed: 90

Motorcycle skill modifier: +0

Front: PD: 0O
DR: 12
Back: PD: 0
DR: O

Weapon Damage Range Info # Of
type/amt PB/I/Y2/MAX Shots

MG crush/3 5/20/300/900 20
MG crush/3 5/20/300/900 20

Improved Suspension/Medium Cycle
Powerplant/Two Puncture-Resistant
Tires/Single Driver

Armor is streamlined and fully honey-
combed. Machine guns are linked.
Weight left for cargo and crew: 230
Ibs.

Cubic feet left: 5

How To Use
This Book

Player characters. A player may use
any character sheet as a player character.
Characters built on 100 points are intended
as player characters. Non-100-pt. char-
acters can also be used — players are en-
couraged to modify these characters,
removing severe Disadvantages and
spending (or trimming) character points
as desired by the player’s GM. Players
may ignore the character descriptions
provided.

Non-player characters. A GM may
use any characters as ‘‘stock’’ NPCs in
his campaign. If the GM needs a biker,
for instance, he can select one from this
book. Character descriptions are designed
for GM use.

Key To The Character Sheets

Age. When an age is given, it is the
minimum age for that character (see p.
B32). Badger Estrada is an exception —
his age is correct as given.

Armor. PD and DR values listed under
“Passive Defense’’ and “Damage Resist-
ance’’ are for the Basic Combat System.
Specific PD and DR values by body loca-
tion are given on the character illustration,
for use with the Advanced Combat Sys-
tem. Armor values are given for the
characters as illustrated; a character may
own additional armor.

Advantages and Disadvantages. Levels
are given as positive or negative numbers
[+3]. Reaction modifiers are listed in
parentheses [(+3)]. Frequency of occur-
rence numbers are given in parentheses
[(10-) means ‘10 or less’’]. Unless
otherwise noted, assume that the stan-
dard or ‘‘no modifier’’ choices have been
made. For instance, Reputations apply
‘“‘always’’ unless stated otherwise.

Reactions. Modifiers which do not
always apply are listed in parentheses.

Equipment. If a piece of equipment is
not carried, its weight is given in paren-
theses. The ‘‘Household and personal
possessions’’ category is given in only
general terms so that players may per-
sonalize their own-characters.

Skills. Effective skill is listed in many
cases; footnotes are provided where clari-
fication is needed. Common footnotes:
“Bought from default’” (see sidebar, p.
B34). “+ for IQ included” (see specific
skills, especially Gunner and Guns, p.
B38). ““+ for specialization included”
(see ‘‘Specializing’’ sidebar, second
paragraph, p. B33).



STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS and In Nomine!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Goodman Games, and
many others — plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age. I >

@ Buy boardgames and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com
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