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The wind tingles cold across the back of your neck like a
megawatt running up your cyberlink. The jingle of the flak-
fringe on Jackson’s armor-vest is the only other nearby
sound. Down the alley, you hear a bottle break, and the scuff
of bare feet headed for safer climes.

Suddenly, the high-beams of a German luxobarge freeze
everyone. A cardoor slams, and your employer’s heels click
against the broken pavement as he strides into the light. The
headlights behind him obscure his face, but his long over-
coatis all hightown. “You have the information?” he asks. His
trace accent tells more about your employer than you want
to know.

You toss the nameless corper a packet. “Half the disks are
there; enough for you to be sure we've got the rest. Where's
the creds?”

Without answering, the corper turns to his driver, handing
him the packet. You hear the soft whine of the drive as he
scans the contents, then nods. The corper reaches under his
coat, but instead of getting a credcase, he whips out a
flechette pistol and opens fire.

Welcome to the future. It's not a pleasant place to visit, let
alone live in. Cyber Hero is Hero Games' campaign supple-
ment for the near dark future of cyberpunk science fiction.
Cyber Hero will provide everything needed to roleplay the
grim reality of a world where the rich get richer and the poor
slip into oblivion; where keeping ahead in the world can be
accomplished with a swift and reliable cyberdeck, a positive
mental outlook, a charming personality, a few good friends

to watch your back, and high tech military hardware to even
the odds. Cyber Hero shows how to create a cyberpunk
setting and heroes. It also details and describes the technol-
ogy along with how to make equipment, weapons, armor,
tools,and vehicles of the genre. In addition, Cyber Hero
offers a developed cyberpunk setting, pre-generated char-
acters, an extensive equipment list, and scenarios. Original
stories, and stories from cyberpunk science fiction, can be
roleplayed with the Hero System Rulebook and Cyber Hero.

(CHOW TO USE THIS BOOK )

Cyber Hero is a HERO System Campaign Book. Cyber
Hero provides information needed to roleplay cyberpunk
adventures using the HERO Systemrules. However, Cyber
Herois notastand-alone product; the Hero System Rulebook,
which contains all the rules for the HERO System, is
needed. A Hero System Rulebook , also contained in Cham-
pions, can be purchased separately.

Cyber Hero is intended to enable Gamemasters to run
cyberpunk adventures filled with advanced technologies,
dark street life, and danger. However, Cyber Hero also
contains extensive guidelines for all cyberpunk-genre
roleplaying. The rules presented here can be used for space
opera, or post-holocaust adventuring. Since all games in the
HERO System are compatible, Cyber Hero can function as
a sourcebook for other HERO System games, like Champi-
ons or Ninja Hero.




Cyber Hero

IF YOU HAVE NEVER PLAYED A HERO
SYSTEM GAME BEFORE

If you have never played any games using the HERO
System (like Champions), Cyber Hero is not the place to
start. Cyber Hero explains how the HERO System rules are
used in a cyberpunk setting. It doesn’t contain the rules.
Therefore, before going any further, purchase a copy of the
Hero System Rulebook.

Once you have picked up a copy of the Hero System
Rulebook, familiarize yourself with the rules contained therein
and if you have never roleplayed before, read the appropri-
ate sections of the Hero rules. Cyber Hero will explain how
they are used in a cyberpunk setting. For more guidelines,
see the section titled The Cyberpunk Universe.

IF YOU HAVE PLAYED HERO SYSTEM

GAMES BEFORE

If you've already played HERO System games (like
Champions), Cyber Hero will show how the rules are used
to play a cyberpunk game.

The Cyberpunk Universe, Character Creation, Netrunning,
and the Campaigning chapter has information about the
setting and equipment which will be useful to a cyberpunk
player. Players may choose to read all of Cyber Hero, but
they should not read the scenarios orthe sample campaigns,
if the Gamemaster is intending to use them. Cyber Herowas
designed to make it easy to start a cyberpunk campaign.
There are extensive guidelines for constructing characters,
equipment, and a ready-to-use campaign setting, along with
characters and scenarios. To get started right away, use the
provided characters and scenarios.

CYBERSPACE AND CYBER HERO

References to a specific cyberpunk setting are spread
throughout CyberHero. The settingis based on Cyberspace,
a cyberpunk role playing game, based on Rolemaster/
Space Master, published by Iron Crown Enterprises. The
Cyberspace setting is an excellent example of the genre, but
players and Gamemasters should not feel constrained by
the world references. If your world doesn’t have a “Network
69" or an “Intelligence Services,” don't worry. They're only
here to provide color.

Ifyou like the Cyberspacesetting, however, check out the
other supplements in the Cyberspaceseries. They will need
to be adapted to the HERO System, but they can be an
excellent source of campaign ideas and adventures. See the
Appendix for a brief review of each Cyberspace product
from a HERO System point of view.
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( SUMMARY OF CONTENTS )

The Character Creation chapter shows how the HERO
System rules are adapted for a cyberpunk setting. Arche-
types for the cyberpunk characters, rules for creating your
own characters using HERO System Powers and Limita-
tions, and fifteen sample characters for immediate play in
Cyber Hero are presented in this section.

The Netrunning chapter describes the simulated reality of
the net, the electronic network that connects the computers
of the cyberpunk world. It also explains how characters can
enter the net, and includes a complete set of netrunning
rules.

The Campaigning chapter gives suggestions on the con-
struction of a cyberpunk campaign, 10 guidelines on how to
ruin your adventure, advice to the Gamemaster on how to
keep players under control, and an extensive list of equip-
ment to choose from.

The Cyberpunk Universe chapter describes the elements
of the cyberpunk genre. The player is introduced to the genre
conventions, and the setting. It also gives a colorful descrip-
tion of the 21st Century and a Cyberslang glossary. Unlike
other genres, the setting is the most important element.

The Cyber Hero Adventures chapter offers a full-length
cyberpunk adventure, “To Raise a Ghost’, and several
shorter scenarios for GMs to use in their own cyberpunk
setting. The adventure and adventure ideas, combined with
the pre-generated characters in Character Creation, allow
almost immediate play. The Appendiices are a collection of
miscellaneous material: summaries of current Cyberspace
products, a sample timeline, and a bibliography.

(  AUTHORS' NOTES )

For more than a hundred years, science fiction has at-
tempted to predict the technology and social condition of the
World. Jules Verne, Hugo Gernsback, John W. Campbell,
Philip K. Dick, and Harlan Ellison have explored possible
futures. Their stories warn us of the dangers and advances
of the future. Cyberpunk is the latest oracle of a dark future.

The world of cyberpunk is not a glamorous utopia, nor is
it the world of today (or yesterday) littered with the technol-
ogy of tomorrow. The cyberpunk genre extrapolates on
today's minor social and political problems and magnifies
them into a society only marginally recognizable and fright-
eningly plausible.

The world of cyberpunk may be dark, violent, and alien, but
it is only a mirror of current world trends and political
conditions. Alone, the characters will find the world a hard
place. But with a few friends to watch your back, the twenty-
first century will be a much nicer place to visit. Cyber Herowill
take you there.
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This section provides a few techniques for building a Before player start creating their characters, the
cyberpunk character. Combined with the Character Creation Gamemaster should decide on the type of campaign he
section provided in the Hero System Rulebook, this section intends to run. The Gamemaster will decide on the beginning
will detail the simplest way to make a character. point level, Disadvantages, and equipment available for the

characters.
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COMPETENT NORMAL AND)
HEROIC CAMPAIGNS )

Transcendence of humanity through cybernetic augmen-
tation, genetic engineering, and readily available plastic
surgical centers are prevalent metaphors in the cyberpunk
literary genre. Access to these various methods of advance-
ment makes becoming a Competent Normal or Hero through
cybernetics possible. However, a great deal of cash, and/or
character experience points are needed to do so, thus an
important motivation unfolds. In Heroic campaigns, players
do not pay character points for equipment and weapons.
Character points are used to buy cybernetics. It is strongly
recommended that starting characters who wish to begin
with cybernetics purchase them with character points to
begin, and then with cash and experience points during the
campaign. Experience points can also be used to improve
characteristics and skills. Combined with cash, experience
points can be used to purchase cybernetics which will
enhance skills and characteristics in a Heroic campaign.

( TRAPS OF STEREOTYPES )

In science fiction, there are many types of characters we
see as heroes. But in the cyberpunk genre, a feeling of ‘out
for one’s self is pervasive, but the characters still do the right
thing. Chopping up trolls in a fantasy setting to keep them
from returning to a town to victimize the residents is far
removed from chopping up a person in a cyberpunk setting,
and taking their cybernetics in for some quick cash. Don't
forget, you are a hero! That is what separates the characters
from the bad guys. Sure, apathy is rampant along with the
violence in a cyberpunk world, but heroes are above it.

( WHAT IS A CYBERPUNK? )

Cyberpunk is just that, punk, beyond the ordinary. Just as
in the seventies, there must be some social rebellion in the
blood to go punk. Think of what Mom will say. Remember,
if everybody is punk, then by definition, nobody is punk!
Characters are unique in their choices and preferences
about how they live their lives. Characters have chosen a life
of adventure and to improve themselves through cybernetic

augmentation. This is punk. And if this is punk, what is the
norm? What is the rest of society doing ? What is it about
these types of lifestyles that makes characters want to rebel
and buck the system? These are important elements gener-
ally left to the GM; but it is the cyberpunk Universe. Whether
the GM develops his own society or uses the one included,
itis the mostimportant elementin the genre and will make for
many excellent adventures and give your Cyber Hero cam-
paign lots of exciting color.

CHARACTERS DEFINED BY
THEIR WORLD

What types of characters are available to the players, and
what characters would be best suited to the gaming world?
GMs should fill out a campaign roster for the players to help
them know what is allowed, and to help build suitable
characters for the world. Information about the world should
be made available to the players. They should know what to
expect once the game has started.

CHARACTERS BASED ON
MOTIVATIONS

A common source of character conception is motivation.
What really makes your character punk? Who is he and how
does he make a living? For example, is he a corporate
ladder-climber trying to maneuver his way to the top, oris he
justanother street punk justtrying to survive from day today?
Players may base a character on a goal, or point of view. A
motivation should explain why the character adventures. No
matter what the character chooses, it should be a long-term
motivation. Below are some motivations which will aid
players in defining characters. Later, these motivations can
be chosen as Psychological Disadvantages and become an
important element of the character.

Remember also that in a cyberpunk setting, reputation is
critical. Information flows so freely that almost anything you
do, particularly anything you can identify as a “trademark,” is
sooner or later going to become common knowledge. If your
habitual motivations include backstabbing your employers,
you may find it difficult to get in on lucrative contracts.
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Some of the common motivations for Cyber Hero charac-
ters are:

Ambition: Every day is a struggle to inch your way to the top.
Nothing can get by, nothing said, nothing done you can't
know about. Everything can be used. Those who don’t
have the stones better make way or be put out of the way.

This is the drive that pushes corp executives to infight-
ing, backstabbing, and using private mercenary teams to
make points and advances inthe company structure. This
motivation frequently leads to early graves, ulcers, and
cardiac arrests.

Survival: Nobody wants to die, but when you start with
nothing, you've got to rely on your wits just to keep going.
That means putting it on the line, sometimes more times
than it's really smart to. Sometimes it's selling hot chips to
cowboy types or maybe its unloading some ROM that “fell
off a truck.” Hopefully you will be able to scrape enough of
alivingtogether to make a better life for yourself someday.
You are going to need friends, and you are undoubtedly
going to make some enemies. Watch who you step on or
you might end up as a barrel of spare parts—you never
know who their friends might be!

Any paying job is good enough. This character will stop
at nothing to make it no matter what the risk. These
characters will hoard what they have and may not share.
What they do share may have a price attached. These
characters are not greedy, but are concerned for their
future, if they can make one.

Revenge: Remember that guy who ruined your life? Who
was he anyway? Maybe it was the big corporation that
took your home away or those underworld slimeballs that
killed your brother. Regardless, you're sure that someday
you're gonna be able to exact your revenge, if you can just
get enough information to really stick it to them when the
time comes. Of course, you've still got to live long enough
to figure out how you're going to do it without them figuring
out that it's you.

This common motivation in cyberpunk can be too nar-
row if not balanced with other points of view. A grim warrior
who seeks the murderers of his parents may have drive
but may not be much fun to be around. The target of
vengeance mustbe broad enough to be sustained through-
out a campaign. Thus, seeking to kill one man may be too
easily accomplished, leaving the character with no moti-
vation. Seeking vengeance against an entire
megacorporation, on the other hand, will probably be a big
enough job so that if the character is successful, the tale
will be worth telling.

Code of Justice: Have you noticed how dangerous the
streets are these days? Those corporate cops just can't
do anything right, except maybe down a dozen donuts. It
takes the old kind of justice to deal with today’'s scum—the
kind thatcomes from the barrel of a Hwang Streetsweeper.

This character is someone who lives by a code that is
pervasive enough to affect his whole being. Characters
with Code of Justice will have their own kind of moral and
social conscience and will act accordingly, even if it is
outside the law. Justice must be served above all else.

Retirement Plan: One really big job and you can be set for

life. Well it's not always that simple. Some jobs just don't
pay as well as others. Like they say, “the grass is always
greener...” There’s always one more job that you just got
to do to be really set. Maybe next time, right?

Unlike ambition, the character wants to become rich,
power being another matter. The character always looks
forachance to make a few credits. Althoughthereis some
overlap, a character who only wants money behaves very
differently than one with ambitions for greater power.

Loyalty: Sometimes the best way to get ahead these days

is just get a job with a company and stick with it. Someone
who takes care of us little guys. If you do a really good job
you might even geta promotion, and then you could afford
to get that new dental plan everybody’s talking about.

Loyalty can be to a family (like the mafia), an organiza-
tion (like a corporation), an individual, or an ideal. These
characters generally will follow orders from whomever
they've pledged their loyalty, doing whatever is necessary
to help them. Loyalties among the main characters in
cyberpunk are often questionable or strained, but there
are many secondary characters (like Paco from Gibson's
Count Zero) who demonstrate intense loyalty.

Glory Hound: It"s good to be the king. Nothing like a good

reputation when you do business. People get respectful
when they realize who you are. Even a little fish in a big
pond can enjoy the notoriety of being a big time operator.
Naturally, it's always nice to have a little backup.

Reputation is the motivation. He will stop at nothing to
establish and maintain a good reputation. This character
may take risks, including endangering himself when the
alternatives will damage his standing.

Lifestyles of the Rich and Aimless: Eighteen and borec.

Life is tough when everything is handed to you on a silver
platter. Real life is on the street where anything can
happen and usually does. Fearis such arush and all those
electronic worlds just don’t give you the feeling of really
experiencing life and death, and it sure smells a Ict
different, too.

This character is eccentric to say the least, being a
member of a powerful, wealthy corporate family. The
character will try anything once and will make any new
experience a positive one, since it is real, and has never
happened to them before. These characters are usually
colorful, but due to their enthusiasm, may be careless,
and get into trouble.

It’s A Dirty Job, But Somebody Has To Do It: Sure the job

stinks, but it pays better than most. When you're not sura
where or when the next meal is coming from you can't b2
too choosy about who your employer is and what you got
hired for. One meal ticket is as good as the next.

This character is a “working stiff’, and generally sticks
to one job, at least until a better one comes along. They
are concerned about the hours, benefits, and pay with no
real compunction about doing whatever it is they get paid
for.
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Knowledge: It's not a matter of who you know, but what you
know. Once you are in the know, it is not hard to find
someone who is willing to pay for the privilege of discov-
ering what that might be. Knowledge is power, in a
cyberpunk campaign. Some seek the answer to a single
question, like “What s the Net?” or “Who was my father?”;
others quest for universal truths. The character never
passes up an opportunity to learn more about his chosen
subject.

Love: At New Edison, we believe in strong intervention to
make the system a better place to live. Our sacrifice today
will make for a better tomorrow. After all, it was New
Edison that made our lives what they are today.

Love is like loyalty, except the character doesn't follow
orders; instead, he supports his paramour, organization,
etc. because he loves it. This can be a limiting motivation,
but allows for fine roleplaying. However, love is not a
strong motivating factor in most cyberpunk fiction.

In game terms, most motivations can be handled as
Psychological Limitations of varying strengths. The GM
decides how common the situation is (i.e., how often it will
occur in the game) and the player then decides how strongly
the motivation affects the character.

Example: A player decides he wants to play a detective
who hates guns. The GM decides that situations where
using guns would be appropriate are common. The
player must now decide how intense the motivation is. If
the intensity is Moderate, the character will avoid using
a gun, but will on occasion use one. This would be worth
10 points. If the intensity is Strong, the character will
almost always avoid gunplay, and can use guns only
after an emotional struggle (an EGO Roll). This is worth
15 points. If the intensity is total, then the character will
not use a gun under any circumstances. This is worth 20
points.

Obviously, the level of intensity will have a large impact
on how the character is played. Assume that the detec-
tive is pinned down by small arms fire. If the preference
is moderate, then he will try to find a way to get in close,
but will pick up a gun and start shooting back if neces-
sary. If the preference is Strong, then he will do almost
anything other than shoot back; to even attempt it re-
quires an EGO Roll. And if the detective’s preference is
total, then the character will not fire under any circum-
stances. Time to figure out some other way to stay alive!

Of course, there's more to a character than simply his
primary motivation—a gun-hating detective could also be
claustrophobic. However, the primary motivation gives the
character a focus.

CHARACTERS BASED ON
ABILITIES

Characters usually begin with a desire to be able to do a
specific thing: running the Net, popping razor blades from
their fingertips, or being the best at a specific skill. From this
idea, the player designs a character.

The first conception of the character is not the end of the
character—it is the beginning. There is always room for a
character to grow. A danger for the single ability-based
character is the potential to make a character too narrow and
useless outside the chosen field. For characters in books,
this is okay (especially secondary characters). It can be dull
and disastrous for a roleplaying character.

CHARACTERS BASED ON
FICTION

Itis relatively easy to translate the abilities of a characters
from movies, comics, and literature to the HERO System. A
beginning character may not match the idealized character
from the stories, unless the GM gives the player unlimited
points to work with. A character may not be as good as its
inspiration. However, he would be like the fictional character
when it was advancing to its hero state, who still had some
tricks to learn.

When the player character is based on a fictional charac-
ter, it's very important to remember that the player character
is not the fictional character. The player character is a
separate individual. He won't always get the same breaks
the fictional character got, and may end up with a different
background in order to work with the GM’s campaign.

CHARACTERS BASED ON
THE PLAYER

Itis possible for a player to base his character on himself.
In a cyberpunk world, it is suggested that changes be made
tothe name of the character and embellish the character with
the skills and talents the player possesses.

(PUTTING IT ALL TOGETHER)

Fleshing out the character with a history and personality
will make it seem real. Any player can steal personality traits
from the characters of cyberpunk fiction, or make their own.

The GM plays an important role in this process of charac-
ter conception. If the GM's campaign demands that certain
roles befilled, the players can design characters which fitinto
the roles. Similarly, the GM should describe the campaign’s
premise, as this will strongly influence the character concept.
For example, the GM wants all the characters to be merce-
naries-for-hire. This gives the players a character concep-
tion to begin with.

In addition, the player should also consider giving the
character unusual Background skills or abilities. Obscure
Professional skills or apparently useless Knowledge skills to
helps flesh out the character and make him seem authentic.
A Rocker might be an art collector, or a Reporter might be
fond of sailing. After all, you never know when KS: Wine
Tasting might come in handy. Be creative.
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It is possible to start a character entirely from scratch
allowing the player to pick skills and abilities one by one.
Alternately, the player can build his character around an
archetype. Archetypes represent the most common heroes
and protagonists in cyberpunk fiction.

To use a character archetype, a character merely has to
purchase the appropriate Package Deal. When a character
purchases an archetype, the character takes the skills and
disadvantages listed. The character pays experience points
forthe skills, and is given an equal number of disadvantages
to balance the cost, but there are exceptions. Some package
deals are worth more than the Disadvantages listed, and the
player must make up the difference with additional Disad-
vantages.

Example: Joe buys the Street Samurai Package Deal.

He takes the skills listed for the Street Samurai and

places them on his character sheet. He will pay for the

skills with his character points. For taking thesarchetype,

Joe gets 23 points of disadvantages. He must find 5

points of disadvantages to balance the cost of the arche-

type.

Aplayercan take a portion of the package deals, if desired.
The character archetypes are intended to make character
design easier, but they should never stifle creativity. The use
of character archetypes is subject to approval by the GM.

The rocker in the. Cyber Hero world is the artist of the
airwaves, the musician who takes the hard-driving beat of
the cyberpunk world and turns it into music to stir the soul of
youth. The rocker can be the social conscience of his
generation, or merely a hard-rockin’ musician looking for his
next gig.

As an example of rockers, consider Glorianna O’Toole
and several other characters from Norman Spinrad'’s Little
Heroes.

Typical Goals and Motivations: Rockers live forthe crowd.
Wealth comes with success, but true rockers seek fame.

Typical Abilities: Rockers require a high PRE; good COM
is also beneficial. The best rockers have good INTSs (to help
them keep up with the financial tricks of their managers), and
high EGO is legendary among rockers.

Suggested Disadvantages: Most rockers will have a Public
Identity, or at least a strong Reputation. Possible Psycho-
logical Limitations include “Must perform before a crowd,”
“Cares more about the music than the money” (or vice
versa), and “Always upstages.” Rockers commonly get
Rivalries with other rockers, and some have Dependent
NPCs (significant other, bumbling manager, etc.).

Roleplaying Tips: The stage is where things really happen.
Sometimes life can be serious, but it's all only rock and roll!

ROCKER PACKAGE DEAL

Skills and Talents Cost

KS: Play Musical Instrument 2
Choose two from the following list:

Acting, Conversation, High Society,

Languages (3 points), Mimicry, Oratory,

Seduction,Streetwise, System Operation 6
KS: History of Rock 2
PS: Musician or Singer 2
Traveler 3
Disadvantages Cost
Reputation (Rocker) 10
Package Bonus 3
Package Cost 2

The bounty hunter’s specialty is extraction: getting some-
one and bringing them to the client, alive. This can vary from
returning escaped criminals from the sprawls to separating
disaffected scientists from their current corporate employ-
ers. Much like the mercenary, the bounty hunter's specialty
is the surgical strike, but unlike the mercenary, stealth, not
force, is the primary tool for accomplishing the mission.

The archetypical bounty hunter is Turner from William
Gibson’s Count Zero.

Typical Goals and Motivations: The bounty hunter may be
financially motivated, orhe may truly believe in the way of life
offered by his employer. Goals caninclude a personal sense
of accomplishment, pride in never having lost a subject,
cleaning up the Sprawl, or destroying a corrupt corporation
by stealing all of its scientists.

Typical Abilities: Good INT and PRE are a must. Good
combat skills are typical, although they usually are defensive
in nature. Cybernetics, if used, will generally be concealed.

Suggested Disadvantages: Like security specialists, bounty
hunters often know more than is good for them, earning them
a Watched or Hunted. A bounty hunter can have a reputa-
tion, butit shouldn’t be extreme, getting too well known is bad
for the career.

Roleplaying Tips: In corporate extraction work the bounty
hunter often works with a team, either “his” team or one
hand-picked for the job. Bounty Hunters are careful and will
utilize every resource they can, especially other Archetypes.
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BOUNTY HUNTER PACKAGE DEAL

Skills and Talents Cost
Combat Driving 3
Security Systems 3

Choose one of: Bribery, Deduction,

Disguise, Forgery, or Interrogation 3
KS: Commercial Travel Schedules 2
Fam w/Small Arms 2
Fam w/ Criminology 1
Disadvantages Cost
Hunted (weaker previous subject,11-) 10
Package Bonus 3
Package Cost 1

¢ . w™EDIC. )

The medic, or street doc, is a practitioner of the medical
profession. Licensed or unlicensed, the medic is the path-
way to the glories of cybernetics. Some medics are them-
selves enhanced with eyes and hand-tools designed to
make their lives easier. Others avoid cybernetics, refusing to
practice what they preach.

Typical Goals and Motivations: The medic may be a
seeker of scientific knowledge, a “mad scientist” experi-
menter, a humanitarian healer, or a cash-and-carry busi-
nessman.

Typical Abilities: Medics usually need high INT and DEX;
good PRE and COM is good for business (especially for
cosmetic surgeons), but not otherwise required.

11

Suggested Disadvantages: Age and Reputation are com-
mon Disadvantages for Medic characters. A Psychological
Limitation “Needs regular dose of drugs” can simulate the
“strung-out doctor” stereotype; Unluck goes well with this,
but don't let it get around to your patients. Secret Identity is
useful if an otherwise reputable physician is running a black
clinic on the side.

Roleplaying Tips: Medic characters range from the crotch-
ety family practitioner to the bizarre purveyor of cybertech
marvels. Although the medicine can dominate the character,
the most memorable medics have skills and interests which
range far beyond a preoccupation with the healing arts.

MEDIC PACKAGE DEAL

Skills and Talents Cost
Paramedic (+1 to Skill Roll) 5
KS: Medicine 2

Choose one of:
PS: Physician and Perk: Physician’s License
or

Streetwise and one Contact 11- 5
KS: Cybertechnology 2
KS: Standards of Human Beauty 2
Forensic Medicine 3
Perk: Well Off 5
Disadvantages Cost
Psych: Helps People Only as Work

or Psych: Hippocratic Oath 10
Package Bonus 3
Package Cost 11
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( NETRUNNER )

A Netrunner is the cyberpunk equivalent of the computer
wizard. Computers and the Net represent the ultimate reality
for Netrunners. They spend much of their time in the simu-
lated world of their decks. Their understanding of the “real”
world is often limited or deeply flawed. But, their skill in
manipulating the Net, makes them invaluable.

The classic Netrunner is Case from William Gibson's
Neuromancer.

Typical Goals and Motivations: Netrunners spend much
of their time in the Net. People who enhance their bodies for
combat are just playing with the “meat”. Cyberspace is the
new frontier where anything can happen. The Netrunner's
victims may be picked from old enemies, or from whoever
seems the most profitable at the moment. But for the
archetypical Netrunner, the fun is in the challenge.

Typical Abilities: Netrunning is the essence of this charac-
ter. STR and BODY are usually low. INT, EGO, and SPD are
as high as they can be pushed. Cramming, Danger Sense,
Eidetic Memory, Lightning Calculator, and Speed Reading
are all useful Talents. Netrunners typically do not cyber-
enhance themselves, beyond getting a headjack. In their
view, it's just meat, so why bother?

Suggested Disadvantages: Age (representing either real
age or just bodily neglect) and Physical Limitations of all
kinds are typical of the Netrunner. Reputations and Rivalries
are common, particularly with other Netrunners, and there

can even be the occasional Hunted. A Secret Identity would
be appropriate if the Netrunner had a particularly infamous
persona, for example, “The Electric Samurai”, and did not
want to be pursued as a result. Many Netrunners have
Psychological Limitations like “Likes to make puns” or “Prank-
ster.”

Roleplaying Tips: Netrunners often have socially disas-
trous personalities. Even if it is not a disadvantage, it's rare
for a Netrunner to be the most charismatic fellow in the
group. Remember, however, that for all your disparagement
ofthe “meat”, you're just as vulnerable to a bullet through the
brain as the next guy, so you need meaty friends as much as
they need you.

NETRUNNER PACKAGE DEAL

Skills and Talents Cost
Scholar 3
Computer Programming 3
Decking 3
KS: Netrunners 11- 1
AK: The Local Net 11- 2
Security Systems 3
Disadvantages Cost
Prankster 10
Package Bonus 3
Package Cost 2
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€ DRIVER )

Drivers represent the people who have gone beyond
simple Transport Familiarity. They operate their vehicle via
cybertechnology. When they are jacked into their rig, the
chassis is their body, the sensors their eyes, and the wheels,
tracks, or wings their legs. A driver's vehicle is as important
to him as the Net to a Netrunner, or cybernetics to the street
samurai. The Driver Package Deal does not include the cost
for the vehicle as vehicles vary from character to character.
However, a Driver should spend a great deal of points on his
vehicle, see Perks.

Prototypes of the Driverinclude Cowboy from Walter John
Williams’ Hardwired and Ross Schuyler from K. W. Jeter's
The Glass Hammer.

Typical Goals and Motivations: Drivers can be highly-paid
couriers, speed addicts, or vigilantes of the open road. They
tend to congregate with other drivers, as it's difficult to
express the feeling of being part of the machine to those who
haven't experienced it. Drivers are often sent on missions
which require them to be alone for long periods of time.
However, interacting with other character types provide
them with employment and support to help maintain their rig
and a reason to go out on the road.

Typical Abilities: The driver's primary abilities relate to
controlling his vehicle. Thus, Drivers need a high EGO, DEX,
and SPD. Unlike the Netrunner, however, Drivers also take
care of themselves outside their vehicles and have a good
STR and CON as well.

Suggested Disadvantages: Reputations are common in
the Driver “community,” and they develop Professional Ri-
valries. Drivers are very focused on their vehicle, and al-
though they might destroy their rig during a run, they are very
protective of it otherwise.

Roleplaying Tips: The vehicle is the Driver's livelihood, and

for many Drivers, their life. Take better care of it than they do
their own bodies.

DRIVER PACKAGE DEAL

Skills and Talents Cost
Combat Driving or Combat Piloting 3
Mechanics 3
Weapon Fam: Small Arms Group 2
KS: Appropriate Vehicle Type 2
KS: Vehicle Types and Styles 2
Transport Fam. Appropriate Vehicle Type 1
Disadvantages Cost
Preoccupied with Vehicle 10
Package Bonus 3

Package Cost 0

( STREET SAMURAI )

The street samurai is the ultimate warrior of cyberpunk.
His home is the street, and his weapons are as much a part
of him as his attitude. The street samurai can work as a
bodyguard, an enforcer, or even an assassin, but he's
always ready to fight.

The classic street samurai is Molly from Gibson's
Neuromancer trilogy and Bruce Sterling’s Artificial Kid.

Typical Goals and Motivations: The street samurai is a
warrior of the new millennium, part man and part machine.
His sense of personal excellence stems from his belief that
he is the best at what he does. When he works for another,
he is the ultimate professional warrior. When he works for
himself, he only stops when he or his opponent is dead.

Typical Abilities: A street samurai will often resemble the
classical HERO System “brick™: high STR, CON, BODY, and
defenses. However, other samurai depend more on speed
than strength, with high DEX, SPD, and combat levels.
Defense Maneuver, Danger Sense, and Find Weakness are
all valuable talents. Also, more than any other archetype, the
street samurai will be cyber-enhanced.

Suggested Disadvantages: Distinctive Features, Hunted,
Reputation, and Rivalries are all classic street samurai
Disadvantages. Street Samurai tend to have Psychological
Limitations like Code of Honor, Code of Bushi, or Street
Code.

Roleplaying Tips: Remember that Samurai are not just
combat monsters; these characters know how to cut a deal
for their services, and are real tough to deal with if biz goes
bad. Samurai often keep the company of other Archetypes
to help round out their abilities. There is nothing like a good
Fixer or Netrunner to make a tight team.

STREET SAMURAI PACKAGE DEAL

Skills and Talents Cost
OCV +3 with Favorite Weapon 6
Martial Arts (choice of style) 10
Streetwise 3
KS: Cybertechnology 2
KS: Fighting Styles 2
Fam w/Common Melee Weapons 2
Fam w/Small Arms Group 2
Fam w/One Other Weapon 1
Disadvantages Cost
Street Loyal (total) 20
Package Bonus 3
Package Cost 5
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( MERCENARY )

Unlike the Street Samurai, the mercenary is a soldier for
hire. He may be cyber-enhanced, but his job is to deliver the
right amount of force to accomplish the strategic mission.
The Mercenary usually has a military background, and rarely
works as a bodyguard or enforcer. His jobs are usually fixed
target surgical strikes, with a maximum of planning and
nothing left to chance.

An archetype of the mercenary is Aubrey from Steven
Barnes’ Streetlethal and Gorgon Child.

Typical Goals and Motivations: Mercenaries usually work
for money. Although this may seem despicable, in the world
of Cyber Hero, such men are trusted for their forthrightness
and reliability; to a corper, everyone’s in it for the money.
Sometimes, however, amercenary will getinvolved in some-
thing as a “personal matter.”

Typical Abilities: Mercenaries are highly trained warriors
with good (but not necessarily superhuman) STR, CON,
DEX, and SPD. They are usually well equipped, and often
have Followers, “the men.”

Suggested Disadvantages: Psychological Limitations like
“Obeys Orders” and “Protective of his troops” are very
common in the mercenary. Mercenaries are often Watched
by superiors; they also often have Rivalries with other
mercenaries, lower-ranking soldiers, or with junior-level ex-
ecutives who resent the “dit” the mercenary represents. If
they’'ve got a dark secret in their past, this would be a Secret
Identity. Also, Reputation is important.

Roleplaying Tips: Mercs only want to know one thing from
theiremployer: the objective. After that, it's the professional’s
job, so the boss better get out of the way. Mercs never, ever,
let anybody stiff them for payment. Mercenaries are profes-
sionals and realize when others may be competent; so they,
will work with anyone that will get the job done.

MERCENARY PACKAGE DEAL

Skills and Talents Cost
Tactics 3
Martial Arts: Commando Training

(choice of maneuvers) 10

Choose one from the following list:
Combat Driving, Combat Piloting,
Concealment, Demolitions,
Interrogation,Mechanics, Paramedic,

or Survival 3
Fam w/ Common Melee Weapons 2
Fam w/Small Arms Group 2
Fam w/1 weapon from Uncommon

Weapons Group 1
KS: Military Procedures 2
Perk: Concealed Weapon Permit 2
Perk: Military Rank (Retired) 1
Disadvantages Cost
Obeys Orders 10
Reputation 8- 5
Package Bonus 3

Package Cost 8

(" SECURITY SPECIALIST )

The security specialist is the guardian of the wealth of the
cyberpunk world: information. He is the one to call when you
want your secrets kept secret and your credits kept safe. He
has some combat experience, but he is most expert at
working behind the scenes, using electronics and carefully
planning to safeguard the valuables. The Security Specialist
is also the one to call when you want to get someone else’s
valuables: he knows all the tricks.

Typical Goals and Motivations: The Security Specialist
can work for the money, orforthe challenge of his job. Rather
than viewing the attempts against his system as annoy-
ances, he sees them as validation of the importance and
quality of his services.

Typical Abilities: Security Specialists need a high INT and
EGQO, and a good PRE and COM as they deal directly with
their customers. They don't necessarily need good combat
stats, that's for security guards; but, he does have at leasta
working familiarity with weapons and combat.

Suggested Disadvantages: The security specialist tends
tobe slightly paranoid. (Justbecause you're paranoid doesn'’t
mean they're not out to get you.) They also tend to have
somewhat more stable home-lives than the typical street
warrior, making DNPCs a good possibility. Security Special-
ists often have a Reputation. Since they hold the secrets to
accessing many valuable corporate databases, they are
often Watched by their clients and ex-clients.

Roleplaying Tips: Security Specialists are trusted with
secrets, and their life depends on not betraying that trust.
However, just as they know that attempts on their security
systems are doomed to fail, they also know that if they can
tackle someone else’s system, it's because of their sloppy
work; almost like it is a duty to expose them.

SECURITY SPECIALIST PACKAGE DEAL

Skills and Talents Cost
Security Systems +1 5
Computer Programming 3
Decking 3
Concealment or Systems Operation 3
AK: The Net (local) 2
Fam w/Small Arms 2
Disadvantages Cost
Watched (by former clients, 11-) 10
Package Bonus 3
Package Cost: 5
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( DETECTIVE )

The detective is the one you see when there’s something
you want to know. He may be a Netrunner, searching
corporate data banks for your information, but more likely
you're paying for his ability to dig the data out of dark crannies
and put two and two together to get what you're looking for.

Example detectives include Marid Audran from George
Alec Effinger's, When Gravity Fails and A Fire In the Sun,
Carlisle Hsing from Lawrence Watt-Evans’, Nightside City,
Deckard (portrayed by Harrison Ford) in the film, Blade
Runner, and Charlton Heston's character in Soylent Green.
Chandleresque detectives are particularly appropriate to the
cyberpunk genre.

Typical Goals and Motivations: Detectives have been
described as ordinary people with extraordinary curiosity.
Whetherthatis universally true, the classic detective is rarely
satisfied with “doing a job.” He wants to know the whole story,
which makes him dangerous in the cyberpunk world. But by
the same token, it also makes him very useful.

Typical Abilities: An excellent INT is the primary requisite
for a detective. Some detectives have been rough, tough
street people with good STR, CON, and combat skills, while
others have been non-combatants. A good COM is not
required (although it is traditional), but nearly all detectives
have good PRE. Contacts are tremendously helpful to a
detective, especially in the police department or on the
criminal scene. Deduction skill is essential.

Suggested Disadvantages: Detectives often have a string
of DNPCs: their clients. This is particularly appropriate since
such clients are often in deadly danger and don't even know
it. Distinctive Features and Reputation are common; most

fictional detectives are well known on their “beat.” Detectives
are often Watched by former clients and Hunted by criminals
they helped send to the corp work camps. Psychological
Limitations like “Never betrays a client,” “Curious,” or “Code
of Justice” are also common. Detectives often are either
Watched by the police or have a Rivalry with the police
detectives if they tend to be more cooperative with the law.

Roleplaying Tips: If you can't figure it out the way you're
going, try another angle. The number one rule of the detec-
tive biz is never give up.

DETECTIVE PACKAGE DEAL
Skills and Talents Cost
Deduction (+1 on skill roll) 5
Conversation 3
Streetwise 3

Choose two of the following:
Bugging,Disguise, Gambling,
Interrogation, Lip Reading,
Lockpicking, Persuasion,

Security Systems, Seduction, Shadowing 6
AK: Home Area 2
PS: Detective 2
Fam: Small arms 2
Choose one of the following:

Traveller,Well Connected 3
Perk: Private Investigator's License 2
Disadvantages Cost
Psych: Curious (very common, strong) 20
Package Bonus 3
Package Cost 5
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( CORPER D

The corper is the man inside, the top of the cyberpunk food
chain. Corpers are executives of the megacorporations
which are the real governments of many cyberpunk worlds;
they can also be government officials in cyberpunk settings
where the government still has some power.

Corpers tend to be loyal to their organizations because it's
in their own bestinterest. While the corporation is supported,
their superiors may not be. In many corporations, the best
way to get a promotion is to eliminate the boss.

Corpersinclude Boss Tweed of John Varley's The Ophiuchi
Hotline, Sayuri Nakadi of Lawrence Watt-Evans' Nightside
City, Laura Webster of Bruce Sterling’s /slands in the Net,
and Conroy from William Gibson’s Count Zero.

Typical Goals and Motivations: The corper is a salmon
swimming upstream through corporate politics, hoping to
spawn in the upper echelons of the corporate power struc-
ture. In some corporations (such as the Rizome Corporation
from Islands in the Net), this is a matter of doing a good job
forthe corporation. In others (like Tessier-Ashpool S.A. from
Neuromancer or Josef Virek's nameless organization from
Count Zero), the high offices of the corporation are held by
individuals too preoccupied with their own interests to inter-
fere with a little empire building in the lower ranks.

Typical Abilities: Above all, corpers must thrive in their
environment. An excellent INT and PRE are helpful; combat
skills are less important. More than most cyberpunk charac-
ters, corpers tend to be high-skill, low-power types with
massive resources.

Suggested Disadvantages: Age is common for many high-
level corporate executives. DNPCs (the wife and kids) can
be very important to rounding out the executive’s life. Rival-

ries with other corpers within the same corporation are
common, and can easily become Watched (or even Hunted)
after a few turns of the corporate wheel. Very high ranking
corpers might have Reputations or even Public Identities
(consider Lee lacocca), butmost corporations tend to present
a uniform identity-less facade to the outside world. Psycho-
logical Limitations like “Loyal to the corporation” are com-
mon.

Roleplaying Tips: The corporation is your home, your
family, and your security. Everything you are you owe to
them, but much of what they are they owe to you, too. Inside
is the only place where the real power is.

CORPER PACKAGE DEAL
Skills and Talents Cost
Bureaucratics (+1) 5
Choose two of the following:

Bribery, Computer Programming,

Conversation, Oratory, Persuasion,

Trading, Traveler, Well Connected 6
High Society 3
Systems Operation 3
AK: History of the Corporation 2
PS: Corporate Executive 2
Perk: Corporate ID Card 1
Perk: Money, Well Off 5
Disadvantages Cost
Psych. Limitation: Affiliation (common, strong) 15
Package Bonus 3
Package Cost 9
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¢ REPORTER i)

The reporter of the cyberpunk world is neither the hard-
writing cigar-chewer of the 1940s, nor the pampered anchor
of today. Reporters in the cyberpunk world go out on the
streets to get their stories; once they find them, they report
them with hand-held cameras (or with built-in holovision
sensors and transmitters), often acting as their own technical
crew, and broadcast them live before official or corporate
censorship stops the truth from getting out.

Some reporters, of course, are involved in the age-old
news-as-titillation business dubbed “infotainment” in the
20th Century. These reporters pursue not the truth, but the
thrill.

An example of the cyberpunk reporter is Edison Carter
from television’s Max Headroom series. An example of the
infotainer is Danielle Stark from Gibson's Mona Lisa Over-
drive.

Typical Goals and Motivations: Cyberpunk reporters are
after the story, and they usually don’t care who it hurts.
Because of the live nature of cyberpunk media, stories are
often “tabloid-format,” with more titillation than substance.
Investigative reporters often walk a fine line between enter-
tainment and truth, with the line being drawn where the fists
of the rich and powerful fall.

Typical Abilities: Reporters are generally athletic and intel-
ligent, with good STR, DEX, INT, and SPD. However, a high
COM and PRE are essential, and more than one “talking
head” makes the ratings on those characteristics alone.

Suggested Disadvantages: Reporters are Hunted and
Watched by every scam-peddler they ever uncovered. Their
constanton-airappearances give them a Public Identity, and
may also provide them with a Reputation. Given the typical
reporter income, Dependencies are certainly possible; De-
pendent NPCs are also common for reporters in all time
periods.

Roleplaying Tips: Be brash, be bold, be first. Getting the
story (and the ratings) is everything; the second guy on the
scene gets nothing.
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( GANGMEMBER )

Gang members are the people of the street. They are the
forlorn youth of the cyberpunk sprawls, rulers of a few blocks
of turf by virtue of their numbers and their gangs.

Cyberpunk gangs are bound together by many of the
things modern inner city gangs use: common ethnic origin,
common neighborhood, and the common bond of youth.
However, cyberpunk gangs add distinctive clothing and
mannerisms which extend far beyond modern “colors” into
sometimes an entire imitative way of life.

Gang members from the cyberpunk literature include Alex
and his droogs from Anthony Burgess’ A Clockwork Orange
and the Gothicks from William Gibson’s Count Zero.

Typical Goals and Motivations: Successful gangs control
the “second economy” of sprawls: drugs, prostitution, and
illegal electronics and weapons. Unsuccessful gangs often
scavenge from their more depleted areas, bound together by
mutual need instead of mutual profit.

Typical Abilities: Gang members are street-tough and
street-mean. High CON, good STR and/or DEX, and a fair
amount of Body are all essential to the survival of any gang
member. Gang leaders should have high PRE, and may
wish to buy their “gang” as Followers. Unlike most of the
other fighting archetypes, gang members aren’t likely to
have accumulated enough money for real cybernetics.

Suggested Disadvantages: Although gang members are
powerful on their home turf, they are rarely welcome else-
where; Reputation and Distinctive Features are both appro-
priate disadvantages. Gang members are often Watched by
their gang, and forced to live by a “code”; some even believe
in it (a Psychological Limitation). Dependent NPCs are
uncommon; most gangs want your loyalty to them, not to
outside friends or family. However, occasionally a gang will
adopt a “mascot” (usually a younger child).

Roleplaying Tips: The world is a horrible place to live. Your
only friends are in the gang; it's your family, and its members
are your brothers and sisters. Gang members get the best
you have to offer; everyone else gets what they deserve.

REPORTER PACKAGE DEAL GANG MEMBER PACKAGE DEAL

Skills and Talents Cost Skills and Talents Cost

PS: Reporter 3 Streetwise 3

Persuasion 3 Martial Arts (Dirty Infighting:

Conversation 3 choice of maneuvers) 10

Streetwise or High Society 3 Choose one of the following:

Bribery 3 Breakfall, Climbing, Concealment,

Acting 3 Lockpicking,Shadowing,Stealth,

KS: Television Equipment 2 Tactics 3

Perk: Press Pass 1 AK: The Tunjf g

Disadvantages Cost ggr}fgnmga:l'tﬁms 5

Public Identity 10 Fam: Common Melee Weapons 1

| il 2 Disadvantages Cost

Package Cost 8 Distinctive Features (gang garb) 10
Watched by the gang, More Powerful 8- 7
Package Bonus 3

Package Cost 3
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¢ MECHANIC )

In the technological world of cyberpunk, the mechanic is
the one who makes things go. Mechanics repair, replace,
and modify the cybernetics which give the street samurai,
the Netrunner, and the driver their special abilities. The
mechanic’s own equipment (cyber or not) is often hand-built,
either cobbled together from whatever parts were available
to be scrounged or masterfully crafted as a flawless speci-
men of the art.

Mechanics often have difficulty empathizing with the people
who use their work. To them, the equipment is the thing; the
thrill is in making it work, not using it—a subtle but significant
difference.

One archetype of the mechanic is the Finn from William
Gibson's Neuromancer.

Typical Goals and Motivations: Mechanics are always on
the lookout for new equipment and supplies of spare parts.
In the broken-down economy of the cyberpunk world, “you
can't get ‘'em like that anymore.” They also like creating new
and different devices, or coming up with new applications for
old equipment.

Typical Abilities: Mechanics tend to have good DEX and a
decent INT, although they sometimes have low EGO. High
STR and BODY is not a requirement, and “tech-rats” tend to
have a low PRE as a stereotype.

Suggested Disadvantages: Age is a common Disadvan-
tage for Mechanics; they have often spent long years learn-
ing their trade and gathering their horde of parts. Some
Mechanics may be Hunted or Watched by ex-clients; a few
are disabled (Physical Limitation). Psychological Limitations
of “Hard to empathize with people” and “Annoying” are
common. Mechanics may develop Reputations within their
own field, but these rarely extend beyond other tech-rats.

Roleplaying Tips: Your ability to make machines jump
through fiery hoops is your stock-in-trade, and your cache of
parts is your gold mine. Those street samurai may be crazy,
going out and getting shot at, ruining valuable equipment,
but they come back to you every time to get their cybernetics
patched up.

MECHANIC PACKAGE DEAL

Skills and Talents Cost
Electronics 3
Inventor 3
Mechanics 3

Choose two of the following:
Bugging,Demolitions,Forgery,
Lockpicking,PS:Engineer,Security
Systems,Systems Operation, Trading,

Weaponsmith 6
KS: Cybernetics 2
KS: History of Electronics Industry 2
Disadvantages . Cost
Psych: Packrat (Common, Strong) 15
Package Bonus 3

Package Cost 1

¢ ~ FIXER )

The fixer is the broker of the semi-legal cyberpunk world.
The fixer's job is to make things happen. He knows every-
body and everything, and brings the right people and mate-
rials together to accomplish his client's mission. He's not
above mixing it up if that's what it takes to get the job done,
but that isn't really what he’s in the biz for.

Classical fixers include Armitage from William Gibson’s
Neuromancer, and Hassan from George Alec Effinger's
When Gravity Fails.

Typical Goals and Motivations: The fixer can be motivated
by money, by a desire to support his client, or just the
satisfaction of a job well done.

Typical Abilities: The fixer's abilities are focused around
maintaining his connections. He has high COM and PRE, a
good INT, and a reasonable EGO. Talents include Lightning
Calculator (for figuring those bills) and Luck. Perks (espe-
cially Contacts and Favors) are particularly important to the
fixer, and Money can't hurt.

Suggested Disadvantages: A Reputation is critical to a
fixer. Without it, he doesn’'t work. Age and Distinctive Fea-
tures also can work, and in the fixer business you'll pick up
the occasional Watched (Hunted tends to be bad for busi-
ness). An “Honorable” Psychological Limitation can be use-
ful for your reputation, but can occasionally get in the way of
good biz. DNPCs are more appropriate to this archetype
than most other cyberpunk characters.

Roleplaying Tips: Be friendly to everybody. You never
know where the next job’s coming from, or when you can
make a match-up. Remember why you're in this, and be
careful not to take things too personally. It's only business,

FIXER PACKAGE DEAL

Skills and Talents Ct::st__|
Streetwise 3
Bribery 3
Conversation 3
AK: Home Territory 2
KS: Finance 2
Weapon Fam: Pistols 1
Language: Select One 2
Perk: Well Connected 3
Perk: 3 Contacts 11- 3
Perk: 2 Favors 11- 1
Disadvantages Cost
Reputation: Good Businessman 11- 10
Package Bonus 3
Package Cost 10
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ARTIFICIAL
PERSONALITY

The artificial personality is the penultimate cyberpunk
character. Artificial personalities are artificial intelligences
which can interact with the world of the PCs. They may be
intentionally or artificially produced, or may even be record-
ings of real people encoded into chipware.

Important Note: Since artificial personalities are artificial
intelligences, they are governed by those rules (as explained
on p. 182 of the Hero System Rulebook and expanded in the
Netrunning chapter of this book). Artificial personalities have
no physical statistics, only those equivalents listed in the
Netrunning chapter. Artificial personalities get no points for
the lack (except the Physical Limitation No Physical Body).
They cannot “buy down” their STR to 0; they just don't have
any STR.

Artificial personalities have been marked with a € be-
cause they can completely alter a GM’s scenario. These
“super-hackers” often have abilities within their computer
universes which can make Swiss cheese of the best GM’s
scenario, and should be used with caution. GMs considering
using artificial personalities as PCs are encouraged to read
the Netrunning chapter of this book carefully.

As an alternative, artificial personalities can have a body
(they become androids or robots). Since near whole-body
replacement is possible within the cyberpunk world, cer-
tainly constructing an android is well within the technology.
Androids are built as normal characters, although the pack-
age deal (less the No Physical Body limitation) might still be
appropriate. Also see the Automaton Powers on pages 180-
181 of the Hero System Rulebook. Note that an artificial
personality does have EGO, and therefore should not be
immune to EGO attacks.

Archetypes of artificial personalities are television’s Max
Headroom, Robinette Broadhead from the later books of the
Gateway/Heechee series by Frederick Pohl, Roy Batty

(Rutger Hauer's character) from Blade Runner, and
Wintermute and Flatline from William Gibson's Neuromancer.

Typical Goals and Motivations: Artificial personalities can
have goals and motivations which are very human-like, or
which are incomprehensible to those of the flesh.

Typical Abilities: Artificial personalities are exceptionally
skilled inthe Net; they are as “athome” there as we are in our
universe. Since they only have INT, EGO, DEX, and SPD,
these all tend to be high.

Suggested Disadvantages: Aside from the obvious pri-
mary disadvantage (Physical Limitation: No Physical Body),
most artificial personalities are rife with Psychological Limi-
tations, ranging from Max Headroom’s stammer and con-
stant DJ monologue to Wintermute's ever-serious point of
view and lack of understanding of humanity. If your cyberpunk
universe has anything like Turing Police, artificial personali-
ties are Watched (or maybe even Hunted).

Roleplaying Tips: You're a full-time cyberspaceman with a
jack’s-eye view on life. You may be happy in this cyberlife,
thrilling in your abilities in cyberspace, or you may long for a
real body and a human touch. In any case, remember: be
strange, because you aren’t human any more.

ARTIFICIAL PERSONALITY PACKAGE DEAL
Skills and Talents Cost
Computer Programming 3
Decking (+2) 7
Increased Char. Maxima: INT 23 9
Increased Char. Maxima: Speed 5 . 10
Disadvantages Cost
Psych. Limitation: No Physical Body 25
Package Bonus 3
Package Cost 1
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Once the player has an idea what his character is like, he
has to get down to the nuts and bolts of character design.
This involves picking skills and powers, assigning Charac-
teristics, and balancing points. The following sections should
help the player choose appropriate abilities for his character.

( CHARACTERISTICS )

In general, Characteristics function identically for all cam-
paign settings. Most Cyber Hero campaigns are heroic
campaigns and all characters should be built using Normal
Characteristic Maxima. The major metaphor in Cyber Hero
is transcendency through cybernetic augmentation. To rep-
resent the limits of the human machine, no character may
exceed Normal Characteristic Maxima. However, the limits
of mechanical or new biological machine parts are much
greater then the human machine.

Characters may purchase cybernetic equipment, such as
CyberArms or nerve boosters, which will bring a character-
istic above the Normal Characteristic Maxima at the GM's

option. Primary characteristics boosted by cybernetics may
not affect Figured Characteristics. For example, boosting a
character's STR through muscle replacement may increase
his STUN, but boosting a characters STR through a me-
chanical CyberArm may notincrease his STUN. If “boosted”
characteristics do not affect figured characteristics, they
should be bought with a 1/2 Limitation (see the Hero System
Rulebook). As a rule, attributes boosted by tissue replace-
ment orlong-term drug therapy will affect Figured Character-
istics, but attributes boosted by cybernetics will not.

When a cybernetic system or muscle graft takes a charac-
ter past the maximum listed score in a Characteristic, the
character pays double the cost. For example, a character
with a SPD 2 buys a +2 Speed Elevator, his SPD is now 4,
the maximum allowed; a character with a SPD of 4 buys a +2
Speed Elevator, his SPD is now 5.

Note also that the GM may require you to pay for cyber
enhancements with money as well as points. For more
details, see the Campaigning section.

STRENGTH

Physical strength is less important in cyberpunk cam-
paigns than itin most other heroic campaigns because of the
high-tech weaponry. However, characters who intend to use
autofire weapons, especially of high caliber, should pay
attention to the STR minima for those weapons and select
their STR accordingly. STR can be boosted through muscle
transplants, either with tougher muscle or artificial tissues as
well as mechanically. Depending upon the desired special
effect, this can look very natural, or give the character a
gnarled, twisted appearance, or even be a mechanical
framework around the character.

DEXTERITY

Dexterity is very important to any cyberpunk character. It
is the primary determinant of Combat Value (and therefore
expected damage with cyberpunk weaponry) and many
skills. It also affects SPD which is critical both to combatants
and Netrunners.

CONSTITUTION

Since END and STUN are both based on CON, this
Characteristic is useful for characters who will be doing a lot
of fighting. High CON is particularly important for the Street
Samurai and other warriors, since CON determines when
and if a character is stunned.

In Cyber Hero, CON can be increased by drug therapy,
tissue grafts, or cybernetics.

BODY

BODY is crucial to a character’s survival, especially in
campaigns where the optional Impairing and Disabling
wounds rules are being used. BODY figures into the
character's STUN and mostimportantly cetc . ines his point
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of death. BODY can be increased by drug therapy or purely
mechanical implants, such as metal exo-skeletons or
reenforcement, can greatly boost the body’s durability, and
can be repaired more quickly than having bones re-knitted.

INTELLIGENCE

High values in this Characteristic are the trademark of the
more scholarly charactertypes (Netrunners, Reporters, etc.),
but can be useful for all characters. A good INT score is
useful for any character who plans to take INT-based skills.
It also figures into a character’s perception roll.

EGO

EGO Rolls reflect a character's courage and strength of
will. EGO is extremely useful for any character who plans to
do a significant amount of Netrunning. Combat in the Net is
based on Ego Combat Value (ECV), and many other
Netrunning activities depend on a good EGO. The Side
Effect from cybernetic implants is also based on EGO.
Characters who do not intend to suffer from the psychologi-
cal effects of rejection should also buy up their EGO.

EGO boosts are often part of personality modules
(“modies”). For more information on modies, see the Skillsoft
section under Equipment.

PRESENCE

Within the cyberpunk universe, itis often unimportant what
youdo, so long as you do it with style. In a cyberpunk setting,
the eyes are on the heroes because they stand out. A high
PRE indicates that people stop talking when you enter a
room; that's the cyberpunk way. PRE also helps you resist
Presence Attacks from NPCs.

Like EGO, PRE can be boosted by Modies, see the
Skillsoft section under Equipment.

COMELINESS

Less important from a game mechanics standpoint than
other characteristics, COM is part of the cyberpunk image.
For many, looks and style are their stock-in-trade.

COM can be enhanced most easily of all. Cosmetic
surgery in our time is already capable of doing wonders, and
with the high-tech medicine of the genre some wealthy
people have cosmetic surgery just to dress up for a party.

PHYSICAL DEFENSE & ENERGY DEFENSE

With high-tech weapons available inthe world of cyberpunk,
normal PD and ED are not as useful as in other types of Hero
campaigns. Some weapons will not be as effective against
a high PD or ED, but the majority of weapons do Killing
damage, attacks which PD or ED will not help against. GMs
and Players should review the armor provided in the Equip-
ment section.

SPEED

To acertain extent, SPD is the measure of the character’s
combat ability and has a dramatic effect on a character’s
effectiveness in combat situations. In addition, to a great
degree the difference between a good Netrunnerand a great
one is SPD. Experienced characters eventually raise this
Characteristic as they gain proficiency.

Speed can be enhanced through cybernetic augmenta-
tion as any other Characteristic, but the long-term effects
may not be represented in gaming terms.
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RECOVERY

A high REC is always beneficial as it determines when an
unconscious character recovers and helps any character
who has taken STUN recover faster. Most combat-oriented
characters will eventually build up their REC.

Like STR and CON, REC can easily be built up with drug
therapy. Cyber-enhancements are also effective as they
release antibodies which effect the character’s tissue.

ENDURANCE

Many characters, especially those with a high CON, can
get by with their base END. If the PCs are using modern
weaponry a high END may not be necessary. Enhance-
ments to END are also available in the Equipment section.

STUN

Another Characteristic frequently slighted in favor of other
concerns, STUN is one place where every point is well-
spent. Combatants usually buy up their STUN by at least as
much as they bought up their PD.

STUN is difficult to raise with cybertechnology as machin-
ery or tissue cannot increase the amount of trauma the body
can take or the brain's mechanisms to deal with it. Military
experiments have attempted to aid soldiers, but the long-
term use of cybertechnology was halted as the damage to
the human body was severe and the drawbacks far out-
weighed the benefits.
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(CHARACTERISTIC RANGES)

This section explains what Primary Characteristic num-
bers mean and how they compare.

DEFICIENT (1-4)

Primary Characteristics below 5 mean that the character
is disabled in some respect. This level is inappropriate for
most heroes, although one Characteristic in this range can
provide a “hook” to define and describe the character. For
instance, a street samurai with a 3 Intelligence is as dumb as
a box of rocks, and a mercenary with a Comeliness of 2
sends people screaming into the street.

POOR (5-7)

Characteristics in this range are below average. Though
most heroes have above-average Characteristics, they may
have one or two in this range. Even though Characteristics
in this range are below average, they are not unplayable. In
fact, low Characteristics can be just as useful in defining a
character as high ones. For example, a Netrunner who
spends little time outside the net should have exceptionally
high EGO but low STR.

AVERAGE (8-12)

Primary Characteristics for the general population aver-
age around 8. This takes into account men and women from
adolescence to middle age. An active, healthy adult between
about 16 and 32 years old has primary Characteristics of 10.
This is the Base Value for the Characteristics of PCs.

NOTABLE (13-15)

People remark on abilities in this range, but people who
are cyber-enhanced usually have characteristics higher
than this. Remember that a character with STR 15 can lift
twice as much as a STR 10 character, and a character with
a 13 Dexterity is unusually quick. Heroes, being exceptional
individuals, probably have several characteristics in this
range.

REMARKABLE (16-20)

Characters with characteristics in this range are one in a
thousand; they are described as very strong, incredibly
tough, brilliant, and the like. These key characteristics are
those most important to the character.

Characteristics this high are often “boosted”; players gen-
erating such characters may consider defining attributes this
high as cybernetics. '

INCREDIBLE (21+)

Natural characteristics over 20 are very rare (one in a
million); stories are told of the hero with a 25 STR, and a
rocker with a 24 Comeliness is the sex symbol of the day.
Characteristics in this range are superhuman, and often
provide the “hook” the rest of the character is built around. A
hero with a 25 Strength seldom needs additional abilities to
feel unique.

Characteristics this high are always the cause of cybernet-
ics or other augmentation.

( - SKIELS 9

All HERO System skills are available in the world of Cyber
Hero. Such a setting corresponds to a “modern” world in
terms of where skills may be learned. However, certain skills
are limited or expanded in Cyber Hero, as discussed in the
Skill List (below). All limitations or expansions are subject to
GM'’s approval, and should be examined for compatibility in
the GM’s campaign.

SKILL LIST

Skill Availability
ArObatos: R Uncommon
ACHNG s cvisnmmmmanvmmmmuiviimiss sorsssss Rt s Common
Animal HAaNAIBT ....veecceeeeiee e e Uncommon
Breakdall covnnisssisninimsmniiueisaingmmg Common
BIABEIY, iassccusmaimenemieimenivsisinsmiiimes s s s s i Common
Bugging (Eavesdropping) ............... T T Common
BUIBAUSEREC v s Common
CHMBING ..o iosssvmvmumssmsmmmmeinssissis sasovsis s s Common
Combat DAVING ...co.veevieiireriiiecreeir et s e eeeeie e e Common
Combat Piloting «suoniainvanananiniinasss Common
Conibat SKILLEVBIE ... ounnmimamsimimmaraammiasimi Common
Computer Programming ......c..ceoveeeivueresesiesieesieareenes Common
Concealment

Contortionist

Conversation

CHMINOIOOY v s osmaaasi i

BT o1t ors [2o] 4§\ APPSR S R Common
DOCKI oy i daii v Common
DSAUGHON  cisisuosaumisssivmsivasssims s inada s Common
Demolitions ........ooeeeeee e Uncommon
DISQUISE s iviiicisiis i i i s Ssaseedsavsss Common
EIOCHONIES -« cuisions st ssssisiaimimsnionm s iatsaiaieiss Common
Familiarity .......coocviieiiiiiiiecirenees e e Common
Forensic MediCing .......cccccoeeiciieiiirecce e Common
| O112 - TS Uncommon
(E7:T71] ][] s e e e . Common
HIGE:SOBIBIE wonnumsmsmrimm e i s s A iy Common
INtErrOgation ......ccceiiecriiiiie e Common
VIO i mmmi i sia sy sy nrassms s Uncommon
Knowledge SKills ..o renns Common
LaNQUAGES ....coveciieree st ene s ers s Common
Lip=reading ... oeiisiiininmmmmmmnnnrsmnmrssnnssssssrasss Uncommon
LosKpIeRING .covmmmsssnniiins i diaivaieei Common
Martial AMS ..ooiveeie e e e Common
Mechanics .......cccccevevriveeennn. STy e RO Common
WRITHGIY < ciomisiinmismsmamemmmimmsiissisiss i st Common
NaVIgation .....ccceeviiiiirc e Commoen
OGO sivinsramimmiiili st st Common
PAFAMIBHIC. .vnvinisivsiomsmmiisisanssamssm o s inisms Common
PEIrSUASION ....cooveieee ettt e ete e Common
Professional SKills .........cccccoiviicivcieciieiieiicce e Common
Range SKill LeVels ........cccccvivciiciiecnninincnenre s iasiins Common
RIdiNG ooviiiiiiiies v Uncommon
SOIBNCE romvis s e s e Common
SOCUNMY SYBIOIMS c.iciorssssssissnsmnsivsnissssisssnsivizsssnimisis Common
ST Te (1T (o] o TR TTP OO Common
BN ROIWIN os coos avsastisans e S s RS e et Common
5[0 110 0 < 15 [N  G Common
SKill LEVEIS ..oooviiiiiiiiieiie e Common
T L T Common
SHEBIWISE ..ottt Common
Survival (Jungle, Urban, Arctic, etc.) .....coceeveveveeen, Common
Systems Operation .........ccccoveeviiicceeeccrrseee e Common
L= (=SSOSR Common
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Skill Availability
T I e e e e e e e e e e s Common
Transport Familiarity ..........cccoeerieiininnesnnecrecseens Common
VantrlogLISI .cousimminmismimsmsssire i Uncommon
Weapon Familianity ......cccoveiieiieiniminensicneeeecreeineenne Common
WeaponSMIth .....uveeeeeeeriiirrieeseeerieiseessearerasresssensssane Uncommon
EVERYMAN SKILLS

The following standard list should be used as a default if
the Gamemaster has not prepared a list for his specific
campaign setting. Every character has free Familiarity (8-)
with these Skills.

* Climbing

* Concealment

» Conversation

¢ Deduction

* Paramedic

» Shadowing

* Stealth

* Transport Familiarity (automobiles)
+ 4 points of Language with native tongue
* Area Knowledge: Home City

* Professional Skill of Choice

ANIMAL HANDLER

Animals are uncommon in the cyberpunk setting. Many
animals have become extinct, while the household pet is too
expensive to be enjoyed except by the very rich.

Animals would make interesting followers, especially a
cyber-equipped pet. Cyber-equipment for an animal could
be more expensive, as there is less call for it, or less
expensive, \especially for a smaller animal. The GM must
determine the monetary cost of any animal cybernetics.

BRIBERY

Bribery is common in the cyberpunk universe. People
seem willing to offer their money, goods, services, and their
bodies to get what they want. Characters who fail a Bribery
roll are unlikely to be arrested in most cyberpunk settings. At
the GM’s discretion, on a failed Bribery roll the bribed NPC
may take the money, or other services, but not hold up his
end of the bargain, or the PCs may end up paying much
more. An important factor to remember when using bribery,
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is that all electronic transfers of money are monitored.
Characters may need to use Trading as a Complementary
Skill when bribing NPCs with something other than money.

BUGGING

Bugs in cyberpunk range from laser sensors which “listen”
to a room by reading window vibrations to microtransmitters
which record every word spoken within 50 feet, convert it to
digitized form, and transmit it in a high-speed compressed
burst hours later. As the bugs become more sophisticated,
they become harder to detect. GMs may give characters
sweeping a room for bugs penalties of up to -5, if they do not
have the appropriate equipment, due to the bugs’ techno-
logical sophistication.

BUREAUCRATICS

This skill is the life's blood of the corporate executive as
well as the swarm of the faceless masses. Everyday life is
filled with government and corporate red tape. When charac-
ters are interacting within this mill, bureaucratics may be the
difference between getting what's needed or going without.
In the decentralized bureaucracies of the cyberpunk corpo-
rations, proper use of this skill can yield anything from one-
day security passes to the use of the corporate jetl GMs
should watch carefully, the records of a bureaucracy tend to
catch up eventually, and one failed skill roll can bring all that
illicit paper-shuffling crashing down on the offender’s head.

COMBAT DRIVING /COMBAT PILOTING

Some vehicles can be driven by “jacking in” directly
connecting your brain to the vehicle’s control computer via a
headjack. Driving while jacked-into a vehicle increases the
driver's SPD by 1 for the purposes of controlling the vehicle
(see Hero System Rulebook, p. 192). In addition, a single
driver can both drive the vehicle and activate the its weap-
onry without a skill penalty (separate rolls are still required).

COMPUTER PROGRAMMING

Computer Programming can be a very important skill in
the world of cyberpunk. Itis a necessary skill for Netrunners,
as it allows them to improvise software while in the net, even
if it was not available in their deck. Most cybertechnology
runs on computers, making Computer Programming a use-
ful Complementary skill. For details on how to use Computer
Programming in the Net, see the Netrunning chapter.
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CRIMINOLOGY

In the cyberpunk era, criminology extends to taking DNA
readings from skin flakes and computer-correlating them
with genetics files. Although these techniques have im-
proved, the precautions taken by criminals have also im-
proved. Thus, despite the advance in technology, there has
been no real breakthrough regarding this skill.

CRYPTOGRAPHY

Codes in the cyberpunk universe are often computer-
generated, with trapdoor keys, keys which allow items to be
encoded