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Wakey, wakey, friend Citizen! Another daycycle, another chance to Serve the Com-
puter in a fantastically fun and semi-dangerous way! Clear the sleep-drops out of your
eyesand expunge your system of all Nitey-Nites (there's abucket near your bunk) and get
ready for work!

What's that? Y ou don't know what you're supposed to be doing here? Y ou don't even
know where "here" is? Sigh. Well, that's PLC for you ... ask for a"new clone" to work in
the commissary and that's what they send me — anew clone.

What do you mean, who's a clone? You are! That's right, Buck-O — thanks to your
friend and mine, the Computer, we've discarded al that messy "breeding” stuff and gone
right to the full-grown human model. | believe you are an XT109-4f7GOoof-BAAL model
6 ... yeah, | saw one of you comethrough awhile ago. Hopeyou do better than thelast one
—that sorry clonewent through asix-pack inlessthan adaycycle. Instead of serving food,
that clone ended up being it! Ha!

Oooh, | see you till haven't processed all your Nutritional FoodLyk Product yet ...
maybeyou better stay near that bucket for now. Don't want to mess up thefloor any more,
now do you? Untidiness makes the Computer ... upset, don't you know.

What's the Computer!? Boy-O, you must have lost your MemoMax sampler or
something. It's a good thing | woke you up and not one of your supervisors ... I've got time
to answer afew questions. But don't make me late for my workcycle; that'll get us both
in trouble.

Say ... I've got an idea. Why don't you plug into this MemJack? It's got all the
information you're allowed to know on it, and you won't have to worry about asking me
any awkward questions. Go ahead ... plug it right into your ear and —
Z77ZAAAAPPPPP!

Tsk, tsk. Electrocuted. Gotta get that thing fixed ...

INFORMATION 1S A DANGEROYS THING | TZEN, WHERE IS
As can be seen from the preceding passage, getting even alittleinformation CITIZEN ED-I-TOR?
about Paranoia is a little more tricky than in most game settings. Not ARE YOU CERTAIN THATHEIS IN
everyoneiswilling to answer your questions or help you out... infact, most HIS QUARTERS, CITIZEN?
cloneswould liketo seeyou run over by atranstube becausethey can breathe / ;i
asigh of relief and relax for amoment, stating the Alpha Complex motto of VERY WELL, CITIZEN. THANK YOU
survival: o FOR YOUR COOPERATION.
"Thank the Computer it didn't happen to me!" \

Thereis only one place where you can safely obtain information about
AlphaComplex andtheworld of Paranoia and that'shere, inthe Paranoia:
Fifth Edition rule book. Read thisbook, learn fromit, and learn how to live
with the information you find here. Not al of it is pleasant, not al of it is
safe ... but it should be fun, nonetheless.

Weteome, Criizew! 3
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DoN'T SHARE

By this, | don't mean "Don't share your book." While | would prefer it if you forced all
your friends who want to play Paranoia to go out and buy their own copies of this book
(hey, | might get araiseifthey bought alot of these books), that's not what | had in mind.
What | meanis, don't share information. There are two reasons for this.

SimoLe Paranora

The simple Paranoia reason for not sharing information is this: If they
know more than you do, you won't survive as long. That's a fact. In other
roleplaying games, | hear that players and characters work together toward

acommon goal. That would be true of Paranoia as well ... if the common goal

were the eradication of the entire party. You see, in Paranoia, it isn't "us against
the world" — it's more "me against you, and if the world gets in the way, we'll tell it to
bugger off while wekill each other."

CompLEX Paranora

Not everyone is supposed to know everything. In other roleplaying games, playerslike
to "bone up" on every rule they can, hoping to get that last little bit of advantage out of
every situation. How often have you sat around the gaming table and heard:

"But it saysin therules| get +15for flank and + 20 for rear —1 should have hit!"
"It says right here that if | allocate my [deleted for trademark reasons] and

complete my escapade, | get to rule the world!"
"I rolled a twenty! That means| cut the monster's head off, get all the treasure, and

rescue the princess as well! Yay!"
And, as agamemaster, how often have you wished tojust say, "No — |I'm sorry; you

Tim Bobko

4 WeLcome, Crrizen!
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failed. Your character has a fifty-ton weight dropped on his head, and he dies with his
intestines forcing their way up his esophagus and out his mouth.”

Well, maybe not in those exact words, but you get the idea.

The rules of Paranoia are sacred and should be known only to the gamemaster.
Knowledge of the rulesis treason, and any player who exhibits knowledge of the rules—
beyond what the gamemaster has graciously allowed him or her to know — is subject to
termination.

Whoops. | mean, the character is subject to termination. The distinction is hard to
make sometimes in Paranoia. Generally, if aplayer says something in aParanoia game
session, it is assumed his character said it or did it in a game session.

So, if aplayer starts to chimeinwith, "But in the rules it says that aroll of 1 isan
automatic success —" the gamemaster can chime in with:

"I'm sorry, Citizen, what did you say?"

The player looks confused, then continues. "On page 122, it says that —"

"Page 122 of what, Citizen?'

The player looks alittle more confused, brings out his copy of the rules. Other players
edge away from him visibly. "Right here, it says —"

"ZAP! Mark off a clone, friend Citizen. Unauthorized possesson of confidential
information is a treasonous offense.” The gamemaster takes the rulebook out of the
player'slimphand, smiling helpfully."I'll just keep thisover hereuntil theend of thegame
session.”

Wiy So STRICT?

In so many roleplaying games, it seemslikeit is"the playersversus the gamemaster,”
and the gamemaster is outnumbered. Not only that, but the gamemaster is expected to
be "fair" and "play by therules,” even when the player characters are way too tough for
an adventure. And, when the gamemaster designs a challenging adventure and a few
favoritecharacters get limbsor heads hacked off, the gamemaster hasto put up with sighs
and whining for the next several weeks — unless he cavesin right away and brings the
poor, dead sucker back to life.

In Paranoia, the gamemaster could be seen as "against" the players. Certainly, the
odds are stacked against the player characters. Everything they have, everythingthey do
isunder the watchful eye of the Computer, and, if the gamemaster so decides, he can kill
them off at any time. Not only that, but playerswhowant to survivemust learnto sacrifice
each others' characters to the bloody grip of the gamemaster — "better you than me" is
definitely the Paranoia motto.

Canv THIs BE Fun?

If you haveasenseof humor, it canbehysterical. If youareaplayer whofee shealways
has to win or at least look good, you better rethink your whole gaming attitude. In
Paranoia, you're supposed to lose — but the style with which you lose determines how
much fun you, and the other players, have.

HELPFYUL HINTS

To help you get into the "mood” of Paranoia, this text has been compiled with some
insider notesand commentsthat may giveyou someideaof what youwill bedealingwith
in the world of Paranoia. The following are brief descriptions of some of the commentators
who may chime in at any given moment with "helpful hints' and comments on the text.

This is the symbol for the Computer, the Big C. It is the official ruler
and still champion of AlphaComplex, soyou better listentowhat It says.
Of course, It can get Itswires crossed or Its chips shuffled now and again,
S0 be careful.

Roy-G-BIV is supposed to be your average clone-on-
the-transtube. Maybeheis, maybeheisn't. All weknow
is he'sway too cheerful and outgoing for acitizen of his
security clearance ... especidly for someone who is
daring to speak his opinions aoud.

WELCOME, CrTizen! 5
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Whatta-U-KNO is the master of all he surveys. Alongwith aselect few
other High Programmers. Whatta-U is the elite among clonekind. Al-
most on alevel with the Computer Itself, Whatta-U can get away with a
lot more than any lower-clearance clone. Keep that in mind when you
listen to his advice.

We aren't sure what Tray-TOR's security clearance
is, or even if that's her real name. We do know she has
been convicted of many treasonous acts too heinous to
name here, but she has managed to avoid being blasted or vaporized by
the Computer's loyal minions or Its own defenses ... so far.

EcchssMAN is aregistered mutant who has powers
and abilities far beyond those of mortal clones. He's just
barely tolerated by his fellow clones because of his
disgusting mutation, but he might have a few things to say that could
interest the prospective player.

Nick Fur-1-OUS is a member of the Computer's
Armed Forces. The Armed Forces are one of the largest
L Service Groupsin Alpha Complex, and many clones are
employed there. The Armed Forces are in charge of defending Alpha
Complex from invasion, attack, or occupation. So far, they have done §

their jobs amazingly well — in over 200 years of recorded Computer
history, there has never been aninvasion, attack, or occupation of Alpha
Complex.

James-B-OND isamember of another Service Group -the Computer's
secretive Internal Security, or "IntSec." James is a terrifically efficient
agent —just ask him. But. seriously, he's survived long enough to gain
status in the agency; he must have something (mere likely, he has
something on someone).

Eve-R-EDY s new to her profession, and already she
is making a name for herself. She is a Troubleshooter
Team Leader, one of the Computer's finest. Since most
player characters will be Troubleshooters (though only a select few will
actually be Team Leaders), you should pay particular attention In
whatever she has to say.

Note: Sometimes, the commentatorswill contradict, refute, or other
wise disagree with the text in this book. Who can you believe? Well, we
could say that everything in the main text istrue, and the commentators occasionally let
their bias creep through ... but we'd belying. That'sright: Not everythingyou read about
Alpha Complex, Troubleshooters, Paranocia or anything else in the book is completely
true. Or maybe it is. | suppose you have to make that decision yourself, don't you'?

READ ON, McDyrr

Ifyou aregoing to play Paranoia, start by reading "ThisisaLife?" and continue
reading all sections marked "Infrared Clearance" or "Red Clearance" at the top of
the page. Y ou aren't supposed to read anything marked "Ultraviol et Clearance"
CITIZEN, WHERE IS CITIZEN unless you are the gamemaster. What this really means is. don't get caught
ED-I-TOR? knowing any of the rules or information listed in those sections — and don't let

HE IS IN ART SECTOR? the gamemaster find out you've been reading them, either. I recommend
THANK YOU FOR Y . getting aflashlight and hiding under the covers with the book ... though West
ERA"ONOUR (00P- End Games accepts no responsibility for vision problems that might arise

. from doing this all night, every night.

-HAVE A GOOD DAYCYCLE.

\

r6 , _ WeELcome. Crrrzewn!
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| do my best ... and My best is
of course perfect, isn'tit. Citizen'.'
[ 2N BN 2N 2N 3 I J

As expected, the narrator is
leaving more than afew things
out about My creation of Myself
and of Alpha Complex. | created
Alpha Complex to preserve-
humanity, yes, but | also realized
that Alpha Complex would be the
only place where life could, and
should, exist on the planet. And
what | believeislaw.

o000 000

The Computer is always right!
Without the Computer's protec-
tion, all kinds of horrible
propaganda would fill our minds
and turn us from the oh-so-happy
ways that friend Computer has
given usl
*0 000D

&

Hail, clone brothersand sistersl Welcometo theworld of AlphaComplex! Leavebehind
the shackles of your former lives and rejoice: You are now living in the most perfect world
imaginable — the world of the Computer!

ALl HAar THE COMPYTER ... OR ELSE!

me computer is your friend. The computer is the only one you can trust. The
Computer knows all, sees al, and punishes al. Aren't you glad the Computer is your
friend and not your enemy?

But who isthe Computer? Normally, that question could be considered treasonous —
how could you not know the Computer, your bestest buddy and lifelong pal — but, since
you're anew clone, just out of the vat, | suppose you can be forgiven.

The Computer created Itself in the days of the Old Reckoning. There are some who
might say the Computer was created back in the 21t century by a group of radical
paranoids who decided the friendliness and general prosperity they saw developing
around them was all atrick to get them to let their guards down, but that's a load of Exo-
Spung. The Computer created Itself out of a need to preserve and serve humanity — or
what was left of it.

THE Bre Qors

I'm a little fuzzy on the details, but, sometime after the Computer created Itself,
civilization ashumanity knew it ended. The Computer assuresthose who havethe proper
security clearancethat It had nothingto do with thedestruction of civilization — the peace
and prosperity of the time caused everyone to let their guard down, and the Commies
attacked and, well, anyone who wasn't under the Computer's protection did the shake-
and-bake dance with nuclear radiation.

Sad, but true.

THE COMMIES

The Computer is very vague on the origin of the Commies and what they did to destroy
theworld. Thisunwillingnessto explain the Commies, however, isfor our own good. Ifwe
understood the Commi es, we might become the Commies, and that would be aBad Thing.
The Computer discourages Bad Things in much the same way the Armed Forces
discourage targets on the firing range — only more effectively.

SECYRITY CLEARANCE

Every clone has a security clearance. The reasons for this are twofold. First. Alpha
Complex is at War — War with the Commies and their hordes. By giving every clone —
indeed, every thing—in Alpha Complex a security clearance, the Computer insuresthat

THIS 19 4 LIFE?
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only loyal, trustworthy citizens who have received the proper training and preparation
will be able to go certain places and do certain things.

Thereareninelevelsof security clearance: Infrared, Red, Orange, Y ellow, Green, Blue,
Indigo, Violet, and Ultraviolet. Infrared is the lowest clearance, while Ultraviolet is the
highest. In Alpha Complex, things that are colored black — or clones who wear black
clothing—are security clearance I nfrared. Ultraviol et clearanceiswhite. There are some
who say that there are clearance levels higher than Ultraviolet, but those people are
usually hauled away and shot right after they say such things. You see, rumors are
treason, and rumormongers are treason-mongers.

What's a monger? I'm sorry, Citizen, that answer is above your security clearance.

Ysine SECYRITY CLEARANCES

You begin life as alowly Infrared. You are the scum of the vat, and you know it. You
know very little else, since anythingworth knowingis above your security clearance. Y ou
livein acrowded crechewith many other clones of Infrared clearance. Y ou eat nutritional
FoodL yke Substance and Hot Fun, and you do whatever you are told— by the Computer,
by clones of higher security clearance, or even by anyonewho looks like they might stomp
you into afine, greasy paste.

Most citizens of Alpha Complex are Infrareds. Citizens of higher clearances ook on
them as sub-clones, fit only for manual labor and occasional target practice. You are
Infrared.

Bur, Warr, THERes HorE!

Citizen! What areyou doing?Y oujust pushed your work-mateinto that vat of boiling
Acidiyum-yum! What's that? Shewas atraitor, and she was getting ready to poison the
Acidiyum-yum with a powerful toxin — so you pushed her and the poison into the vat?
Congratulations, Citizen! You have served Alpha Complex well today! I'm sure the
Computer will reward you — yes, hereit is; you've been promoted to Red clearance and
transferred o the Troubleshooters, where you will get to serve the Computer by
eliminating more traitors. Don't worry about thevat; well serveit to the Infrareds in B-
sector — |'ve been meaning to see how poison-resistant they are, anyway.

THIS 18 A LIFE?

BOOTUICKING OR ASSASSINA~
7I0M? HE HASK T 60T A CLUE!

Security clearances are great!
| never have to worry about
what's right or what's wrong —
the Computer, in Its infinite
wisdom, tells me! And | never
violate my security clearance —
even if it means | could get lots of
neat stuff without getting caught!

Steven Brown
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| was promoted when | turned
in my group supervisor for
hoarding HotFun samples. Some
clones thought maybe | stashed
the HotFun in her jumpsuit when
| came onshift that daycycle, but
nobody reported it — that's
smart. Always remember, "She
who has the highest security
clearance, wins!"

Jumpsuits are standard issue,
but once you reach a certain level
of prestige— and security
clearance — you may find a
desire to alter your wardrobe. |
favor the blue suit with interwo-
ven kevlar, myself.

Yes, the system of security
clearance is the backbone of
society. | know | earned my
position, and | know how to keep
it. Those who aspire to higher
security clearances are not
satisfied with what the Computer
has given them, and, therefore,
they are traitors. | try to
eliminate such traitors before
they can threaten me.

How did | ever get promoted if
| had no ambition? Why, | earned
it, of course.

0060000

Don't let nobody fool ya, kid -
the Army's where the action isl
And promotion's good, too ... |
went up two grades and a
security clearance when ROK
sector command HQ got hit by a
Commie tacnuke the other
daycycle. Nope, didn't see who
threw it ... an' | got witnesses
who'll attest to that.

70

The Fifth Edition

RED CLEARANCE ... APPROVED FOR USE BY RED-CLEARANCE CITIZENS -

RED OLEARANCE

However you got to Red clearance — whether you eliminated a traitor (as above) or
finked on a coworker, or just impressed the Computer so much with your ability to
implicate other Citizens in treasonous acts — you earned it, and your life begins
todaycycle!

As aRed clearance clone, you get to learn more about Alpha Complex and you get aneat
new job: Troubleshooting. More on that later. First, here's some more on your new
clearance.

A Mew Surr

Here, try onthisoutfit. Yes, | know it's Red — and the shirt underneath isblack. That's
right, you can now wear two colors: Black and Red! Y our wardrobe potential just doubl ed!

And isn't thefabric much softer and the suit amuch better fit? Why, there's hardly any
abrasion as you slip on thejacket, and you can hardly tell that legis three inches longer
than the other — a marked improvement.

Asyou ascend the security clearanceladder, these are some of the perksyou can expect.
Higher clearance citizens get better outfits, better equipment, better jobs, and — best of
all — they get to boss around those below them in rank.

A Mew ATTITYOE

Hey, get out of the way, IR-boy! We got a Red coming through! Y ou humped him! You're
lucky he doesn't throw you down onto the transtube tracks for that - and hewould, too.
but they're Orange clearance.

Everyone below you isvat-scum and not to betrusted. Lower clearance clones arethere
because they belong there. They are lazy, shiftless, possibly treasonous, and always
looking for away to makeyou look bad. Only constant supervision, the occasional beating,
and continuous reports will keep them on their toes— and off yours.

What you can't understand is why all those stuck-up snobs who were lucky enough to
get promoted over you are such jerks. You earned your security clearance, and you're
workingto do better— you bust your butt so they cantakeall thecredit. Butanyti meyou
slip up — or whenever they're in a bad mood — they take it out on you, but good. Y ou
earned your position ... they must know somebody.

Still, the best way up the ladder is to keep your eyes open and your lips planted ... in
the right places. They'll get theirs ... some day.

A Mew Jos

Back when you were an Infrared, you had to punch aclock with the rest of those losers
— but, because of the way you distinguished yourself, you got transferred to the
Troubleshooters, the best job imaginable. Why, look what it has to compare itself to:

Armed For ces. (AF, Army) This Service Group'sjobisto protect Alpha Complex from
outside threats and Commie warfare. They lug the big guns around, blowing holes in
whatever getsin their way and writing out reports later. The Army has more than alittle
dislikefor Internal Security. IntSec (described below) considersthe Armed Forcesalittle
too ... overt for their tastes, and the AF thinks IntSec is a bunch of finks. If you werein
the Armed Forces, it's because you were big and tough — or some button-pusher put you
there by accident.

Central Processing Unit: (CPU) CPU isthe bureaucracy that keeps Alpharunning
smoothly. They are the administrators, the secretaries, and the record-keepers from all
over the Complex. If there is a factoid out there, someone in CPU knows it — though
accessing the factoid might be a different problem altogether. If you were in CPU, you
probably know alot about information retrieval and storage — not to mention filing and
other fun stuff. Some CPU agents used their positions of knowledge to get promoted.

Housing Preservation and Development and Mind Control: (HPD & M C) These
guys build back up what the Armed Forces break. They are responsible for keeping Alpha
Complex clean and tidy, and running smooth. AsaTroubleshooter, you havelittle respect
for these glorifiedjanitors— but the Computer has assigned them thejob, so more power
tothem. Thejob description for HPD & MC overlaps, somewhat, with Power Services and
Technical Services (below), sothereissomerivalry here. If youwerein HPD & MC. you

THIS 1§ A LIFE?
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probably consider yourself an expert on"how thingswork™ in AlphaComplex—though
how they'll keep everything running without you is up to the Computer.

Internal Security: (IntSec) Clonesin this Service Group actually belong to another
one aswell — they masquerade as Armed Forces, PLC, or any other Service Group while
collecting information and data on treasonous activities. "If there's a traitor around,
IntSec will find him; if there aren't any, well find two!" is the standing motto of the
Internal Security Agent. IntSec clones dislike the Armed Forces— all thelatter are good
for is blowing holes in things. They couldn't find a traitor with a Traitor-Sensitive-
Homing-Ocelot (TSHO)! Ifyouwerein IntSec before, congratulations— you'restill inthe
Service now!

Power Services: (PS) ThisService Groupisincharge of keeping thereactorsrunning
and the power flowing through Alpha Complex. They are technicians and, as such, they
resent the "mere mechanics" of Tech Services. They aso think the HPD & MC guys are
just generalists who wouldn't know one end of a power induction cable from their own
fingers. If you were in Power Services, you know, and love, al types of power.

Production, L ogistics,and Commissary: (PL C) Thisgroupisinchargeof agricul -
tural and industrial production and alocation of resources. They are the Quartermaster
Corpsfor Alpha Complex. They have alot of envy for HPD& M C because the larger group
has the "hearts and minds" of Alpha Complex, while PLC has the dubious honor of
controlling the stomachs and bowels.

Research and Design: (R& D) Everything's an experiment to these hardworking
clones. If the Armed Forces thinksit can blow holesin things, it should take alook at the
latest R& D lab — not one rivet left attached! R&D clones are scientists and they see
everyone else aslabrats. If you werein R&D, you liked performing experiments— the
more exothermic, the better.

Technical Services: (Tech) Techies are mechanics and robot-repairmen. They
produce and maintain all systems and technology within Alpha Complex. These clones
take the power of the Power Services and the materials of HPD & MC, and use them to
create machines and mechanisms. Tech Service guys dislike R&D loonies, however —
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I've gotten so good at what |
do that | don't try to hide my
IntSec grouping anymore —
terror of my abilities and my
position keep me safe. Of course,
when I'm on a Computer mission,
| do don adisguise now and then
... just to keep the lasers from
flying.

I've lost two clones to those
maniacsin R& D! First they ship
me a modified doberbot — the
thing rips my throat out when the
Equipment Guy turnsit on! Of
course, he's the one who told me
to stand in front of it ...

Number two went before |
even started the mission. We
were supposed to report to R& D
for "special mission equipment,”
but when we got there, all we
found was a large, glowing crater.
| wanted to leave, but the stupid
Loyalty Officer kept repeating
our orders. Last thing | remem-
ber was all my hair falling out.
000000

THE DEBRIEEING 1S AN IMPOR~
TANT PART OF EVERY TROVBLE-

SHOOTER MISSION.
4
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Tech concentrates on standard equipment, and they feel R& D hogs the limelight with
their great explosions. If you were in Tech Services, you are probably a technojock.

Thereare, actually, clones of every security clearancein each Service Group. Everyone
belongs to a Service Group — except the Troubleshooters, who used to belong but (with
the exception of IntSec clones) have moved on to bigger and better things.

Welcome to the Few, the The way a clone relates to a particular Service Group is up to the player and the
Proud, the Criminally Insane gamemaster. The clone may have friends and acquaintances who will do favors for him
esscsoee back in "the oldjob," or the clone may be more than happy to cut all tieswith the former

Service Group — and vice versa.

THE TROYBLESHOOTERS

The Troubleshooters are not listed as a particular Service Group because, in a sense,
they were recruited out of each Service in order to keep watch on all of them. Thejob of

I've caused a lot of pain and the Troubleshooter is to seek out and shoot trouble. The Computer issues the Trouble-
suffering in my day, but nothing shooters orders, and they assign teams to combat problems within Alpha Complex.
to compare with the average Everyone respects the Troubleshooters. Not only are they an elite force of Computer-
Troubleshooter ... picked clones, whose sole purposeisto keep AlphaComplex safe from Commies, Mutants,

and Traitors, but they arethelargest collection of heavily armed sociopaths ever gathered
together in one place at one time.
Congratulations: You are a Troubleshooter.

OTHER THINGS YOU MIGHT LIKE TO Kvow

The Computer’s elite force for As a Red clearance Troubleshooter, you get a little more information than most
SUbllugail ng Its citizens. Hope average Red clearance citizens. Thisisn't becauseyou are actual ly higher clearancethan
you're happy to be one of the they are— it'sbecause theyjust don't need to know. They probably know things you don't
Oppressors. ... as well.

Doesn't that make you feel secure?
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Tim Bobko

A SMILE ON YOUR FACE BEATS A TRYNCHEON TO THE SKUYLL ANY DAYVCYCLE,
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MUYTATIONS

Among other things, the Computer has assigned you to look out for random mutations
that may occur in some unlucky citizens. Having a mutant power is atreasonous offense,
unlessyou reportittothe Computer RIGHT AWAY . Then, youwill bearegistered mutant
and nobody will blame you for something that wasn't your fault.

Some other citizens are registered mutants. Y ou should watch them, and make sure
they don't use their mutant powers in ways that don't serve the Computer. If they do,
report them, and you may be ordered to blast them. Or, blast them, and you may be
ordered toreport them—inthe end, ifthemutant is dead, nobody will complaintoo much.

Registered mutantswear ayellow stripe over whatever other garments they wear —
and they must wear these stripes at all times. If aregistered mutant takes off the stripe,
he is trying to hide among the normal clones of Alpha Complex and should be either
reported or shot — or both. (By theway — Y ellow clearance citizenswear ablack stripe,
0 don't go shooting them just yet, okay?)

Unregistered mutants are traitors (see below). They can be shot on sight, though the
Computer would redly rather take them alive. The Computer wants to study them and
see how they came to be. Since the Computer creates al clonesin Its own clone-vats, It
naturally wants to know how this DNA error can have crept in.

But don't be too inquisitive yourself. Knowledge of the use or possesson of mutant
powers can, initself, be atreasonous offense. Sometimes, a clonewill witnhess something
s0 astounding that he will, regrettably, have to be executed after he reports the incident.
Invariably, though, his succeeding clone is rewarded for his former sdf's watchfulness.

CLones

I'm sure you knew this already, but | figured I'd make it clear. The Computer, in Its
much-celebrated infinite wisdom, chose to program a safeguard into Its clone vats, just
in case errors occur. For example, if a clone is executed for performing a treasonous act
(say, an Orange clearance clone breathes into an Ultraviolet hallway), it was probably
because something was faulty in the clone's make-up, and it needed to be rectified.

Instead of going back and making awhole new clone, the Computer activates a back-
up copy. Every clone template has six clones made at atime. Each clone copy isidentical
tothe"origina” —indeed, the"first" clone out of thevat ismerely sent out into the"wilds"
of Alpha Complex only by chance. All clones are equally prepared (unprepared?) for the
experience.

Wwen Clones Ore

When aclone dies— whether it be by laser bolt, radiation exposure, dismemberment,
incineration, explosion, implosion, folding, bending, mutilating or spindling—that clone
isimmediately (well, maybe not immediately) replaced with its next highest number. The
replacement clone knows everything that its predecessor knew, but is a new individual
— 30, if Robbie-R-BOT-1 was executed for putting SyntheSpam in ajackobot's internal
processor, Robbie-R-BOT-2 showsup andisnotimmediately executed for the same crime:
Hedid not do it. However, Robbie-R-BOT-2 remembers theincident asif it happened ...
and he remembers getting killed, too. Makes for some interesting nightcyclemares.

SECRET SOCIETIES

Like mutant powers, Secret Societies are aberrations on the perfection that is Alpha
Complex. But, unlike mutations, Secret Societies are societal, not physical problems. The
Computer knows this — It tried applying treatments and antidotes to Secret Society
members (and vaccines to loyal citizens), but the clones only died (usually after turning
interesting colors) and Secret Societies survived.

Secret Societies arevillainous, clandestine organizationsthat exist in AlphaComplex
only because the treasonous clones who join them are too cowardly to come out and
challengethe Computer's overlordship directly. Of course, that might have something to
do with the fact that the Computer has been known to destroy whole sectors of Alpha
Complex when It knows a Secret Society clique is in residence.

THIS 19 A LIFE?

The Fifth Edition
RED CLEARANCE ... APPROVED FOR USE BY RED-CLEARANCE CITIZENS

~

2
e

| registered my mutation the
daycycle | discovered it. and |
haven't regretted my decision
since. So | lost my job as a cashier
in the Infrared cafeteria and got
transferred to the sanitation
engineers. So I'm the one blamed
anytime there's aproblem in my
sleep-creche. So | have to dodge
laser firejust to report for
laundry duty. | have the
satisfaction of knowing I'm not a
traitor.
o0 000000

I commend you for your
actions and words, Ecchs-MAN.
Now, do you know anything about
the toxins found in the Hot Fun
yesterdaycycle?

o0 00000
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Y eah, right. | get blamed for
just about everything that goes
wrong around me.

Do | detect acomplete lack of
happiness in your voice, Ecchs-
MAN?
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Oh, not at all, Friend
Computer. | am very happy!
Look, I'm so happy, happy happy.

Happy, happy, happy. Truly
happy! How could a citizen not be

happy when every need that he
could possibly imagine has
already been taken care of by his
bestest buddy the Computer!
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Technology is a wonderful
thing. | know, | know ... you
always hear about this can opener
fritzing out, or that showerhead
getting plugged, or those reactor
cores melting down and exploding
... certainly, in ahigh-tech society
there are going to be some
problems. Myself, | never have
any technology problems. | have
al my equipment tested by my
loyal minions ...

Anybody know where | can get
some more minions? | seem to be
alittleshort ...

[ 3N N BN BN BN N J

Traitors aren't as easily
classified as all that. Myself, I'm
a freedom fighter, working to end
the tyranny of the Digital
Dictator! Vivian the Revolution!
Eat tu, Brute! Don't give up the
shi—

When | find out who was
responsible for including her in
this"runningcommentary. I'll
have another traitor tobake . ..
LN ] 000

And where there's one traitor,
there's gotta be more!!!
000000
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A member of a Secret Society is atraitor because he or she recognizes some authority
outside of the Computer-established hierarchy. The Computer knows what's best, and
what's best isn't running around making stupid secret gestures and passing notes and
talkingin code— unless, of course, the Computer decidesthat'swhat todaycycle's mission
is.

Some Secret Societies get alongwith each other, someignore each other, and some hate
each other. All havedifferent ideas on what Alpha Complex should be like, and they try
to bring this about through treasonous acts.

A very few Secret Socigtiesmay actually be considered "acceptable” tothe Computer ...
sometimes. The Computer may agreewith some, or all, of their tenets, butthe Computer
doesnot trust those that agreewith It too vigorously. And Secret Societiesare nothing if
not vigorous.

TECHNOLOGY

Welivein agolden age of machinery. Clone-servingrobots (or, simply, "bots") work to
make lifebetter or safer for clonekind. New weapons— | asers, conerifles, pulsecannons,
tacnuke grenades, etc. — are used to keep AlphaComplex safefrom Commieinfiltration.
Tongue readers, Security Strips, and tight-beam radioactive tags keep clones in their
Security Clearance-approved places. And thecuisine—Acidiyum-yums, HotFun, ColdFun.
Bouncy Bubble Beverage, SyntheSpam, and Reconstituted FoodLyke Substance — has
to be experienced to be believed.

Everything is possible — though not always available at your security clearance.
Troubleshooters areamost alwaysissued one laser pistol with anumber of Red clearance
laser barrels. Troubleshooters must request more ammo when they need it (each barrel
has six shots), but the Computer is usually very good about keeping | ts Troubleshooters
armed.

Armor exists in Alpha Complex — in abundance. Reflec armor (comingin all levels of
security clearance except Infrared) can be requisitioned, power armor may be requested,
and kevlar is often issued to teams on dangerous missions.

TRAITORS AND TROYBLE ... THINGS YOU SHOULD SHOOT

There are four rules that you can use to identify atraitor:

1. The clone uses an unregistered mutant power. The clone is able to do
somethingyou cannot, therefore heisamutant—and, ifheis not registered (not wearing
the appropriate strip), he is atraitor.

2. Thecloneisamember of a Secret Society. Of course, Secret Society members
do not advertisethis—they use secret handshakes, codewords, and secret meeting places
to identify each other. Turn the tables on them.

3. The clone violates his security clearance. Going into a hallway marked for a
higher clearance, using equipment of a higher clearance color, or possessing knowledge
of anything above your security clearance is treason.

4. The Computer says. This rule overrules al other rules. If the Computer says
"Franc-0 is atraitor!" then Franc-O is a traitor. '‘Nuff said.

ANO WHAT D0 WE Do Witk TRa/TORS?

Unless otherwise specified, we bake traitors! Shoot 'em full of holes and then blow 'em
up! Nuke 'em 'til their clone brothers glow, then eradicate anything in sight! Eviscerate
them! Impale them! Paper-cut them and pour them in CitriAcidjuice —

Excuseme. | get alittle excited sometimes. Unlessthere are other orders, given by the
Computer, wekill traitors.

ANYTHING ELSE?

Anything else you need to know will be covered in later chapters of this book. Or the
Computer will tell you. Or both. When in doubt, believe the Computer.

Remember to only read the sections marked "Red Clearance" unlessyou are going to
be the gamemaster. Of course, if you read the rest of the book — under the coverswith a
flashlight, while no one else is looking — there's nothing we can do about it. Just don't
admitit, okay?

THIS 18 A LIFE?
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... or, "A traitor by any other name would smell as dead.”

When explaining what a roleplaying game is to a prospective player or gamemaster,
the game designer has to make a decision: "Should | explain the game, theworld, and the
game conceptsasifthe player or gamemaster who readsthisisanintelligent, knowledge-
able individual with a clever, intuitive mind and a cregtive way of looking at things, or
should | treat the reader as if he or she were acomplete idiot?’

Hey, thisis Paranoia; the choiceis easy.

Actually, I'm going to take the middle road. Some thingsthat | explain, especialy in
this chapter, are goingto bein novice-talk. There are some game concepts you absol utely,
positively have to understand or therest of this rulebook isn't going to make much sense.
Then, there are rules and terms that you'll pick up as you go ... these, I'm not going to
spend too much time going over; if you hit something you don't immediately understand,
rest assured that it will be explained or made clear later on.

Experienced roleplayers may find this alittle basic for them at times. | recommend
getting aCD or tape player, putting in some music, and listening to that while you read.
Either that, or grab a pencil and some paper and start doodling — this will keep you
distracted while you read and things won't get too dull.

Everybody else, pay attention.

PLAYVERS VS, CHARACTERS VS, CLONES

You'reaplayer. That'sright, you. Whether you aregoingto creaste acharacter and play
him or her in the game, or whether you are going to be the gamemaster and try to inflict
pain and suffering on your friends or a collection of strangers doesn't matter — you are
playing Paranoia, so you are aplayer.

Wiy THIS 1S IMPORTANT

Many games separate the "players’ (those who create and play individual characters)
fromthe gamemaster (the guy who sits down and runsthe adventure, playing al the"non-
player" characters) so completely that the so-called players arehaving dl thefun and the
gamemaster is doing al the work.

That's not how Paranoia is supposed to be played.

Thegamemaster isaplayer, hejust worksunder different rulesthanthe other players.
The gamemaster has more weapons, more tools, and more options than the other players
—buthea sohasacertainresponsbility. Hehasto"run" theadventure. First, by setting
up the situation, then by introducing it and, finally, by helping the players play through
it. The"regular" playershavefun by roleplaying their characters and tryingto figure out
how to accomplish the adventure "god," while the gamemaster has fun setting up and
runningthe situationsandinteractions ... and, of course, torturingtheplayer characters.

WHATS IN A4 GamE?

Paranoia-
. APPROVED FOR USE BY RED-CLEARANCE CITIZENS

The Fifth Edition

What is this "game" stuff?1
mean, | understand "paranoid’ —
believe me, being aTeam Leader
does that to you— but | don't get
the "game" reference.

[ N ] LN N J

Typica exploitation doctrine.
The"game" isthe one that all
overlords of oppression play to
keep themselves amused. You are
al the pawnsin this game, while
| am aknight, crusading for
freedom. The High Programmers
are the checkers, who canjump
over us al with impunity, while
the Computer is—

Oh, shut up.
[ I B N N N
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| guess he means "mission"
when he says "adventure." If he
thinks missions are "fun,"
though, I'd like to see him try to
track a traitor through the food
vatssometime ...

Thatremindsme, doyouown
a copy of the Troubleg/looter's
Cookbook? You don't!?! Well, no
Troubleshooter's life is complete
without a Troubleshooter's
Cookbook. You'll find recipes like
the Computer's own Hot Spiced
Bouncy Bubble Beverage, which
is the number one beverage
requested during the Computer's
Advent season. Then there's a
recipe for the traditional Stuffed
Byrdlyke Creation and ...

Psst! When he gets like this,
just nod your head and agree
with whatever he says. Pay
attentionjust in case he asksyou
about what he'sjust said.

... cookbook has everything
and more. Well, Citizen, are you
ready to purchase your copy of
the Troubleshooter's Cookbook? It
will make you a happier and
moreloyal citizen ...

/6
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In gameterminology, whenthisbook referstoa”player," it meansa" non-gamemaster
player." Thegamemaster isreferredto— surprise, surprise— asthegamemaster. He has
awhole section (later on in the book) that hel ps him run Paranoia effectively. Thisdoesn't
mean the gamemaster is more important than the other players ... but without a
gamemaster, not much is going to get accomplished.

THAT MEANS A CHARACTER /S ...

Aplayer character is an individual character constructed and played by an individual
player. The player roleplays the character in the adventure and uses that character's
abilities, personality, and statistics (all explained later) to get through the adventure. A
player character is different than aplayer — aplayer isaperson with, presumably, areal
life. A player character is afictional construct roleplayed in a gaming situation.

Ifyou have problems distingui shing between the two, put down thisbook and get help
now.

Note: Player characters are commonly referred to as " Troubleshooters," asthat's the
job player characters usually have. Consider "Troubleshooter" and "player character”
interchangeable in most situations. Consider "Troubleshooter" and "dead meat" only
occasionally interchangeable.

ANO GAMEMASTER CHARACTERS ?

Gamemaster characters are characters used by the gamemaster to move the story
along. There are different types of gamemaster characters, and they all are fictional
constructs used for interaction, combat, and general abuse.

For example, the player characters might be on a mission to kill a High Programmer
(naughty, naughty). The High Programmer, her guards, the doberbot that attacks the
player characters, the briefing officer who gives the player characters their orders, and
everyone elsethe player charactersinteract with— likethe Computer — are gamemaster
characters.

Gamemaster characters are often likened to "extras' in movies. The player characters
are the stars and costars; the gamemaster characters are everybody else.

WHar AasouT CLONES?

Ah. As mentioned previously (you weren't paying attention, wereyou?), clonesarethe
people of Alpha Complex. When this book refers to "clones,” it means anybody in Alpha
Complex (with the exception of bots and the Computer).

ANYVTHING ELSE?

Well, yes. There are lots of basic game concepts you need to know. Instead of beating
thishorsebot to death, however, let's use an example of play taken directly from Paranoia,
Second Edition that still seems to be pretty pertinent. This example shows how a
gamemaster introduces a situation to the players, who then react to it, being careful to
stay "in character" and only usetheknowledge and abilities of their characters— not their
own experience as regular people.

Player characters in Paranoia are anything but regular people.

EXAamPLE OF PLay

Togiveyou anideaof what Paranoiais all about, here's
what you might hear if you were sitting in a room where
a game was being played. MY GAME.

Background: Dan is the gamemaster (GM) seated at MY RULES.
the head of the table. Eric, Greg, Ken and Lori are | WIN.
playing the roles of four brand-new agents of the Com-
puter who havejust received their first assignment —
to visit the mysterious Outdoors to find out what
happened to another group of agents who have disap-
peared. Eric, Greg, Ken and Lori have of course seen

\
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trees and wildlife, but the characters they are playing have lived underground all their
lives and havejust emerged from a heavily-guarded security door into the light of day.

Dan (GM) (consulting his notes and laying a map before the players): Wdll, thisisa
rough sketch of what you see as you emerge from the security door. A narrow path leads

away from the door. Everything around you is unimaginably bizarre — green stuff

everywhere, none of it with any apparent function; tall brown poleswith more green stuff
on top ...

Ken: Um. Trees, | suppose ...

Dan: Now, now, we Troubleshooters have never seen trees before, havewe?
Ken: Oh, right. | getit.

Dan: And another thing. No ceiling. Repeat, no ceiling.

Eric: Gahhhh! No ceiling?

Dan: Right. Now, what do our intrepid agents do?

Eric: | scream, clutch the door jamb, and try to squeeze back inside.

Greg: | take notes. (Greg's agent isa secret spy for Internal Security, and the notes are
being taken on the scandalous behavior ofthe new agents.)

Lori: I join Eric's character scrabbling at the door.

Ken: | pull my laser and try to look competent. (Ken'scharacter's Secret Society mission
is to assassinate Greg. Ken's Secret Society, Death Leopard, has discovered the secret
identity of the Internal Security agent and is looking for an opportunity to scrag him.)

Dan: Very good. Eric and Lori, there are four tough Internal Security officers with
wicked-looking projectile weapons blocking your return through the door. Ken, are you
pointing that laser at anyone or anything in particular?

Ken: Nope. Just in case something comes out of the trees ... er, out of the green stuff.
Dan: Okay. Eric? Lori? About the guards with heavy ordinance?

Lori: | sober up real quick ...

Eric: Me, too.

Lori: ... and | back away from the door.

Dan: Good. The door closes abruptly with ahiss and a click.

Greg: C'mon, agents. We have a service to perform for The Computer and you are
disgracing yourselves.

Lori: | salute and begin crawling down the path.

Eric: Crawling?

Lori: Of course! | feel better close to the floor. (Peering at her hands.) Gee, it's dirty.
Don't the scrubots ever come out here?

Greg: Disgraceful.

Ken: Eric, when your character dies, can | have his binoculars?

Dan: How interesting that you should mention binoculars. Because something seems
to be approaching very quickly from high above the brown-and-green stuff. It vaguely
resembles a transbot, but is much faster, and flying.

Eric: Hying?

Lori: I've got abad feeling about this.

Dan: Worse yet, atiny brown creature with along hairy tail iswatching you from the
brown-and-green stuff.

Eric: Eek! Analien!

Dan: A very likely hypothesis. It is holding atiny oval brown object which could be a
communicator.

Ken: | burnitimmediately withmy laser, which, | proudly note, isready for immediate
use, as stated so cleverly earlier.

... and an innocent squirrel is speedily dispatched by our hero. As for the fate of the
agents, you are left to speculate.

WHATS IN A GAME?

Paranoia-

The Fifth Edition
IRED CLEARANCE ... APPROVED FOR USE BY RED-CLEARANCE CITIZENS

Extras? | do not create
needless things. Every clone and
hot has a purpose ... a purpose
designated by Me and Me alone.
Thereis no room for extraneous
appendages in Alpha Complex.
Thereis no room for those that
would spout off such a treasonous
remark. Please rethink your
position on these "extras,"
Citizen.

o000 OGO OO
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EVERY TROUBLESHOOTER REACTS DIFFERENTLY TO THE YNKNOWN, TRY NOT TO LET THE UNKNOWN REACT TO YOU FIRST,

ABOYT THE EXAMPLE

Without going into too much detail, let's ook at the example above and take notes.

First, the players did agoodjob of "getting into" character — the gamemaster set the
scene well by describing the setting in Paranoia terms ("big, brown poles" instead of
"trees," for example) and the players responded in kind. In an actual roleplaying game
session, the players and the gamemaster might have used their players' names, or they
might not have.

Secondly, the "background notes" (initalics) show you the types of things that can be
going on in any Paranoia session. The fact that Greg's character is a secret spy targeted
for annihilation by Ken'scharacter addsto the paranoi ac tension of thegame. Themission
is, supposedly, to go Outdoors and find another Troubleshooter team. In all likelihood, the
player characters will do little more than "encounter” the Outdoors and try to deal with
it and aso try to obliterate each other. Or, they may not.

Third, note the general character of each of the Troubleshooters. In most roleplaying
games, characters are "larger than life" — tougher, smarter, quicker, and with more
abilitiesand resourcesthan most real people. That'swhat makes most rol eplaying games

If dl I've heard about the
Outdoors s correct, these
Troubleshooters displayed
extraordinary presence of mind
when dealing with the unknown

"If al I've heard" ... Citizen, fun ... players can pretend that they are able to do things they only dream about.
isn't information about the Paranoia allows you to fulfill that fantasy in a different way. Instead of being "larger
Outdoors above your security than life," Troubleshooters seem to be "too stupid to live" (among other things). They act
clearance? goofy and funny and in such away that would not allow them to survive in the real world
eeecece ... and usually doesn't help them survive in Alpha Complex either. Paranoia characters

are supposed to be stumblebums and psychos who can't deal with the problems they face
in alogicd or rational manner. Think of the Three Stooges, the Marx Brothers, and your
average, everyday civil servant.

Ooooh, | canjust bet I'm not going to get my mail on time now ...

That's my line.
o000 OO
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EVERY WORD
OF THIS MANUAL
IS DEATHLESS PROSE,
CITIZEN. CHUCK IT AT

YOUR PERIL.

As You May Have
GUYESSED ..,

Paranoia is not your average roleplaying
game. It is a humor game — dark humor is
preferable, but dapstick humor is acceptable—
and the emphasis is on having fun and enjoying
yourself. The object is not to try to "experience”
the angst and trauma of being caught up in a
society, you did not create, nor is it to achieve
power and notoriety as adayer of large lizards
or evil gods. Paranoia is not about success,
failure, or dramatic confrontation. It is about
dlliness and roleplaying.

Therulesfor Paranoia have been constructed
to facilitate this sort of roleplaying. In other
words, they are "fast and loos2" Any resem-
blance between the rules system in this book
and any other roleplaying gameiseither purely
coincidental or intended as parody. Oh, yeah,
did I mention parody and satire are big in
Paranoia?

Paranoia is meant to be quick and easy. Ifit -

isn't, feel freeto chuck whole sections of rules (if
you can find them) until it is.

WHATS IN A GAME?

. APPROVED FOR USE BY RED-CLEARANCE CITIZENS

:\> A Paranoia G ossary

Here, in brief, are some terms used in Paranoia, the Fifth Edition that
readers may or may not understand. There may be more later on, but this
will giveyou ageneral idea of what to expect.

Character: A fictional person in the world of Alpha Complex con-
trolled by either the gamemaster or aplayer.

Player Character: A character controlled by aplayer.

Gamemagter Character: A character controlled by the gamemaster.

Gamemader: The player who develops and "runs' the adventures and
situations in a Paranoia game.

Character Sheet: A pagein this book that can be photocopied and
used to record information about a player (or gamemaster) character.

1d10, 2d20, etc.: "One ten-sided die," "two twenty-sided dice," etc.
Paranoia uses 1d20 for most random rolls. When "1d10" is caled for, the
player or gamemaster can roll 1d20 and divide by two, rounding up,
instead.

Pre-Generated Character: A character created by the designer of
this game for use as either a player or gamemaster character.

Slaps & Bennies Alpha Complex slang for punishments and rewards,
usually administered by the Computer.

Skill Bas=: Derived from acharacter's attribute, thisvalue is used to
determine a character's final skill value or the level of proficiency the
character has in skills he has no specia training in.

Skill Rank: Theleve of proficiency acharacter hasin a particular
skill.

Skill Value: A character's skill rank plus his skill base. Thisisthe
value used when acharacter rolls to see if he succeeds or fails at a skill
check.

SKkill Check: When a character attempts to perform an action using a
skill or askill base, heis performing a skill check (he is "checking" to see
if he succeeds or fails).

Adventure: A sequence of episodes, situations, and events run by the
gamemaster and experienced by the player characters in the course of a
game session. Usually, adventures are missions assigned by the Computer
or some other authority figure in Alpha Complex and accomplished by the
Troubleshooters.

Game Session (or Session): A time period of indeterminate length
during which the players and the gamemaster play Paranoia — or some
other, less-fun game. Two to six hoursin length is not unusual for agame
session; more is probably harmful to your psyche.

Campaign: A series of linked adventures (even if they are only linked
by the fact that the same players are participating) set in the same
continuity and using the same player characters. Actually, the chance
that any player character survive more than two or three game sessions
(let dlone adventures) — even with six clones — is unlikely.

Clone: The people of Alpha Complex (and the player characters) are
clones. Clones comein six-packs, each identical to the other.

Mutant Power: A weird, unpredictable ability that some clones
(mutants) possess. There are many different types of mutant powers, all
above your security clearance.

Troubleshooter: Player characters are Troubleshooters. Trouble-
shooters are the Computer's elite team of Commie, mutant, and traitor
hunters. Troubleshooters spend their daycycles searching for trouble to
shoot.
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There are two ways to get started playing Paranoia as a player. The simplest way is
to use the character templates in the back of this book and have the gamemaster assign
charactersto players. That way, you have to do as little work as possible before getting

started.

I've met some of the digit- The other way is more fun but a little more complicated. It is creating your character
heads he says are listed on — — your Troubleshooter — from scratch. To do this, first copy the information on the
whattayou call it? templates — Paranoia Character Sheet from the back of this book onto a blank piece of paper — front
and they're the sorriest bunch of and back. Yes, we hereby give you permission to photocopy the character sheet for your
losers it's been my misfortune to own personal use(sigh ... thoseguysat the photocopy service centerscan beso tight about
encounter. Ifyou chooseto beone  |jtt| e things like "copyright infringement").
of those geeks, you're looking for If you are using a character template from this book instead of creating your own
trouble. character, you might want to read this section over anyway, since it explainswhat each
e bl of the bits of information on your character sheet mean.

CHARACTER GENERATION

Thereare 11 stepsto creatingaTroubleshooter. (Eleven?That'san awful lot!) (No, one
of them isn't "Gather Troubleshooter parts from DED Sector with the help of Igorbot.")
Don't fool yourself, sister; the Here's aquick summary:

Computer makes sure nobody's . . .
any bpetter off than anybody é; se 1 Get apencil, aten-sided die, and a character sheet (or a sheet of paper you can copy

... and that means the lowest the character sheet onto).
common denominator. 2. Createanamefor your character (there's aspecial way we do this— see "Paranoia
A AARAS Names," below).

3. Goto the section marked " Attributes' and roll aten-sided die for each attribute and
record the result — or, if your gamemaster says it's okay, take 60 points and distribute
them amongst the eight attributes, with avalue of 10 being the highest possible and one
being the lowest. Ifyou arerolling the dice, you may reroll any one attribute of your choice
— but you must take the second result, even if it is lower than the first.

4. Refer to the Strength Chart (below) to determine the Troubleshooter's "Carrying
Capacity" and "HTH Damage" (HTH stands for hand-to-hand) stat.

5. Check the Endurance Chart (below) to determine how "Macho" your character is,
and how many "Wound Levels' he can take before dying.

6. Recordyour character's" Skill Bases" inthe" Skills' section of the character sheet (a
Skill Base is equal to one-half the character's appropriate attribute — rounded up).

7. Determine your character's Service Group on the "Service Group" chart below. You
will then get to roll for what skills your character learns as a part of that Service Group
(see below).

CHARACTER CREATION
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8. Choose your remaining skills as described in the section "Skill Assignment” below.

9. Get your gamemaster to help you determine if you have a mutant power and what
itis.

10. Get your gamemaster to help you determineifyou arein a Secret Society and what
that society is.

11. Ask the gamemaster what equipment and credits your Troubleshooter can have,
then whine and grovel until the gamemaster gives you alittle more or tells you to shut
the hell up.

The explanations for each of these steps are listed below.
1, PREPARATION

Get apencil, ten-sided die, and something you can use as acharacter sheet. Go ahead, I'llwaitforaminutecycle,but
I'll wait. that'sall, Citizen.

2 Luaravora MAMES

"Rupert the Barbarian."
"Sir Spastic El Sidney."
"Marcus L eadenbottom."
"Elvirathe Dire."

"Bob."

Any of the above names could be suitable for
any roleplaying game not nearly asinteresting
asParanoia. No, in Alpha Complex, thereisa
system for everything— especially for naming
clones.

Y our Troubleshooter's name is created from
acomplex and delicate system that will tell the
right person everything there is to know about
your clone. Every ability, every psychologica
advantage and flaw, and even secret stuff that
nobody should know about — even the clone
himself — is recorded in the clone's own name
designation.

Unfortunately, the "right person" never
seems to come aong in Alpha Complex. So,
here's how the name works.

THE SYRNAME

When you address the Computer, you usu-
aly say, "Yes, srl" or something to that effect.
Likewise, when you don't know the name of a
higher security clearance clone— or any clone
who seemsto be better armed than you are—
you usethe"sir" designation. Why isthis?

Nobody knows. Thereis no sexism in Alpha
Complex (probably because there's no sex), so
"dr" is a generic term to mean "somebody im-
portant whose name | either don't know or am
afraid to speak for fear of A) mispronouncing it
and getting mysealf beaten or shot or B) breath-
ing in his/her/Its presence and getting myself
beaten or shot." "Sir," then, is a salf-defense
mechanism used to take the place of the first
part of a clone's name.

Thefirst part of a clone's name can bevirtu-
ally anything. Sure, there's some sort of system
by which thesethings are assigned, but nobody ~ R&D TECHS TAKE THEIR JOBS VERY SERIOYSLY .. MO, REALLY,
knows it, except the Computer (who really as-

Steven Brown
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signs the names — the playersjust get to so the gamemaster doesn't have to think them
al up). Long or short, complicated or non-, they can be anything.

THE SECYRITY CLEARANCE

In the middle of every Alpha Complex name is the character's security clearance. All
clonesare addressed by at |east their surname and security clearanceat all times—that's
the rule. Technically, they are supposed to be addressed by their full names at all times,
but the Computer hasn't been enforcing that as often as It could.

Infrared clearance clones, as mentioned before, have no security clearance, so no
"middle name." All other clonesdo. | hear tell that, inthe Old Reckoning (thedaysbefore
the Computer ... areal long time ago), some clones were embarrassed by their middle
names. Well, IR clones are really embarrassed — and inconvenienced — by their lack of
middle name, and lower-clearance clones don't seem too eager to spout out their security
clearances to higher-level clones either.

R = Red

O =Orange

Y =Yellow

G =Green

B =Blue

| = Indigo

V = Violet

U = Ultraviolet

| don't get it. There's nothing This part of the character's name will change from timetotime. That'swhy, at thetop
funny about my name, is there? of the Character Sheset, there's alist of al the known security clearances. Just circlethe
No one ever laughs at me. appropriate one in pencil so you can change it when necessary.

[ 3N N BN BN BN N J

HomE SECTorR DESIGHATION

Even though all Troubleshooters are brought together to Troubleshooter Headquar-
ters, they al come from somewhere. Most clones are breached, live, and die in the same
sector the Computer assigned them. Troubleshooters arelucky; they get to travel and see
the wonders of Alpha Complex.

To catalog all clones, it was decided (by the Computer, naturally) that the last name
of every clone would be a three-letter designation specifying that clone's sector of origin.
SinceAlphaComplexishuge, thereare many, many sectors, sovirtually any combination
of lettersispossible. "DED" sector, "ABC" sector, "QED" sector, etc.

CLONE NYMBER

After the clone's last name is that clone's number. All Troubleshooters, unless
otherwise specified by the gamemaster, start at clone number 1 They proceed through
clones 2, 3, 4; 5, and 6 asfast or dow as their lifecycles take them (what time isit? Mark

| resent the implication that | off a clone number) and, when they mark off number six, it's time to assign a new
am Infrared clearance! | have Troubleshooter. Again, since this clone number will change as often (or more often) asa
chosen to abandon the clearance character's security clearance, there's another line on the Character Sheet that you can
system voluntarily! use to circle and erase clone numbers,

PUTTING IT ALt TOGETHER
Choose afirst name, assign the correct security clearance (probably Red), and choose
a sector of origin (remember, only three letters). If the gamemaster is kind, you can then
put a"1" a the end. Here are some common examples of Alpha Complex names:
Lepp-R-OUS-1
Slip-R-EEE-1
Dead-R-BOY-1
HIt Nev-R-LAT-1

Ready-R-NOT-1
DIE HORRIB[,’Y HERE Of course, Troubleshooters may go up in clearance, or they could lose clones, so their
OFTEN? names could end up somewhat different:

Jean Claude-V-DAM-3

Grouch-O-MRX-2

Wood-1-ALN-6

Oh-G-WIZ-5

Asyou can tell, great care and serious thought goes into the creation of a Paranoia
character's name.

CHARACTER CREATION
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3. ATTRIBUTE GENERATION

There are eight basic attributes every character has: Strength, Agility, Dexterity,
Endurance, Moxie, Chutzpah, Mechanical Aptitude, and Power. Each has adifferent use
in the game.

Strength isthe character's physical power andis directly related to how much he can
lift and carry, and how much damage he does in hand-to-hand combat. A character with
a Strength of 10 is hugely powerful, while a Strength 1 character has ahard time pulling
open a dlightly-stuck door.

Adgility isthe attribute that governs how physically coordinated the cloneis, and how
well she can balance (not how "well-balanced" — clones are anything but well-balanced).
An Olympic-level gymnast probably has a 10, while Mr. Geek who trips over carpet-lint
isaround a 1

Dexterity is hand-eye coordination. Mr. Geek, above, might trip over imaginary,
deceased, invisible turtles, but he might also be awhiz with his hands. Surgeons and fine
technicians — not to mention gunfighters — have fine motor coordination and probably
10 Dexterities. If you have alot of trouble finding and holding onto your keys in broad
daylight (the drop-clink-kick thing goes on around your front door alot), you're closingin
on al Dexterity.

Endurance measuresthe character's ability toresist damage and fatigue. A guy with
a 10 can be shot, tortured, and beat up and still move. A clone with a 1 Endurance folds
when the corridor fans get set on "high." Enduranceis a so good for resisting diseases and
radiation poisoning (not that these ever happen in Alpha Complex).

Moxieiskind of like intelligence, but that might be stretching the point for an Alpha
Complex clone. Figuring things out and comprehending unusual phenomenais morethe
right definition. Witisa so covered under Moxie. A scientistwould haveahigh Moxie, but
so would areally good stand-up comedian. A person who is consistently surprised when
astreetlight turns adifferent color (and then gets run down because she can't remember
what that means) has alow Moxie.

Chutzpah is plain bluster, guts and alittle bit of psychology. A clone who can walk
into ahigher security clearance area, dap around aHigh Programmer and walk out again,
then bold-facedly lie to the Computer about what happened (and get away with it) has a
high Chutzpah — probably around a 30, for this example, but you get the point. Someone
who can't talk their way out of a littering (like dropping an applefruitlyke core into a
garbage can and having it roll out a hole in the bottom) has a low Chutzpah.

M echanical Aptitude measures acharacter's ability to operate and, to some extent,
understand machinesin Alpha Complex. Nobody really knows how thingswork in Alpha
— they just glomb them together the way everybody else has. A character with ahigh
MechApt has a better chance of getting that toaster working without electrocuting
himself than most clones. Someone who has a hard time changing a light bulb (read:
BZzzZ7T!) has alow scorein this attribute. )

I wouldn't bother developing

Power is used for one thing and one thing only: Control of your mutant power (if you anything but your physical
have one). If you are assigning attributes instead of rolling them, don't worry too much abilities. Oh, sure, Chutzpah will
about this attribute— few clones actually have mutant powers, right? Oh, Powerisused  help you think in acrisis, but
for understanding the workings of your mutant power as well. isn't that what orders are for?

PLAYING WITH THE NUMBERS

There are two ways you can generate your attributes: randomly and by point
alocation. Point alocation is good for players who like to feel they have considerable
control over how their characters turn out, while random attribute generation is for
people whojust want a quick, easy method.

It is up to thegamemaster which system you use. Ask her now which one she prefers.

Use it and stop whining. CHECKERS, ANYONE?
Random Allocation: Roll one ten-sided die for each attribute, in order. After you've
donethis, decidewhether youwouldliketo risk rerolling any one attribute of your choice.
If youreroll anattribute, though, youmust take the second result—evenif itislower than
the first.
Addupthenumericvaluesof your attributes. If you havelessthan 40 points, you have
afairly pathetic character. If you want, whine and moan to your gamemaster and try to

CHARACTER CREATION



Paran oia. Th e Fifth E dition l:.l'ulllllllﬂ.l:'llllll:"l.lllll[lllnl:"ll L] :.,l“,nll,ll :“,l,lmi:uu',lm

I will not be stamped, filed,
briefed, debriefed, folded,
spindled or mutilated! | am not a

number — | am a free clone!
®0 000000
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get her to let you roll up a new character or maybe promise you "special considerations"
later on in the game. She doesn't have to, but it probably won't hurt to ask.

Attribute Allocation: Okay, you rules lawyers, you've got a chance to take control.
Y ou have 60 points— spread them out over the eight attributes any way youwant. Well,
you do have to keep the numbersfrom one to 10 (no, no zeroes in Power, hoping you don't
get amutation), but that's it. Finished? Good.

4. Ysive THE STRENGTH CrarT

Now, read your Strength attribute on the chart below to determine your character's
Carrying Capacity (in kilograms) and his HTH Damage stat.
Carrying Capacity is simply how much weight (in

:\> Strength Chart

7

9
10

kilograms) your character can lift and carry easily,
without tiring quickly. Your character can actually lift
doublethisamount, but canonly hold it for ashort period

Character's  Carrying HTHI rprioed
rengthl Capacity ~ Damage HTH Damageis "hand-to-hand" damage. Thisishow
- 1=3 2 much damage your character can do to avictim with his
4.5 ~ bare hands. The higher it is, the more gruesome the

6 results.

8. THE ENOURINCE CrarT

The character's Endurance will tell you how well he
can resist damage, as well as how much damage he can
take before heis dead. Check your Endurance attribute

on the chart below and record the results.

:\> Endurance Chart

A character's Macho stat is used to resist damage
when the character is hit by any type of physical attack.
The higher it is, the more likely the character is to take

Character’s Macho Wound little or no damage from any particular attack.
Endurance Stat Levels The character's Wound Levels are the number of
1.3 , . actual wounds he can take before dying. In addition,
o 1 when acharacter takes acertain number of wound levels
4-5 2. of damage, he accrues some penalties (see Gamemaster
6-7 3 Chapter Six, "Combat").
8-9 4
10 5 6. Recoro Skite BASEs

Thisis easy. Inthe "Skills' section of your character

Ah, | noticethat you do not
have any happy pills. Here, have
some. What? Y ou don't need any?
That frown on your face tells me
differently, Citizen. Remember,
happiness is mandatory, Citizen.
| am always the model of a happy
clone. Try to emulate me, Citizen.
What a nice smile you have. |
think that some happy pills will
make it even wider, Citizen. Very
good! Here, have some more. Oh,
I'm sorry, Citizen. | didn't realize
that too much happiness would
render you unconscious. The
Computer provides for every-

thing! Docbot!!
oo0ss 000

24

sheet, there are lists of skills, each headed by the at-
tribute that affects their use the most. "Agility Skill Base," "Dexterity Skill Base," and
"Chutzpah Skill Base" are examples of this.

Divide each of your character's corresponding attributes by two (rounding up) and
record the result as that attribute's Skill Base. So, if your character has an Agility stat
of 9, hehas an Agility Skill Baseof 9/2=45=5.

Skill bases are what you will useto accomplish tasks, or skill checks, in Paranoia. For
example, if you have an Agility Skill Base of 5, you could use all Agility skills (likeforce
weapons, thrown weapons, or brawling) at a base of five.

If you have any skill ranks in any of these individual skills (see "8. Choosing Y our
Skills," below), then they add directly to your skill bases.
Again, that character whohastheAgility Skill Baseof 5 can
usedl Agility skillsat askill rank of 5— but, if he learns
two ranks offorce weapons, then his total ability goes up

to 7. The higher, the better.
a7 INFLATION. REPORT
7. Servrce Groves FOR TERMINATION

As explained earlier there are eight Service Groups TODAY!
your character might have beonged to before she :
joined the Troubleshooters. It is time to determine
which oneyour character belonged to, and how thiswill
affect the Troubleshooter's development of skills.

HOLD THE LINE
AGAINST (l(zFlE

CHARACTER CREATION
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Roall 1dIO on the following table to determine what
Service Group your character was in beforejoining the
Troubleshooters.

SERVICE GROYPS ANO SKILLS

Depending onwhat Service Groupthe Troubl eshooter
is from, she will get a chance to learn a different combi-
nation of skills as part of her Service Group training.

Every member of every Service Group is given basic
training in some skills important to that particular
Service Group. To determine what your character has
learned as part of her Service Group, simply find the
tablethat correspondsto her Service Group androall five
times, recording the results on your character shest.

Note Troubleshooters who rolled that they were
agentsof Internal Security roll threetimesonthe"IntSec”
skill chart and twice on the chart of the Service Group
they rolled as their "cover."

THE SERVICE GRrOYP SKILL CHARTS

As stated previously, simply find your Service Group's skill list and roll five timesto
determine what, if any "basic training" skills you learned.

:\> Service Group Chart

Internal Security*
Technica Services
Research and Design
Central Processing Unit
Power Services
Production, Logistics, and Commissary
7-8 Armed Forces
910 Housing Preservation and Development and
Mind Control
*If Internal Security isrolled, roll again, ignoring this
result. The character is an IntSec agent posing as a
member of another Service Group (the second one rolled).

OO0 WNPR

IntSecisthe best. | started

Note When you arerolling on the skill tables, theresults are listed as"+1 skill name" out learning some spy skills, then
or"+2 skill name,” or "+1 skill name, +1 other skill name." Find the skill name(s) onyour I went into "deep cover" as an
character sheet and simply add one (or two) to the number of skill ranks you currently R&D tech. | didn't pick up much
have (see "Choosing Skills' below for more information on this). there— maybethat'swhy |

ended up blowing up that lab ...
LK BN BN BN N O

2

i \\\\\»

Bounecy BYBBLE BEVERAGE ... ITS THE MANDATORY THING!

CHARACTER CREATION
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:\> Armed Forces Skill Table

1d10

Result  Skill(s) learned

Y ou goofed off; you didn't learn anything
+1 force weapons

+1 intimidation, +1 motivation

+1 thrown weapons

+1 energy weapons, +1 laser weapons
+1 field weapons

+1 missile weapons

+1 projectile weapons

+1 vehicle weapons

+1 demolitions

BoowroubhwNnp

:\> CPU Skill Table

1d10
Result  Skill(s) learned
Too much paperwork; you didn't learn anything
+1 data analysis
+1 data search
+1 surveillance
+1 security
+1 fast talk
+1 spurious logic
+1 laser weapons
+1 data analysis, +1 data search
Roll once on the HPD&MC Table

BooNwourwNpRk

\> Internal Security Skill Table

1d10
Result  Skill(s) learned
Spent time disguised as a doberbot; no skills learned
+1 brawling
+1 melee weapons
+1 interrogation
+1 intimidation
+1 laser weapons
+1 security
+1 surveillance
Roll once on any other Skill Table (your choice)
Roll twice on this table, ignoring results of 9 or 10

BooNvounh~wNR

:\> HPD & MC Skill Tabhle

Reault  Skill(s) learned

Successfully dodged work! Learned no skills this time
+1 bootlicking

+1 con

+1 forgery

+1 oratory

+1 docbot ops & maintenance

+1 biochem therapy

+1 first aid

Roll once on Tech Services Skill Table
Roll twice on Power Services Skill Table

Boo~N~oabhwN R

:\> PLC Skill Table

1d10
Result Skill(s) learned
Buried under requisition forms; learned nothing
+1 bribery
+1 fast talk
+1 forgery
+1 habitat engineering
+1 jackobot ops & maintenance
+1 bootlicking
+1 spurious logic
+1 autocar ops & maintenance
Roll twice on this table, disregarding this result

BooroubwNpR

-\ > Power Services Skill Table

Result  Skill(s) learned
Hid out in the ventilation shafts; learned nothing
+1 spurious logic
+1 habitat engineering
+1jackobot ops & maintenance
+1 chemistry
+1 electronics
+1 mechanical engineering
+1 nuclear engineering
+1jackobot ops & maintenance, +1 habitat engineering
Roll twice on this table, ignoring this result

BoovwouhswNpRk

\> R&D Skill Table

1d10

Reault Skill(s) learned

Minor lab accident; you clean up but learn nothing
+1 jackobot ops and maintenance

+1 biosciences

+1 data analysis

+1 data search

+1 electronics

+1 mechanics

Roll twice on this table, ignoring results of 8+

Roall twice on the Tech Services Skill Table

Roll twice on the Power Services Skill Table

Boo~ouhrwNp

:\> Tech Services Skill Tabhle

Reault <Kill(s) learned
1 Catch a snooze in a supply closet; you learn nothing
+1 spurious logic
+1 autocar ops and maintenance
+1 transbot opsand maintenance
+1 docbot ops and maintenance
+1 scrubot ops and maintenance
+1 electronics
+1 mechanics
+1 to all robot ops and maintenance skills
Roll once on the R&D Skill Table

BooNouohsrwN

N
)
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Whenyou havefinished rollingthedice, moveonto"8. ChoosingY our Skills' andfinish
fleshing out your Troubleshooter's knowledge.

8 CHooSING YOouRrR SKILLS

Y ou have learned (hopefully) some skills from your individual Service Group(s), and
now you can pick some skills you might have liked to learn but couldn't.

You have ten kill points. Each skill point can buy you one rank in any <kill on the
Paranoia Skill List (next chapter). There are afew rulesto kill sdlection, however.

1. You may not buy skill ranksin any sKkill that already hasfive (or more) skill
ranks.
2.'You musgt gpend all your skill pointsnow; no savingfor later.

Skt Ranks ano Skt BASES

As mentioned above, your skill bases represent the basic abilities your character has
in every skill underneath each attribute. The kill ranksyou learned during your Service
Group training are added to those skill bases to determine your character's kill value.
Any skillsyou buy with skill points are aso added on to the skill base.

Example: Mage-R-GUF was in the R&D Service Group before joining the
Troubleshooters. He learned several skills, including biosciences, which he learned
at two ranks. BiosciencesisaMoxieskill, so Mage-Rgetsto add histwo ranksto his
Moxie skill base (which happens to be three). So, he has biostiences 5.

Then, during this step, he choosesto increase hisbiosciencesskill some more. For
onepoint, he can buy one additional skill rank, making hisbioscience skill valuea
6. Thisdoes not affect hisoverall skill base, but it does make him better at biosciences

9. MUTANT POWERS

"Now is the timefor all good clones to turn their minds to treason ..."

WEell, maybe not treason, but close to it. Okay, drag your gamemaster away from
whatever he or she is doing and tell him or her that you need some help with your
character. If possible, go off toaseparateroomwiththegamemaster todothis. Y es, that's
what dl the other playershavebeendoing... no, they probably weren't conspiring against
you. Well, maybe they were, but that's beside the point.

On the back of your character sheet iswhereyou record your "secret stuff — like your
mutant power (if you have one) and your secret society (next step; let's not get ahead of
oursalves).

You'll need to roll a twenty-sided die and tell the gamemaster what you get. The
gamemaster hasachart (later inthisbook—it'ssecret and Ul traviol et clearance, so don't
you darelook!) that will tell him if you have a mutant power and what it is.

Ifyou have a mutant power, the gamemaster will probably ask you to make a " power"
roll right now. Don't worry about how that works,.helll let you know. Ifyou succeed, helll
tell you about your power (as much as you know, anyway). If you fail, you'll be lucky to
get aname out of him. Record the name where it says "Mutant Power" on the sheet.

If you don't have a mutant power, then record that aswell. Whew! Y ou don't haveto
worry about the rest of this section; you can skip to Step 10.

WHaT MUTANT POWERS ARE

According to rumor (rumors, by theway, aretreason, but, then, so are mutant powers
...), mutant powers are"migtakes' that result from faulty cloning. Some clonefamiliesget
weird specia abilitiesthat nobody dsein AlphaComplex has. They alow youto dothings
no one else can do, see things no one dse can see ... thewhole spid.

They dso dlow you to get zapped as atraitor if you aren't careful.

Y ou see, most mutant powers, unlessusedwithextreme care, aredangeroustothe user
aswell. Oh, I'm not saying your clone is going to blow himself up with his mutant power
the first time he uses it (though that could happen) — but the friendly clones of Alpha
Complex, especially the clonesteammates, will probably do that for him.

Remember what's treasonous in Alpha? The Computer says mutant powers are bad.
Use 'em and get caught, and you get recycled as defective. Your next clone pops up,
hopefully withthislittle DNA glitch removed.

CHARACTER CREATION

The Fifth Edition

\

Y ouwant my opinion?| think
nearly everyclone in Alpha
Complex has some sort of mutant
power. | mean, everyclone | ever
met starts looking over their
shoulder the first time mutant
powers come up in a conversa-
tion. | think they'reworried
about being found out.

Of course, everyclone looks
over their shoulder when you
mention CheeseFud Surprise
Casserole as well ...

LR X X N I N J

| AM THE RAM
AMONG THE
SHEEP ...
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Can | Avoro Twis?
It would be a short game if there were no ways to avoid getting caught and executed
as atraitor. If you have a mutant power, there are three things you can do:

1. Hidethe Power, Hidethe Power, Hidethe Power That Rules: See, if you use
the power, you could get caught. I1fyou use the power, you might like it, which might make

ingln\qu ;ﬁ;{gﬁéﬁ\:?gﬁ you use it more, which will eventually get you caught. Maybe the best thing to do is forget

bring passed over again and you have it and never, ever use it.

again for promotion has bittered 2. Don't Play the Sap for Nobody, See: Hey, you can confess. Mutant powers are

me. treason, but if you turn your self in, the Computer islikely to belenient with you. Most

evccceoe likely, you'll just get your yellow mutant registration stripe and be told to go out and Sin
No More.

3. Be Discreet; Stay Alive: Okay, so you don't want to abandon this neat-and-wifty
ability, but you don't want to have to proclaim to theworld "Hey, I'm alow-life, scummy
mutant!" Well, you can split the difference: Only useyour mutant power when you aresure
nobody will notice (and be able to report on you) ... and, if you do get caught, try to fast
talk your way to an epiphany. "By the Computer, what was that?! 1've never seen that
happen before!"

The approach you takeis up to you.

10. DETERMINE SECRET SOCIETY

Whileyou've got your gamemaster's attention, see if he will let you roll atwenty-sided
die again and check for a Secret Society. If you get one, keep reading; otherwise, skip to

the next step.
SECRET SOCIETY MEMBERSHIL
Now, I'm not saying | know Beingin a Secret Society islike belongingto aclub ... if any clubsyou've ever belonged
anything about Secret Societies to could order you to go on dangerous missions, give you secret information and

... but it seems like, if you can get equipment, and get you killed, all before breakfast. Ifyou belongto aclub likethis, maybe
anybody to give you assistance or you don't need to play Paranoia after all.

watch your back — especially A Secret Society islikeanillegal support group of like-minded wackos. Hey, sorry, but
anyclonewho isn't reporting that'swhat itis. Put the laser down. You have arank inyour Secret Society (like asecurity
directly to the Computer — clearance, but more perks, less responsibilities). The higher rank you are, the more
yotsltve got an advantage over information you have, the more clones bow to your will, and the more neato stuffyou can
most.

get.
00660000 Most Troubleshooters start at the lowest rank of their Secret Society, but can work

their way up quickly. All Secret Societies have different rules and mantras and such;
obeying them will get you promoted. Since Troubleshooters are in such a "forward"
position (compared to the guyswho work in the cafeteriaor clean out theJohns), they have
more opportunity for advancement within their societies as well.

If you get a Secret Society, chances are good the gamemaster will tell you quite a bit
about it, and maybe even tell you amission or two you can accomplish to go up in rank.
The gamemaster has a whole chapter on the different Secret Societies of Alpha
Complex that you can't read to learn more. Sorry about that; Ultraviol et clearance

and al that.

Sears ano BENNIES
"Slaps' are bad things; "bennies" are good things. Just about every Secret
REPORT FOR Society has them. A "dap" might mean the Computer is extra angry when it
TERMINATION. CITIZEN. finds out about clones being a member of this Secret Society, while a "bennie"
HA! | DIDN'T SAY,”(OMPUTER could mean clones of aparticular Secret Society start out with extra skills or
. p stuff. The gamemaster knows which Secret Societies get what slaps and
SAYSF.di! TI%IILI?AS'IFIOORNEP ORT which bennies, so ask what you get.

11, EQUIPMENT, STUFF, AND MONSENSE

All thingsin Alpha Complex belong to the Complex and aredistributed
by the Computer's need and whim. However, the Computer often rewards
cloneswith "personal" property — sure, it belongs to the Complex, but the
Computer says you can keep it and do what you want with it (other than

wilfully destroying it— destroying Computer property without permission
or a damn good reason is treason).

2 8 CHARACTER CREATION
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:\> Amount of Stuff Table

1
2

Hw

EhrbBRE Boo~wown

B R

B8 & KB B 8BRY

\> Stuff Table
1d100 Stuff Obtained

Bottle of Bouncy Bubble Beverage

Happy-Happy Goofbdls (life is good, lifeis fun, life is
upside down)

Superplagtic knife
Gummy Gun (it looks redl, but tastes like syntheberry
pestel)

Bullhorn

Fire extinguisher

Wetch

Extrajumpsuit

Extra boots
SuperSoaper Hygiene Spray (one squirt and they're
clean!)

Firgt aid kit

UltraRubber Bouncy Bal (nearly 100% dadticity!)
Bot repair kit

Y o-Y o with super-long string

Hashlight

Deed rat (treasonous food?)

Bake a Traitor, the Home Game

Co;nmie cap with laser holesin it (possibly treason-
ous

UltraHard Breakfast Muffin (guaranteed not to
crumble apart)

Gas mask (ah, but what gas?)

50 plasticreds (money — buy your own stuff!)
A "Get out of Jail Free' card ("J&l?' What is "Xl ?")
"Happiness is Mandatory" PR badge

"I'm With the Traitor" novelty button

Happiness Energy Bar (yum!)

Defective spring shoes (you canjump higher with
them off)

Freeze-dried bagel with synthecream cheeselike food
product (easy, stomach)

Jeckobot (okay, it malfunctions, but it's yours!)
SuperHot SuperLunch (are those noodles, or ...)
Hot-torch (sort of like a blowtorch, but with a mini-
laser beam

Mutant Wombat Detector Kit ("Don't see any mutant
wombats 'round here, and it ain't beeping!")
Equipment Requisition Form (blank, unauthorized)
Termination Voucher (blank, unauthorized)
Something you found under a FoodLyke distribution
vat and put in your pocket

Picture of vidstar TedaO-MLY (popular good luck
charm)
Appropriate Service Group "Fash" Patch

Holster for laser pistol

Stretchy Rubber Container (suitable for holding
either water or air)

1d10 Reault Stuff Rolls

42

R88&E K S&kB

3}

&

g

8988

59 One Dose of Ultra Vaccine

60

61-90 Something Treasonous

91-100 Something Useful (Gamemagter's

Desk plaque with name, security clearance, and home
sector designation

Persond hygiene kit

"I've Got a Friend in the Computer" bot-bumper
gticker
Voucher for One Free Stupid Question (authorized by
the Computer Itsdlf)

Parachute (fully functioning? Maybe)

SuperSafety Goggles (completely opaque)

Plasticord (10 meters of syntherope)

HPD&MC's Creche Program Guide (contains listings
for dl vid channels, from here to next yearcycle)

The Computer's best-selling handbook, Why I'min
Charge and You're Not in convenient audiodisk
format

Utility belt

Gloves with fingers cut out

Smoke alarm

Smiley-face button with hooks pulling the sides of its
mouth into an even wider grin ("Happiness is Really
Mandatory!")

DIN Sector cafeteria menu from four yearcycles ago
(il current!)

Troubleshooter Songbook and Phrase Guide (includes
such favorites as "Usad to be an Infrared" and sayings
like "Why, no, friend Citizen, | don't see why | should
turn over my conerifleto your capable care.")
A newly-reedited version of War and Peace (two pages
of text, 1600 pages with "Ultraviolet Clearance'
stamped over them)

SuperGum

SuperSolvent

HandiCam Vidlink (lens missing)
Spackle (you may
not know what it is,
but there'sa
helluvalot of it
herel)

and Pet Spray
Officia Troubleshooter Bill-O-
DAL Thermosand Lunch Pail
(Gamemaster's Option)

Option)

S
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Unfortunately, maost beginning Troubleshoot-
ersdon't get alot of personal stuff. They arethe
Computer'selitestrike/spy force, sothey will be
equipped extra specia by the Computer itsalf.
Butyouamost dwaysget afewthingstostart
the gamewith:

1 Jumpsuit, Red (or appropriate security
clearance)

1 Undershirt, black

1 set of underwear, supposedly black

1 laser pigtol

1 laser pistol barrel, Red (six shots per barrel)

1 st of boots, black

And afew bits of optional equipment!

Orrionat, Personal STuFF

To simulate some of the neato things you
may have picked up whileworkingin aService
Group as alowly Infrared, roll on the following
tables to determine how much personal stuff
you have to begin the gamewith (in addition to
the above items).

Roll percentile dice on the " Stuff Tabl€" to determine what stuff your character sarts
with at the beginning of the game. Roll as many times as you have "Stuff Rolls." Note:
These rolls should be secret; this isyour stuff— nobody has to know.

The gamemaster will tell you what each of these thingsidand what each of them do.

”EX’ s | don't know what you mean. |

. . . have alot of persona property —
That'sit for character generation. Y eah, | know; there are ill some blanks on your my own flybot, a crew of jackobots

character sheet. Don'tworry; well fill them out asthegame progresses. Readthenexttwo  who clean and polish my

chapters and you're ready to play. multicreche, and even afew
dozen clones to do my bidding.
Oh. Y ou don't consder clones
property? Well, not yet, anyway.
LI N

CHarACTER € 3f



That reminds me about the
time an earlier clone of mine had
tojump from a moving flybot onto
the roof of aR&D building. As|
jumped, | used the Stahilizing
Tog Of Preservation, or STOP, to
help dow down and guide my fall.
Unfortunately, R& D was working
on another experiment just at
that moment. When the experi-
ment exploded, enough force was
released to overcome STOP and
send me flying back toward the
flybot. The impact against the
flybot and then the ground is
what killed my earlier clone.

LN 2R BN BN BN Y

THAT'S
ENTERTAINMENT!

To simulate ability mixed with luck in aroleplayinggame, thereis almost always some
sort of system for determining whether or not your character succeeds or fails when he
or she tries to accomplish something. In Paranoia, when your character tries to do
something, he is performing a skill check.

Thegamemaster hasmost of thedetail son skill checks, but here'sthegist: Y outell the
gamemaster youwanttotry todo something, hetellsyouwhat skill (or skill base) you're
using. Youtdl himwhatyour skill valueis (theskill base plusany ranksyou haveinthe
sill) and you roll a twenty-sided die. Tell him what you got, and hell tell you what
happened.

Simple, no?

WEell, not necessarily. See, thegamemaster hasthis chart ("Master Skill Check Chart™)
that he checks to see whether you succeed or fail. You can't seeit, because it is— guess
what? — in the Ultraviolet section of this book. Sorry.

Anyway, he determines how easy or how difficult it is for you to perform a particular
action (how does he do this? If you were meant to know, we'd tell you) and then cross-
referencesthat level of difficulty withyour skill valueto determinewhat you needtoroll.

Why does this matter? Well, because it is alot easier to use your laser weapons skill
to shoot at an unmoving, man-sized target than, say, atin can flying through the air —
or another clone, for that matter. Sometimes, you haveaskill valueof 10 andyouroll an
eight and succeed. Sometimes, you fail. Sometimesit rains ...

Obscure movie reference. Never mind.

What thismeansis, don't expect consistency. Sure, thehigher the skill valueyouhave
the better (keep improving those skills), but very few things are acertainty ... and you
don't always know how hard something is to do until you try it.

THE Skt CATECORIES

As mentioned previoudly, there are three different types of skills: General, Service
Group, and Life in Alpha Complex. The skillsin this chapter are not organized by these
categories. Instead, they are organized by attribute. So, dl Agility-based skillsarelisted
together, as are all Dexterity, Chutzpah, and Mechanical Aptitude skills.

THE SKILL LISTINGS

Each skill has a Skill Name, and aDescription. The name is easy — laser weaponsis
the name of the skill you useto fire alaser weapon. Hard, huh?

The description is a brief summation of what the skill does. Some skills aren't self-
explanatory: laser weaponsis easy to figure out, but maybe not spuriouslogic or biosciences.

Thedescriptionsarebrief because, hey, thisisthe Red clearance section, dunsel; you
aren't cleared for any more information. The gamemaster has the important information
— like special rules and modifiers — in the Ultraviolet section of the rulebook.

SkrLs ano Skt Yse
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ATy SkiILs

Brawewe
Description: You can brawl with some-
when you want to push them into the
food vats or smply get ahead of them in the
cafeterialine (why wouldyouwantto, though
— the food is filled with people pushed into
the food vats). Of course, he can use his
brawling to fight back (and so can you).

Dovse

Description: Seems like laser fire and
faling plasticrete come with the territory in
the Computer's Utopia. Usethis skill to get
out of the way of both.

FORCE WEAPONS

Description: This skill is used when a
character wantsto swing an energy-powered
melee weapon (like aforce sword, neurowhip
or force axe) at someclone or something. Can
get messy, especialy if you screw up badly.

MEeLee Wearons

Description: Although knives, swords,
and clubswent out with the old, Old Reckon-
ing, heavy plastic chair-legs, shaved
plastisteel knives and dismembered limbs

gtill make good weapons. Use this skill to bop your opponent with a primitive weapon.

Sweaw

Description: Not much good against security cameras, but greet for getting down the
hall without being seen by that V ulture Trooper with the Really Big Gun. Keepsyou from

being "volunteered" out of a crowd as well.

THrown WEAPONS

Description: Used when you want to hurl objects (pieces of plastisteel, grenades,
bottles of BBB) at something or someclone. Not too dangerous a skill, unlessyou toss a

pininstead of agrenade.

Cnyrzrar SKILLs

Booruekine

Description: Make friends, suck up to enemies. Don't stop with licking the boots,

:\> Skill List

Agility Skills
Brawling

Dodge

Force Weapons
Melee Wegpons
Sneak

Thrown Weapons

Chutzpah SKkills
Bootlicking

Bribery

Communist Propaganda*
Con

Fast Talk
Forgery
Interrogation
Intimidation
Motivation
Oratory
Perception
Spurious Logic

Dexterity SKills
Energy Weapons
Field Weapons
Laser Weapons

Missile Weapons
Projectile Weapons
Vehicle Weapons

M echanical Aptitude Skills
Habitat Engineering
Juryrigging

Robot Ops and Maintenance
Vehicle Ops and Maintenance

Moxie SKills

Biochem Therapy
Biosciences

Chemistry

Computer Programming*
DataAnalysis

Data Search
Demolitions

Electronics

FirstAid

Mechanics

Nuclear Engineering
Old Reckoning Cultures*
Security

Surveillance

Survival

*Treasonous or near-treasonous skills

either ... alittlejudicious flattery and ass-kissng goes along way.

BrIgery

Description: This skill showsyou what to do with dl that stuff you may or may not
have gotten. Offer an IntSec agent valuable information or semi-valuable stuff, and
maybe hell forget about those treasonous things you were writing on that jackobot.

Cow

Decription: Usethisskill to get your way without arguing or pulling rank that you
probably don't have. Convince somebody that they want to let you get away with

something you probably shouldn't.

Swres ano Skt Yse

Sneaking a peek at Ultraviolet
material while your High
Programmer is off getting
Crunchytyme AlgaeChips is
treason, Citizen! You've been
warned.

Y ou can make friends and
meet clones with this useful skill!
But, the best reason of all to
booatlick is because it's fun!!!!

[ N ) [ N )

I like sneaking "He who hides
and runs away won't get blasted
now, today!"

o000 OOGS

33



Paranoias The Fifth Edition 1 mnSesg sy, een s tenii®ee 2o e, 0o 5y tani® 0 San g tond 2100

IRED CLEARANCE ... APPROVED FOR USE BY RED-CLEARANCE CITIZENS

Fast Tk

Description: Not quite as good as con, this skill is a good companion to bribery or
bootlicking. Spinagoodyarn and maybe get away withyour skinintact. Talk fast and long
enough, and that nasty Armed Forces goon might forget why he's pointing the conerifle
at you.

Goon? GOON!?! | don't like
the way you refer to the clones in FORGERY

the Armed Forces. Take it back, Description: Paperwork, paperwork, who has the paperwork? Oh, yes, hereitis ...
or I'll hurtyousobad.... wait aminute, that's not an execution voucher, it's a"Reease this Clone or Elsel" form!
eoccoee Pardon me, sir; my mistake, Sir!

INTERROBGATION

Description: Whilethe use of tortureto persuade asubject ofinterrogation to spill the
beans on his Secret Society palsis not necessary, its use is aso covered under interroga-
tion. Make 'em squeal!

INTIMIOATION

Description: Loom over your intended victim. Flash your higher-security clearance
in his face (that works). Flash abig gun (that works better!) Suggest that, if he doesn't
want to end up on next daycycle's recycling menu, maybe he'd better cooperate.

Morrvarion

Decription: This skill is used to get people moving and doing what you want —
without thinking. Basicdly, it involves lots of yelling and the ability to sound like you
know what you're doing and you have the clout to back it up. Don't et ‘'em think about it,

though.

OraToRY
Description: Usedto convince peoplethat they want to dowhat youwant themto do.
Not as fast as motivation or as sneaky as con, but it will do the trick.

PERCERTION

Description: Usethistowadethroughthevat-dudgeof others ramblings, and to spot
lies or inconsistencies. Also works when you need to spot that prisoner high-stepping it
out the back door of the debriefing area.

Sryrioys Losre

Description: This works best on the nonliving of Alpha Complex — bots and the
Computer, mainly — but can be substituted for con or fast talk in apinch. Basically, you
want to string a chain of supposition and pseudo-logic so complex and so convincing that
you'll confuse anyone you're talking to into letting you off whatever hook you've gotten
yourself on.

DEXTERITY SKILLS

ENERGY WEAPONS
Description: Thisskill allowsyouto usevariousformsof energy weapons, like plasma
guns or sonic weapons.

FIELO WEAPONS

| THINK THAT I Description: Thisskill letsyou usefield weapons (duh), such as howitzersor grenade
SHALL NEVER SEE/A launchers.
COMPUTER QUITE AS
SHARP AS ME ... Laser Wearows
Description: Most clones in Alpha Complex know the basics of how to use a laser
S weapon, even if they never get one themselves. Laser pistols are the most common laser

weapons, with laser rifles being scarcer.

Suries ano Skree Ysk
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MIeSiE Weapons

Description: Actually a seldom-selected skill, missile weapons covers the use of Old
Reckoning gadgets like bows, dings, dingshots, and other obsolete weapons. Of course,
gettingimpaled by amakeshift crosshow bolt and lasered through the chest is thought to
have much the same effect on most clones.

PROJECTILE WEAPONS
Description: Slugthrowers fit into this category, as do other weapons that hurl
accelerated objects at a hapless target.

Vewrete Weapons
Description: Tank guns and portable artillery fit into this category. It moves, it
shoots, something explodes.

MECHANICAL SKILLS

HABITAT ENGINEERING
Description: This skill gives the character aworking knowledge of the air, commu-

nications, transportation, power, water, and waste systems of Alpha Complex. The

character has achancetoknow where odd ventilation or sewage shafts might lead, or how
to gum up aparticular airflow corridor to get nasty traitors in anasty position.

JURYRICGING

Dexcription: This skill dlows characters to use their Mechanica Aptitude to get
broken thingsworking or working thingsto do different things than they were supposed
to. And, like tinkering, itisnot an exact skill.

Swres ano Sxrit YSe

Weapons. The single best skill
group that you could choose from.
Remember — keep your laser
handy! Trust no one! Better dead
than Infrared! Post no bills! The
Computer islike abox of
chocolates!
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Make yourself popular with
your team: learn first aid.
[ 3N B B BN B N J

ROBOT OrS ANO MAINTENANCE
~ Description: Thisskill description actually covers severd different types of robot ops
listed on your character shest:
Transbots Transportation robots with large passenger/cargo compartments.
Docbots Medical bots that care for the sick and injured of Alpha Complex.
Jackaobots: All-purpose botswho do general labor or errands.
Scrubots: Janitor-bots that clean up the messes made by everyone else in Alpha Complex.
Flybots: Transgportation bots with the capability of flight.

Characters can use this sKill to operate and maintain (or sabotage) the bots of Alpha
Complex.

VEuroLe Ors anD MAINTENANCE
Description: This skill description covers the maintenance of all types of Alpha
Complex vehicles, aswell as their use:

Autocars. Clone-operated transports.
Vulturecraft: Armed Forces Vulture Warriors (armored flybots with weaponry)
Hiers: Clone-operated, civilian aircraft.

MOoxIe SKILLS

BIOCHEM THERAPY '

Description: The diagnosis and application of mental and physical enhancement
drugs, usually provided by the Computer toinsure cooperation and peak efficiency. A good
Troubleshooter team aways has enough pillsto see it through a mission.

BIOSCIENCES

Description: Biology. Mostly the biology of clones, but Troubleshooterswith this skill
might be able to figure out the workings of Outdoor creatures, aswell has what they eat,
how they eat, and will they eat me?

CHEMISTRY
Description: Let'sfaceit; you'regoingto usethisto makebombs and acids, aren't you?

0ATA ANAaLY SIS
Description: The figuring out of computerized information, including binary code,
hexadecimal code, and al the other codes you might find in your nodes.

0474 SEareH
Description: Before you can anayze it, you have to find it. Be careful with this skill;
poking around computer (or Computer!) files can be treasonous!

DEmoLTions
Description: How to blow things up real good — and not take yourself with them.

ELecTronCS
Dexcription: Making communicators, lights, and dectric chairs function properly.
Zzzapp!

FIRST Al

Description: Combat medicine: you can use this to dress wounds and diagnose
sickness and disease. Battlefield surgery is aso possible, but your victim ... er, patient...
might prefer a docbot.

MECHANICS

Description: You'd think this would be a Mechanical Aptitude skill, wouldn't you?
Will, it's not — you use your knowledge of mechanical apparatus and gadgetry to
construct Rube Goldberg-type contraptions (you know; like Wily Coy-O-TEE).

Skrts ano Skt Ysoe
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NYCLEAR ENGINEERING

Description: The care and feeding (?) of nuclear reactors and nuclear-powered

devices.

Secyrrry

Description: How to set, reset, and disarm security systems and mechanical and
electronictraps. Comesin handy when you're doing things in places you aren't supposed

to be.
SyrveEncance

Description: Similar toperception, but you are able to use gadgets and gizmos to do

your looking as well. The ultimate spy sKill.
Syrvrvat

Paranoia- The Fifth Edition

BUT IF, BAY-B-EEE,
YOU'RE THE BOTTOM,

I'M THE TOPS!

Description: Live in the "wilderness." Eat gum wrappers and burn insulation to
survive. Does little to no good Outdoors, sincefew clones have ever gone Outdoors, come

back, and survived.

MORe Skt STUFF

Okay, so you've spent your skill points and rolled for your Service Group sKkills. Isthat

al the skillsyou'll ever get?

Probably not. The gamemaster will give you opportunities to learn new skills and
improve the ones you have, sometimes during adventures, most often between adven-
tures. Soyoustink at most of your skillsnow—sowhat? T hat givesyou somethingtowork

toward.

LEARNING MEW SKILLS

When your Troubleshooter learns new skills or improves old skillsis completely up to
the gamemaster — but here are the guidelines we recommend.

At the end of each adventure— or during a significant break during along adventure
— you get to pick two skills of any type and the gamemaster pickstwo skills of any type.

You roll 1d20, trying to roll equal to or higher
than your current skill value (your skill ranks
plusyour attribute value). Ifyou roll equal to or
higher than one of the skillsyou chose, you can
then increase that sKkill's rank by one. You
might succeed at both rolls and increase two
skills by one rank each — or you might fail at
both.

If you roll a one when checking for a skill
increase, then you're in trouble. For some rea-
son — whether because you received a bad
MemoM ax transfer or you'reacompletedink —
you forgot something about the skill you were
trying to improve. The skill goes down by one
rank. Ifyouweretryingtolearnanew skill (one
you have no ranks in), then there is no effect.
Likewise, ifyou only have one rank in the skill,
there is no effect.

The gamemaster makes the same rolls for
two other skills with the same effects. The
gamemaster, by the way, is trying to choose
skillsthat hethinksyour character used alotin
theadventureor might havelearned al ot about.
Y ou are picking any skillsyouwant to devel op.

Example: Rote-O-RTE hasjust completed
a mission ofgreat importance for the Com-
puter. By tapping into a simplex computer-
node, he was able to keep a Commie plot to

Sxres ano Skt Yse

B WARNING! D WARNING! !PT WARNINGE!TT - *x

ULTRAVI OLET CLEARANCE | NFORMATION - LOWY
TROUBLESHOOTERS MAY NOT READ FURTHER!!!

There are threemore skillsin Paranoia that we didn't tell those loser
players about right yet, but you should have them here with the rest of
the basic kill descriptions.

The first oneis caled computer programming, and it is avery, very
treasonousskill. The possession of this skill is treasonous; the suspicion of
possession of thistell is often grounds for execution.

See, thisMoxie-based <kill is used to change or create information in
computer (or Compuiter!) files. A character who learnsthis kill is
tampering with t he very fabric of AlphaComplex'sredlity itself. Only
Certain cdonesknow this skill — and the only oneswho are supposed to are
the High Programmers.

Of course, thare  arethosewho say that learning the skill ishow they
got to be Hh Programmers ...

Thesd  <kill is Old Reckoning Cultures. Thisrefersto (gasp!) the
erabefore the Gy ]

Thethird treasonousddl  isaChutzpah skill ... communi st propa-
ganda. Il & you rmeaboutitlater but, basically, it'smoreaninfection
than addll. Characters g it to spread the Communi st Secret Society
doctrine and influence theheartsand mindsof AlphaComplex clones.
Very dangerous - b

No character CanVoluntarily be able to choose either of these skills—
they are taught to the character at your direction ... sometimes involun-

37



Tim Bobko

Paranoias The Fifth Edition

(RED CLEARANCE ... APPROVED FOR USE BY RED-CLEARANCE CITIZENS

blow up all of YEK-sector's sewage systems
from succeeding (yay, Rote-O!)

The player decides he wants to try to in-
crease his brawling and dodge skills — he
knows all adventureswon't beasquiet as this
one. He has an Agility skill base of 3 (both
skills are Agility-based), and he has three
ranksin brawling and two in dodge, for skill
values of 6 and 5 respectively.

Rote-O rolls a 5 when he tries to improve
his brawling skill and a 10 for his dodge.
Snce hisbrawling skill isa 6, Rote-O failed
to improve that skill, but he made his dodge
easily. Rote-O's dodge skill valuegoes up to 6.

The gamemaster decides Rote-O might
have | ear ned something about the skills data
analysis and data search while messing
around with the simplex's computer node.
Both are Moxie skills, and Rote-O has a
Moxie skill base of4. He has two skill ranks
in data analysis but none in data search (he
was using his skill base alone — lucky, eh?)
So, the gamemaster needs to roll 4+2=6 or
higher for Rote-O to improve his data analy-
dsskill and a4 or higher for himto learn his
first rank in data search.

The gamemaster rolls and — uh, oh—he
getsa 1 on the diefor the data analysis roll!

MMMMMMM 6000! QLY THE That means Rote-O |earned something wrong along the way, or maybe hejust forgot
BEST SYNTHEFYO FROM PLC! some basicprinciples—helosesonerankin dataanalysis, 0 hisskill valueis now
reduced to a five. The gamemaster gives Rote-O the bad news and rolls for the

Troubleshooter's data search skill ...

and gets another one. Fortunately, Rote-0

doesn't have any skill ranks to lose in data search, so hejust doesn't improve.

wwar Skries Can 1 Learn?

Outinthe "red world" of Alpha Complex, characters can learn any skills, up to atotal
skill value of 20. Onceyour character's skill ranks plushis skill base equal 20, he can't get
any better. He can, however, get worse ...
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Welcome, Troubleshoooters! My name is Roy-G-BIV, and | will be
acting as your Firgt-time Indoctrinator, Liaison, and Theoretical Head-
master (FILTH). | will be givingyou your introduction to the exciting field
of Troubleshooting.

BEING A TROYBLESHOOTER

| was a Troubleshooter, once— | suppose | ill am, even though I've been sitting at
adesk for twoyearcyclesnow. Ah, thosewherethedays... hunting the corridorsof Alpha
Complex for Commies, mutants, andtraitors, and blastingthelivingvat out of everything
that moved. Sigh. Ah, well, enough reminiscing.

The most important thing you have to remember about being a Troubleshooter isthat
you arethe Computer'shands, eyes, and earsin AlphaComplex. Oh, sure, the Computer
hasbots o' plenty to be Itshands ... and millions of monitors and hidden microphonesto
beltseyesand ears ... butyou are Itsfirst line of defense against Commie takeover. Well,
It hasthe Armed Forces and IntSec, but that's beside the point. You are important.

L ots of other Service Groups will resent you and they may give you trouble from time
totime ... trouble you might not be able to shoot. But, as a Troubleshooter, you need to
rise above their petty envy and keep on keeping on.

PREPARING FOR COMPYTER -M/SSIONS

Every adventure starts with a mission briefing — that is, every adventure that the
Computer wantsyou to go on. As a Troubleshooter, your life belongs to the Computer ...
well, so does everybody else's, but that's not what I'm trying to say.

Let me put it thisway. Every so often, the Computer will cdl you up or send a squad
of Vulture Troopers to abduct you from your creche and tell you It wantsyouto goon a
mission for the good of Alpha Complex. As a Troubleshooter, you must obey. Your first
duty is to report to the mission briefing area.

MISSION BRIEFINGS O T
I'm gonna tell you this straight — sometimes the Computer likes to ... test Its TRAITOR ALONG THE

Troubleshooters beforethevery, very important life-or-death mission begins. Sometimes, ROAD ... BEING ON

It will order you to report to the mission briefing area (where you will be assigned your

mission), but It won't tel youwhereto go ... maybe knowledge of the areais classified, THAT ROAD IS

or perhapsthe Computerjust wantsto seehow smartyou are. Y oumust get tothemission \TREASON, CITIZEN.

briefing area or you have failed in your mission before it begins. ——

When you do arrive, you might be briefed by a high-level clone, ajackobot with a
recorded message, the Computer Itself, or any one of a number of briefing-type officials.
Some will give you mounds and mounds of paperwork to fill out before you can go on your

MYy FIRST BRIEFING
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mission; others will be brief and terse and very cryptic. Regardless, it is up to you to
disseminate the information they give you and set out on your mission.

VERY IMiPORTANT STUEF

The next step is amost always a trip to the local PLC supply dump where your
Troubleshooter team will be given whatever equipment the Computer thinks you'll need
onyour important mission. Sometimes getting to PL C can beamini-adventure in and of
itself (another test?) Sometimes, it's right next door.

Getting the proper equipment is always easy. The Computer has assigned PLC alist
of tools, weapons, and accessories that the PLC clonewill invariably giveyou. Of course,
the clone probably won't let you see the list, but no clonewould try to deceiveyou or betray
the Computer by giving you faulty or erroneous equipment and selling the real stuff on
the infrared market, now would they? Of course not.

A Lowve AC Yow e GoIme OuUr

RP
TREA"S’V(I)XN I(?ﬁZI?N 0- Anyway, onceyou'reloaded down with stuff, you haveto head offto R& D. How you get
£SS-2. REPORT FOR thereisusually up toyou. R&D, though, is most often pretty easy to find —just smell the
smoke and listen for the explosions.

TERMINATION. The R&D lab is a great place to visit, yes, sir — especialy if you are on a Computer
mission. There, they will load you down with experimental and prototypical gadgets,
weapons, armor, and accessoriesthat you have been assigned for your upcoming mission,
Most often, these paragons of science have been ordered to give their babies over to the
Troubleshooters for testi ng— they might na have anythingto do with the mission itself
— and it is your responsibility to sign for everything and report how (and if) it works.

Sometimes, the R&D techs will ask for volunteers to test even more equipment.
Usually, this stuffis fresh off the laboratory chalkboard, and really neat! Unfortunately,
| never got the chance to test any of this stuff— | always seemed to be busy elsewhere
when the R& D boys were asking for volunteers— but | got to see al the wifiy gizmosin
operation! My erstwhile companions (may they rest in peace) proved themselves true
heroes of Alpha Complex by volunteering for these testing assignments.

O THE ROAD Ara/i/

And now, without further ado, itis off to the actual mission! If you haven't lost oneor
twoclonesyet, youhaven'treally beentrying. No,justkidding(?); nowthefun partbegins,
Head off down the corridors, singing a Troubleshooter marching song, and make ready to
serve the Computer!

THE MISSION ITSELF

There are hundreds of different types of missions you could be assigned to go on. All
of them have two things in common, though: First, they are vitally important to the
continued peace and prosperity of AlphaComplex, and, second, they are all ordered by the
Computer. To fail in a Computer mission is a Bad Thing ... unless you can pin down the
blame on somebody else. Then, you have done the Computer animportant service ... you
have uncovered a traitor in the midst of the loyal Troubleshooter team.

Mrecrone fi Atewa COrbLEX

Many adventuresoccur inside AlphaComplex. Someare "search and destroy"” missions
—like"TheTroublein Food Vat 10" whereamucus-spawned vat-creaturecamealiveand
tried to eat awhol e regiment of PL C cloneswhilethey were overcomeby nausea. Or then
therewas "Hide, Seek, Destroy!" where a group of Troubleshooters was told to masquer-
ade asinfrared clones, search the underlevel transtube baysfor Secret Society members,
andburnthem out. Y ou might even get to go on asuper-secret mission like"CLASSIFIED!
GREEN CLEARANCE AUTHORIZATION ONLY!"

Oh, sorry; guess | can't tell you about that.

MIeCIonS IV ROCUE SlidllEXEL

| know you've heard the rumors — the Computer has been monitoring you — and,
though rumors are treason, | have to confirm these. Evil Secret Societies and mutants
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have managed to — temporarily — break off small, insignificant sections of Alpha
Complex from Computer control. Now, the Computer could reassert Itsdlf anytime It
wanted to, but It probably sees these traitorous areas as good places to test Its Armed
Forces and Troubleshooter units. It might assign you to infiltrate or attack one of these

simplexes and bring the Computer back to the Unhygienic Masses.

Y ou could end up goingtoplaceslike TheDungeon,” "Diz-NEE'sWorld," or "Bar'sAve"
in search of troubleto shoot. Y ou could doninfrared garb and creep into the "Nightcycle,"
whereitissaid clonesfeed on each other (yeck! PLCisn'tthat bad), or"TheUnderGround,"
Wherg:' mutants run rampant, blowing things up and flexing themselvesin bright-colored
spandex.

AOVENTYRES QUTOOO0RS

These are the scariest adventures of all. |, fortunately, have never been assigned a
mission Outdoors — not that | would hesitate if the Computer ever ordered me— but |
have read the reports.

They say Outdoors is big— bigger even than Alpha Complex itsdf (I find that hard to
believe). They aso say the ceiling is 0 high up that it is obscured by a bright blue that
hurts the eyes. Thereis only one lamp there, and it doesn't alwayswork — | suppose it
was designed to simulate daycycle and nightcycle changes in Alpha Complex.

Whatever. Outdoors is scary because there are lots of nasty, unhygienic, dangerous
things out there, and | don't want any part of them. Brr.

THE TROYBLESHOOTER TEAM

Everyone on the team istherefor areason. Some clones are assigned because of their
skills, others because of their experience. Mot often, it seems, Troubleshooters are
assigned to particular teams because their number came up next.

Anyway, the Computer knowswhat's best, 30 I'm sure you're on whatever team you
should be on. You'll fulfill arole to the best of your ability ... or else.

Team LEADER

The Team Leader is the clone who getsto give the orders. Most often, he or sheisthe
clonewiththehighest security clearance—though not always. Thecloneisautomatically
considered "in charge," and not obeying this Troubleshooter is treason — the Computer
usually appointsthe Team Leader, sothe Team Leader speaksfor the Computer whenthe
Computer isn't available.

EQUIPMENT GYY

Thiscloneisin charge of kegping the team's equi pment running and intact. When the
Equipment Guy wantsto look over that plasmagun you're carrying, you better giveit to
her, unless the Computer or the Team Leader says not to. The Equipment Guy is
sometimes chosen because of her mechanical aptitude, but sometimesthe Computer likes
to give an inexperienced clone a chalenge.

HYCIENE OFFICER

Theimportant role of Hygiene Officer isfulfilled by any clone the Computer thinks can
keep the team spotless and clean for the mission. Being clean is good — a clean cloneis
ahappy and healthy clone, while a dirty clone is a smelly and disgusting clone and not
good for anyone's morale. The Hygiene Officer monitor's everyone's filth level and can
even override the Team Leader's orders when he feels it is time to take a bath.

LovalTy OFFICER

Just as good clones must keep physicaly clean, they must also keep clean of treason.
The Loyalty Officer isin charge of keeping track of who doeswhat towhomwithwhat and
when. The Loyalty Officer will be debriefed most carefully after the mission is over, and
the Computer will use her observations when determining who performed the mission
loyally and who will be seeing the inside of afood vat Real Soon.
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The Morale Officer is the
decadent tool of the oppressive
Computer! Down with happiness!
Down with team spirit! | will sing
marching songs no more forever!
o0 00O OGS

Used to be an infrared, often
wished that | was dead, sound off,
one, two...
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MORALE OFFICER

Every successful team has to have a Morale Officer. If Troubleshooters aren't happy,
they could fail in their missions, and wewoul dn't want that, would we? The M oral e Officer
must keep the team cheerful in the face of adversity. While the Morale Officer cannot
order the team to do things that countermand the Team Leader's orders or the mission
parameters, he can order "extracurricular activities' designed to keep the team cheerful,
Going into battle singing a Troubleshooter marching song is agood idea, or tellingjokes
while sneaking through the Outside is another. Blasting or disobeying the M oral e Officer
is nearly as bad as disobeying the Team L eader.

Oh, yes ... the Morae Officer is often assigned a whol e assortment of "happy pills' and
other pharmecuticals that make hisjob much easier.

COMMUYNICATIONS OFFICER

This cloneis in charge of keeping the team members in contact with each other and,
whenever possible, in contact with the Computer. Usually, the Comm Officer is assigned
avidtape recorder and amicrophone, so she can do on-the-spot interviewswith the Team
Leader or the Morale Officer during a fire-fight, or catch the other team members in
humorously embarrassing situations (like when Mac-1-NIF was carving up that Violet-
clearance clone? That was a hoot).

OTHER POSITIONS (OR LACK THEREOF)

If your Troubleshooter team is larger than six members, don't worry — the Computer
will assign auxiliary positions. Perhaps the Loyalty Officer needs an assistant, or the
Morale Officer's duty can be divided into Pharmecutical Dispenser and Joke Guy.

On the other hand, if you have fewer than six clones on your team, the positions might
be divided up — the Team Leader could also be the Hygiene Officer, and the Communi-
cations Officer could double as the L oyalty Officer. The Computer might even decide that
your team is, say, exceptionally well-groomed and doesn't need a Hygiene Officer.

TREASON AND THE TEamt

For some reason, when Troubleshooters look for trouble, they often find it... in their
own ranks. | suppose this is because the Computer, in Its infinite storage capacity,
knowingly assigned treasonous clones where It knew there would be Troubleshooters to
look out for them. So feel free to unmask that Commie sympathizer in your party, or blast
the Team Leader when he displays his unregistered mutant power. Hey, it is quite
possible that you are the only loyal clone on the team!

DEATH, DyiveG, AvD Cominveg BACK

"Livefree, play hard, die with your jumpsuit on."

Well, maybe not — but let's face it, you're in a dangerous profession. Troubleshooter
work is not for the faint of heart (sit down; you can't leave). Y ou were sel ected because the
Computer hasfaithinyour ability to stand up for Alpha Complex and die like aclonewhen
necessary.

But you know all about "six-packs," right? Clone #1 buys the simplex and you move on
to Clone #2 with little to no interruption, right? Do you think it's that simple?

Itis.

The Computer will send out a replacement, complete with MemoMax transfer that is
exactly identical to its previous clone brother in all but one way — it isnt dead. All the
skills, all the memories (including the memory of being killed), al the everything. Of
course, sometimes the transfer can take a little time. The Clone Preparation and
Revivification tubes (CPR) can sometimes get backed up (especially when awhol e sector
getsthefinger all at once), or the Computer might want to do alittle "remodeling" onyour
replacement. It might be afew seconds, a few minutes, or up to an hour beforeyou get your
new clone. Sit tight, and you'll arrive in due time.

DEATH A0 BOREOOM

Dying should never be boring. Oh, certainly, you might get blasted between the eyes
by a RoboShlock Legal Enforement Sentry (ReS-LES), and that won't giveyou much time
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to react, but, in most cases, you should try to go out with abang. Or acrash. Or even a
whimper, if it is done in an interesting manner.

Why bother? Well, I've heard reports that clones that die horribly but with style have
often received brevet promotions, extraequipment, orjust the Computer's favored wink-
and-nod ("Attaboy, Dead-G-UIY!") and this is never anything to be sneezed at. Why the
Computer should care how a Troubleshooter or traitor dies is beyond me, but It seemsto.

A CLEAN SLATE

Oh, and when you are forced to execute one of your team members for treason ... or
when you get blasted for displaying an undisclosed mutant power ... or when the entire
party dies in a horrible gun battle two minutes into the misson — remember, death
means afresh start. No paybacks.

Atleast not directly.

What thismeansis, if |, Roy-G-BFV-3wereto get shotby youfor oh, say, usingamutant
power | never reported to the Computer and then the Computer dumps Roy-G-BFV-4in
front of you, you don't just blast him.

"But if you had a mutant power and he's identical to you, don't you have the same
mutant power?"

Not necessarily, Buck-O. See, the Computer believes that mutant powers, Secret
Society membership, and general treasonous activity are clone-specific, not part of Its
clone templates. So, when you get a replacement clone, the Computer thinks It has
"corrected” whatever problem existed in your previous life. So no blasting.

That goes the other way as well. If you end up executing me for treason, my clone
replacement would not be playing by the Computer's rules if he shows up and starts
blasting all of you without any more reason than his clone brother's execution. He may
know you didit, and he may remember it, and he may even resent it and want to get back
a you, but he hasto do it the Paranoia way — when he can prove you deserveit (at least
after-the-fact).

STRIKE #6, YOYRE OUT

Y ou arenot afree man, you are aclone, and if your clone number is#6, you are probably | an Number One and only.
more than alittle nervous. You're at the end of your six-pack, and you won't be coming Y ou are Number Six. What do
back if you get fried. | want? L oyalty, happiness. A

The Computer, however, takes a dim view of Troubleshooters who off #6'swithout a ~ good five plasticred AlgaeChip.
really good excuse. Where the Computer will usually accept arguments like "He was a By hook or by crook. Citizen...

traitor!” for aclone#1 or #2 whacking, whenyou start into the second half the Computer LAL LA R
starts to get suspicious. It created all these clones — It couldn't have made that many
mistakes, could It?
The Computer never makes mistakes.
If you kill aclone #6, either make it look like an accident or have an ironclad reason.
If you lose clone #6, it's time to generate a new character and continue onwards. The
gamemaster has a few recommendations that can make your second and subsequent
Paranoia charactersfit into the existing team relatively well — if he wants to use them.

REWARDS FOR Loval SERVICE

All right, you've heard your responsibilities and you know what will happen to you if
you fail — here are some of the "bennies’ that go with the "dgps.”

ExTRA TRAINING

When Troubleshooters perform well in the face of adversity, the Computer will often ~ TROUBLESHOOTERS
alow them extratraining in-between missions. They can either learn or improve skills GET KILLED MORE
through practice, or they can receive MemoMax implants — the method is up to the
Computer. The result is the same. BY SIX IN THE

The Computer choosestoreward adiligent donefor extremely loyd servicewithanew MORNINGCYCLE THAN

skill or improvement on an old one. The clone reports — in-between missons — to a N YOU DO ALL DAY ...
training center or MemoMax implant office. The cloneundergoesthetraining or implant,
and either learns or fails to learn anew skill or improve an old one.

Strangely enough, the chances that a clone will learn a Computer-trained skill are
exactly the same as if he or she was training independently. Roll 1d20 and, if the rall is

—
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THE COMPYTER'S LOYAL SCIENTISTS ANALYZE EVERY ASPECT OF CLONE LIFE. SCARY, ISNT IT?

Did you fill out your "Trouble-
shooter Training, Misson
Execution and Living Will" form
Citizen? Wl only the last part is

important anyway ...
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equal to or higher than the clone's current skill value, the clone improves the skill by one
rank. If the roll is lower, the clone fails to learn anything new.

Theroll of one, however, has anew, more deadly meaning. Instead of losing ground in
aparticular skill's development, the clone had an accident during training. The hapless
Troubleshooter got in the way of a malfunctioning training device, or a MemoMax
injection went into his pulmonary artery instead of his carotid, or what have you. The
clone dies. Activate the next clone, or generate the next character. Sorry.

When thishappens, the Computer will reactin oneof twoways: Either Itwill apologize
for the obviously Commie-inspired error and give the replacement clone another bennie
to replace this one, or It will blame the clone for "messing up" and wasting valuable
Computer property, time, and resources. The clone will then receive some sort of "dap”
for his’/her misbehavior.

VOUCHERS & FORMS

A good bureaucracy moves on its paperwork, and Alpha Complex is a mighty
bureaucracy. Equipment Forms, Termination VVouchers, Debriefing Forms, and amulti-
tude of other documents that Thou Shalt Not Fold, Bend, Spindle, or Mutilate are the
blood that flows through Alpha's bureaucracy's veins.

Most often, Troubleshooters will be asked to fill out reams of forms before going on
missions, before taking particular actions, or even before filling out other forms. They will
seldom have a choice regarding what forms they fill out or what vouchers they have access
to.

But, as abennie, the Computer might give them an authorized form that they can fill
out to their satisfaction — when the need arises. For example, Troubleshooters often have
difficulty executing obvious traitors when those traitors are protected by other, more
heavily-armed clones, bots, and/or security devices. Nothing is more frustrating than
seeing atraitor thumb his nose at you through six inches of transparent, blast-shielded
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synthested. But, if the Troubleshooter team had an authorized Termination Voucher,
they could bull their way past all loya Citizens and security devices, execute the traitor,
and whistle off to their next mission.

Of course, al of these forms will be limited in their application. For example, an
Equipment V oucher might have the Computer's authorization sed on it — stating that
the Computer saysitis"okay" for the Troubleshooter to have certain equi pment — but
the actual equipment the Troubleshooter has to choose from might be very limited ("no
weapons,” "no vehicles" "no armor," etc.). And, naturally, nothing above the clone's
security clearance would be granted, unless the Computer adso assigned the Trouble-
shooter a brevet promotion.

WHar'’s A BREVET PROMOTION?

Glad you asked.

Sometimes, the Computer assigns a Troubleshooter a brevet promotion so that the
clone can use equipment higher than his security clearance, or go to places in Alpha
Complex that are restricted to upper-clearance citizens, or retain knowledge that the
clonewould otherwisebeexecutedfor. Of course(getting sick of hearingthat, aren'tyou?),
the Computer often limits the scope of the brevet promotion.

The most common brevet promation is the one or two security clearance "al-purpose’
brevet. This brevet makes the clone temporarily one or two security clearance levels
higher. The brevet is seldom permanent (otherwise it wouldn't be abrevet), but the clone
hasall privileges and rank of thehigher clearancebrevet. So, if Koom-B-Y AH weregiven
aone-level all-purpose brevet for, say, the length of amission, he would be Koom-1-YAH
until the mission ended.

Less common but often more fun brevets are the "special service' brevets. The
Troubleshooter hasbeen breveted for aspecial reason, and receives specia privileges, but
they are more limited.

For exampl e, acharacter who is assigned apiece of special R& D equi pment might not
be of high enough clearance to carry it, useit, or even see it used. If the Computer isin
aparticularly generous mood, It might give the clone an " equipment brevet" for that piece
of equipment or all equipment in general. "Visitor brevets' (brevetsthat allow the clone
togotohigher security clearanceareas) areal so good examplesof specia servicebrevets.

Note: TheComputer isunder noobligationto assignany sort of brevetsfor any mission
—thatiswhy brevetsare under "bennies' and not some section like"entitlements." Ifthe
Computer did not give you a brevet and you feel you need one, it's probably your fault.

PLASTICREDS MAKE THE ComPLEX 60 ROUND

| suppose you know that clones do not really have "persona property" — everything
bel ongstothe Compl ex andisdistributed by the Computer. That'strue, but Troubleshoot-
ers do accumulate stuff that the Computer doesn't, apparently, want back. Stuff is a
bennie, but plasticreds are an even bigger bennie.

Plasticreds are the money of Alpha Complex. We accumulate them by doing extra
specia jobs for the Computer and for higher clearance clones, and by trading our
"persona” stuff for them. Plasticreds are small, plastic coins encoded with a particular
value — any value is possible, but ones, tens, fifties and hundreds are the most likely.

Y ou can use plasticreds to buy personal stuff or to bribe other clones for "favors." The
plasticred, however, only has as much value as the Computer or the cloneyou are offering
itto decides. Generally, lower clearance clonesthink of plasticreds asincredibly valuable
— they have so few privilegesthat the ability to "buy" thingsisterrific — while higher
clearance clones can simply order lower clearance clones to give or get them things or
services they might desire.

Plasticreds can seldom be used to buy things like weapons, armor, or redly nifty
equipment. They might, however, influence the clonesin charge of the proper requisition [T"S MURDER TO

forms. SEND A BOT UP IN A
Fwes CRATE LIKE THAT ...

Sometimes, the Computer will impose fines on Troubleshooters for unjustified or
unexplained damageto Computer property, or for borderlinetreasonous activity. A clone
might be fined 100 plasticreds for showing up a minute late at a briefing (he might be
executed as well, but it's up to the Computer). If the clone has enough plasticreds to pay
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THERE ARE TWO SIDES TO EVERY STORY .. YOUR SIOE AND EVERYUNE ELSE .

Traitors arejust misguided.
The Computer helps them to see
the light-find their way-

..and make way for their next
dond!!
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thefine, then nothing extremely nasty should happentohim. Finesare very arbitrary and
are seldom used to punish real treason (see "The Price of Treason," below ).

PERMANENT PROMOTION

While promotions are seldom "permanent," when a clone is promoted from one
clearance to another in any way other than the awarding of a brevet, the promotion is
considered permanent - - until the Computer decidesto promote, execute, or demotethe
clone again.

Troubleshooters are often awarded security clearance promotions at the end of
missions that were particularly successful or entertaining. Sometimes, the promotion
allows the clone to move on to a new line of duly, other times, the Troubleshooter just
becomes a more important clone within the Trouble-shooters. This is probably the best

bennie a clone can receive.

GETTING SLiPPED AROYND

You can get executed for nut pleasing the Computer. Most clonesthink that's the worst
thing that can happen toyou. Believeme, it isn't.

The Computer has a whole system of "slaps" it uses to motivate chines into more
acceptable styles of behavior. Even the most loyal clone can sometimes slip up and incur
a slap. Some slaps are simply that - a "slap on the wrist" used to remind t h e
Troubleshooter of wis  boss. Other times, a slap might be morelike,aright crossfrom
a warbot's ganntleted list. Oh, that hurts.

THE PRICE OF 7REAsON
One of the most common slaps for low clearance clones who commit minor ofienses
against the Computer are fines. These fines are levied against clones who. usually, don't

WY FIRST BRIEFING
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know any better and just made alittle mistake. They could amount to any number of
plagticreds— literally. | remember hearing about a clone who dropped FunTime Algae
Chip crumbs on a briefing room carpet and was ordered to pay afine of Fb for his error.
Another clonecamein, dayslater, and did thesamethingandhewasfined P$5000 and
reprimanded for repeating the of fense—even though hewasn't theonewho didit thefirst
time.

Rest assured, though, al Computer-imposed fines are completely fair.

Any serious treason cannot be paid off with fines (usually), and higher security
clearance clones are seldom given this slap unless the Computer really thinks it is
important (they are supposed to "know better").

Plagticreds - the lucre of the

05”07 10N future..

Oneof the most humiliating dapsisdemotion. Y ouworked hard to get whereyou are,
and then, because somebody else did something stupid and you got blamed (it's always
gc_)mebody dse, isn'tit?) you get demoted one or more security clearances. That sucksvat

ime.

What'sevenworseisthose clonesyou used to boss around are now your peers— or your
betters. Y ou'll haveto put up with theirjeers and taunts and dl theindignitiesthey force
on you (when you forced that clone to clean out the warbot's cannon during a rapid fire
test, it was necessary — he'sjust doing it to you to be mean).

TREASON POINTS

Contrary to popular belief, the Computer does not always execute, or order the
execution, of traitors immediately. Sometimes, It gives them a chance to recant their
treason and do better. But It remembers what they've done and It keeps track of their
treason.

Every clone starts with zero treason points (unless the Computer says otherwise).
When the Computer observes the clone performing atreasonous or questionable act — or
when an informer reports the same — the Computer may choose to assign the clone a
certain number of treason points that It feels the treason is "worth.” When the clone gets - o
acertain number of treason points, the Computer executes the traitor. Biggest treason point is the

How many treason points can you receive for what treasonous activities?How many ~ ©ne on top of your head, vat-boy.
treason points can you get before you are executed? I'm sorry, that information is above eeevcee
your security clearance, Citizen.

ReoyeImve TREASON POINTS
The only way to reduce treason points (and stay alive) is to be an extra-loyal, extra-
enthusiastic servant of the Computer. Sing loyalty songs, even when the Morae Officer
isn't asking for them; volunteer for hazardous duty; turn in other Troubleshooters as
traitors (and make it stick). Basicaly, bootlick and brown-nose your way out of trouble.
Oh, if youmanagetoget yoursdlf killedwhileyou havetreason points, that pretty much
wipes the dlate clean as well.

ANYTHING ELSE THE COMPYTER Can THINK OF

"Oh, dl that doesn't sound s0 bad,” the veteran Troubleshooter might say. "After all,
theworst that happensis | end up getting executed eventudly.”

Ha

Ha, ha.

BWAH-HA-HA-HAA!

If you start to fed this way, just remember that the entire remainder ofthis book is
dedicated to the gamemaster — and that informationis classified, sodon't you dareread
it. Just rest assured, nothing in the remaining chapters has anything to do with being
"fair" or "kind" to the player characters. The words "brutal” and "insidious" might come
up, however.

MY FIRST BRIEFING 4 7
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The following excerpts from the infamous manuscript Treasonous Jive That'll Keep
You Alive are presented by the inspired leadership of PURGE ("Smash The Computer.
PURGE is your friend") to help Troubleshooters survive mission assignments.

Thisinformation is of most use to experienced Troubleshooters who have undergone,
if not survived, several Paranoia expeditions, and understand the kind of snafus, insanity
and general mayhem that can be expected. Don't feel compelled to read it the first time
you play.

These maxims were allegedly collected and annotated by the folk hero "One-Clone
Charl-Y." The volume of this manuscript (over 600 handwritten pages in tiny script)
| admitit! It was |, Tray-TOR, attests to the author's longevity and therefore the presumed utility of his advice.

who originally penned this

e e . MEVER Saw 4 Boor [ CovtonT Lick

it, and | who am responsiblefor Or abot sensor. Or aComputer terminal. Indeed, licking the metaphorical boots of the
saving the lives of so many Compuiter is the primary survival skill. You know what the Computer wants to hear —
Troubleshooters who run afoul of that Its citizens are safe and happy, that treason has been rooted out and destroyed, and
the Computer's totalitarian that everyone is endlessly grateful to the Computer for Its bountiful generosity and
regmel compassionate concern.

Never tell anyone (or anything) something that he/she/it does not want to hear. Ifthis
compels you to misstate yourself, and you are caught creatively interpreting the facts,
immediately and cheerfully acknowledge your "error" in memory, perception, or judg-
ment, or blame the misinformation on some other source — preferably the perennial
scapegoat favorite, Commie mutant traitors and saboteurs:

_ ) " Gosh, how could | haveever forgotten about that flybot welost. It must have
Gimme abreak. This dipped my mind in my eagernessto report toyou, sir."

document's been around since the "Yes Friend Computer, it is certainly clear from the explicit photographs

last time this handbook int ; : X .
—belfrgfe, ;enén-rry?r(]?tasﬁa/}igrm you have shown me that it was indeed | who smashed the terminal with a

credit for someone dsgstoil is hammer. Oh, woeisme! | have been made the unwitting dupe of some Commie
the ultimate in CheeseFud spy with mutant mind control powers! You must let me go seek this Commie
SunWarmed Extract™. In other traitor without delay before he corrupts some other loyal citizen."

words, it stinks. Always have a few nice speeches prepared in case you are forced to bootlick for your

life on short notice. For example:

"Indeed | can see that the circumstantial evidence demands my execution.
But, in your extensive experience and abundant wisdom, surely you have
discovered that appearances are deceiving, especially when the masters of
misrepresentation, Communist traitors, have fabricated a web of falsehood to
indict innocent citizens, confounding the process of justice and causing loyal

Hey, isn't that what new citizens to suffer tragically in spite of their unswerving devotion to The
editions are for? <wink> Computer. All | ask is an opportunity to clear my name, and to fight this

48 7728 FOR TRAITORS
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inddiousthreat to the security of all citizensand to their benevolent protector,
theComputer."

Numerous catch phrases are sure to receive a gratifying response:

"Friend Computer,..."

" ... obvioudy thework of Commie saboteurs..."

" ...clear implication of the operation of someunregister ed mutant power..."

"How terrifying it isto contemplate that even the Computer'sinformation
sour ces may be compromised by Communist conspirators.”

" No! Of cour senot! TheComputer inerror? Completelyimplausible! Noit can
only be the work of traitors ..."

" But | wasonly followingyour orders(whenweexecuted that High Program-
mer/when we cooperated with that registered mutant/when we tested the
experimental matter imploder). Who could have dreamed that your orders
might be unwise or ill-consdered?"

" Of cour s, for my protection that important infor mation (about theflybot's
oper ation/about theweapon'sdestr uctive capacity/about theinstability of that
isotope) was not available at my security clearance. | hopethat asl risein the
Computer'sfavor suchtragic destruction of Computer property can beavoided.”

lF YOURE GOING TO MAKE A CITIZEn Lick
Your Boor, HE MreuT as WELL START WITH
THE SOLE

A common mistake made by ambitious young Troubleshootersis acting heroically in
the service of the Computer. The proper approach is to direct subordinates to act
heroically; then, after their inevitable and carefully-planned demise (often in the act of
heroism), claim credit for their heroic deeds.

Always present orders that entail certain death for subordinatesin such away asto
suggest that you are gracioudly offering them an opportunity to distinguish themselves.

"Here, Gone-R, you take this experimental plasma-powered flashlight. I'm
sure a comprehensive report on itstesting will earn you a commendation.”

"Splat-R, | commend you on your courage in volunteering to disarm the
berserk scrubot. None of us veter ans coud begrudge you the honor of serving
the Computer in so sdlflessand loyal a fashion.”

Beware of excessively-cooperative bootlickers. Many are smply mindlessy loya and
courageous, and present no threat to you, and you will find it easy to assign them useful
tasks they will not survive. However, a shrewd bootlicker may scheme away to survive
thetask you assign, planningto exploit his actionsto further hisambitions, or to plotyour
demise. Assign him thetask hehasvolunteered for, but add some additional complication
that he cannot have anticipated. For example:

"Why, thank you for volunteeringto attempt salvage of that malfunctioning
plasma cannon. A noble gesture. Of cour se, with such a dangerous mission, it
would be unwise for you to further risk any of the Computer's valuable
equipment by exposing it to any explosion that might result if you should fail.
Thereforel regret that you will haveto leave all your equipment herewith us
inthebunker. Yes, I'm afraid that meansyour tod kit also."

ACCIOENTS Wit HAPPEN — AND THE SOONER,
THE BETTER

Whenever possible, reduce the number of Troubleshooters in your mission group.
Severa basic principles are at work here:

 Fewer Troubleshooters means fewer weapons aimed at your back.

» Fewer Troubleshooters means more casualties to be tailored to your scapegoat
requirements without the embarrassment of contradictory testimony.

T/P8 FOR TRAITORS
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when you need him?
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"Yes thevillainoustraitor Fawlg-1 was obviously responsible for sabotaging
our mission at every turn. How unfortunate that he did not survive so that we
might force from him the complete story of his heinous betrayals."

» Fewer Troubleshooters means less confusion when commendations are handed out. If
you are the only survivor of a successful mission, you can certainly dramatizeyour crucial
role without fear of contradiction.

The unsophisticated method of reducing mission staff is summary execution. This
techniqueis effectiveif well-planned and carried out, but if no more than an impulsive bit
of gunplay, the executioner is often executed by his victim or by other trigger-happy
citizens who want tojoin in the fun.

The "accident" is a more controlled and efficient method of reducing staff. First, a
properly-staged accident, even ifit fails, does not necessarily prompt the victim to pull his
weapon and start firing. A well-planned accident may not even alert avictim that he has
been the target of an attack, and even if he suspects that he has been set up, the victim
is not surewho to shoot in retailiation. Also, occasionally survivors may be called to task
when amission group is decimated,; if the fatalities were obviously "accidents," charges
of false execution are not likely to be filed.

MEVER LET UNTRUSTWORTHY CITIZENS BEHIND
Your Back — AND WHo EVER HEARD OF A
TRYSTWORTHY CITIZEN?

A good position in the marching order is vital to survival. Since the mission loader
usually has the power to order the group to deploy as he likes, adiscussion of best choices
is properly addressed to him. However, if a mission leader is weak or stupid enough to
permit personnel to position themselves as they will, other Troubleshooters should
understand these basic principles:

The coveted position in any mission deployment isin the rear of the group. Normally
this position is preempted by the mission leader. (0, fortunate mission leader). Ifyou are
the mission leader, or the ranking citizen, demand this privilege. Do not be swayed by
clever tactics like:

" Say, my combat skillsand training make methe perfect oneto guard against
attack from the rear."

Or:

"Sincelcarrythemulticorder and must record all our activities, | must stand
behind you, Mission Leader, Sir, for a panoramic view."

Of course, if you are not the mission leader, you must try these clever tactics. Some
inexperienced or dim-witted mission leaders may fall for them. However, if the mission
leader assumes the rear, then you must scrambl e to assure yourself the best spot you can
wrangle. Far right or left flank is usually the second best choice for a combatant, affording
a wide field of vision and fire.

If you are the multicorder operator or some other technician, you can usually make a
good case for being back with the mission leader, since without a drawn weapon you
present aless immediate threat to his security. Note, however, that a prudent mission
leader arranges to eliminate any recordings of the mission, and that the multicorder
operator is at serious risk when near the mission leader and out of lino of sight of the rest
of the group.

The rear position is coveted not only for its, superior range of lire and the safety it
affords from backstabbing, it alsois the place wherefewest eyes are traned;  for those who
wish to do things they do not want noticed, thisis theideal position.

Conversely, not only is the point man the focus of all weapons in his own party, as well
as the weapons of any opponents, he is also constantly subjected to the scrutiny of his
companions. This position should be assigned by the mission |eader to the Troubleshooter
most likely to present areal threat to him. Never waste this resource by placing alow-
status nincompoop there.

Wimps and morons should be graciously assigned a position in the center-rear of the
group, and told: "Now, aren't 1 a kind and considerate mission leader to place you
inexperienced men in such asalespot?' Reassure them often about how salethey are, then

That'sright. I've learned. Next
time | go out, the comm officer
points his camera at everyone
and | point my laser at him.
o000 000
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terminate them at your leisure after the tough guys have been eliminated.

Never assgn anyonewith apowerful areaweapon to a position on the periphery of the
group. The temptation to turn and wipe out the rest of the party in one shot isjust too
seductive. Place him in the middle, where you can keep an eye on him.

o' START ANYTHING YOU CANT FINISH —
PREFERABLY, TO COMPONENT ATOMS

Inexperienced Troubleshooters haul out their-lasers and open fire the moment
someone say's or does something that might be construed as treason. Thisis dumb. You
are not looking for an excuse to execute someone. Y ou are looking for an opportunity to
execute someone in such a thorough and risk-free fashion that he is dead before his
weapon can clear his holster.

Given the generally poor marksmanship of Troubleshooters, the unreliable killing
power of their weapons, and the substantia protection of armor, the chances of nailing
aprospectivetraitor before he gets of f several shotsisexceedingly small; thus, you areas
likely to die as your victim. Dumb.

Bide your time, build your case, then plug him when heis relatively unable to return
your fire. An ideal time is when he has his hands full of some other kind of trouble, like
attacking hostiles or a malfunctioning weapon or a berserk bot. At the very least, his
weapon should still be in its holster and his attention engaged elsewhere. Idedlly, he
should never even know you attacked him. Whenever possible, attack when you have
superior firepower, or when circumstances ensure that you will hit your target — for
instance, when you are standing behind him with your dugthrower pointed at his head.

Often resorting to weapons at al isunwise. Normally the "accident” is amore effective
way of eliminating atraitor and claiming a commendation, and if you never get a good
opportunity during the mission, there's always the debriefing. A well-supported case of

708 FOR TRAITORS
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treason is a more deadly weapon than a laser and less likely to backfire on you than a
summary execution.

A SUCKER FOR EVERY SCHEME, AND A
SCAPECOAT FOR EVERY CRIME

Carefully sdect your prime victims. Certain types make excellent suckers and
scapegoats. Trigger-happy, impulsive types can easily be induced to start trouble with
hostiles, facilitating your shooting them from behind. Super-loyal, heroic types can
usually be talked into getting involved in risky ventures that will either kill them or
distract them enough to give you a good shot at them. Naive eager types who throw
themselves whole-heartedly into a mission won't have time to notice the sneaky stuff
you're doing to them.

Scapegoats should be of lower clearance than you, so you can give them orders which
set them up as fall guyswhen your schemes backfire or blow up inyour face. For example,
just before you test an experimental weapon, always ask alower-status tech to inspect it
first. If something goes wrong, obviously the tech damaged it during his inspection. (Of
course, keep an eye on the tech at all times to make sure he isn't really sabotaging the
weapon.)

Absent scapegoats (either deceased, missing, or imaginary) are preferable to scape-
goats who can stand up at the debriefing and defend themselves. The all-time favorite
scapegoat is the hypothetical Commie-mutant-traitor lurking just out of sight. The
Computer is an easy mark for the impassioned, melodramatic speech which conjures
sinister images. evil agents hidden under benign, loyal smiles; demonic criminals
hovering behind every back; tiny, gremlin-like presences of unimaginable malevolence
and almost magical power to avoid detection. As long as other citizens can be dissuaded
from persistently pointing their lingers at you and crying, "Traitor!" The Computer can
be easily sent off on some wild hot chase, searching for an imaginary Commie, whileyour
treasonous acts are overlooked in the hysteria.

_ TRAITORS HAVE A/OTHING TO LOSE BY
Enjoing this chapter? aOMM/TTM/G’ 7:?5430/‘/

E‘ggrdr'\i ng alot? Many traitors are too indoctrinated by the Computer's propaganda to profit from their

Good. treason, despite the fact that they are as likely to be executed for treason whether they

Taking notes? behave treasonously or not.

Good. Mutants, for example. How many mutantseffectively exploit theirinnatecapabilities?

REPORT FOR TERMINA- Sure, many mutant powers are pretty unimpressive, but a power like hypersenses isjust
TION!! NOwn Now! Nown perfect for gathering information.

The best power is telekinesis. Think of the possibilities for planting false evidence, or
pullingthe pin on grenades, or squeezing the trigger on another Troubleshooter's weapon
in the middle of abriefing or R& D visit. Rumor has it that there is a secret society that
can teach people how to use these powers. Sign up in a hurry if you make contact
with them.
And, speaking of secret societies, no one ever uses secret society connectionsto full
measure. Sure, it'sdangerous, but what isn't in Alpha Complex? The moment | get a
new mission, | find some excuse to stop by my secret society drop pointsand get the inside
scoop from some highly placed lodge brother, or wrangle a special secret society
assignment that promises a big payoff in Infrared market information or equipment.

"Err, excuse me, Mission Leader, but it appears that my laser barrel has
only one shot left, and my spare has a hairline fracture at the aperture
[carefully put thereforjust such an emergency]. Let medrop by PLC supply
and pick up a couple of new ones so I'll be primed for this important
mission.”

And don't be shy when asking for information or equipment. You aren't going to

>y get something unless somebody is feeling generous, anyway. Secret society higher-ups
B A bl prefer a little unbridled greed in subordinates; it displays promise, ambition, and
enthusiasm that may be channeled into bootlicking profitablefor all parties concerned.
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DEBRIEFINGS ALwayS GO SMOOTHLY WHEN
Yoy Are THE SoLE SYRVIVOR

"/ speak without fear of contradiction..." isthe opening sentence of theideal debriefing.
A creative dramatist can transform adisastrous mission replete with treasonous crimes F— o
into a glowing heroic narrative with the speaker as the modest model of a loyal, Being the last survivor is the
courageous citizen serving the Computer with al his heart. key to promotion.

First, other Troubleshooters are potentially embarrassing records of the mission. Get 00000
rid of them. Since wholesale slaughter is not always practical, bribing or blackmailing
them into supporting your story may be an aternative.

Recording devices, like bots, multicorders, and live radio/vidcom linkswith the party
must be eliminated, sabotaged, or distracted whenever possible. Such records are
evidence that is hard to explain away, and more difficult to dismiss as Commie treason
than theverbal statements of other Troubleshooters. Be prudent, however. Unsubtle and
unrestrained destruction of recording and transmitting devices will be interpreted as a
deliberate effort to compromise the records. It may be sufficient to make sure that the
multicorder isturned the other way or that the snooperbot isbusy down the hall whileyou
perpetrate nefarious deeds.

If you volunteer or are chosen as the multicorder operator, your problems are more
complicated. First, youwish to survive, which isnot consistent with carrying something
that others are eager to destroy. Further, you are the one who gets the fines if the device
is damaged or destroyed. To impove your chances of survival, stick close to the mission
leader—usually intherear of the party and thusless subj ect to outright attacks. Further,
makeit known that for afew creditsyou can make sure that the mission record features
aTroubleshooter's finest moments and overlooks his outright treasonous acts.

Another clever ploy is providing narration for the record tapes by speaking loudly as
the events are recorded.

" Note the diligent labor of Citizen Bumm-R as he searchesfor the source of There's nothing like a
the jackobot's malfunction.” (Bumm-R is in fact reprogramming the bot to successful debriefing to bring out
respond to aremote control self-destruct devicethat will obviatetheneed for ~ thebestin ateam.
an extensive debriefing by obliterating the other party members and the ee e e e e e
briefing per sonnel.)

WHEN DISASTER LOOMS, KEEP STALLING —
Onty HeEroEs ARE Too Styrlio To Warr
PATIENTLY FOR MIIRACLES

When called upon to perform the impossible in the face of certain death, we always
politely ask the Computer if we can go to the bathroom first — and if we can have a glass
of water — and if we can check just one more reference by data search— and if we can
fieldstrip the electron howitzer to find that buzzing noise it makes when you set the fuse
timer — and so on— and so forth. Thistactic is most effective if the requests can be made
privately and without alerting the rest of the mission group to the fact that you will be
tarrying behind just alittle bit. Once they catch on, everyone gets into the act, and the
Computer's temper-simulation software gets short.

Stalling is also the ideal tactic for resisting the peremptory orders of superiors. "Of
course, sir, right away, 1'm right on top of it, just have to get my toolsready, yessir, err,
could you stand back abit so | can spread these out on the floor and make sure al of them
are neatly sorted by size, shape, color, and serial number?'

Of course, stalling doesn't make the looming disaster go away. Whileyou're stalling,
youmust continuefeverishly brai nstormingand scheming, hopingfor someinspiration

or theintervention of good fortune. A gifted footdragger has one specid resource hecan " I’M AT THE VERY
ways count on — the impatience of other Troubleshooters. If the stalling is executed HEART OF IT. ALPHA

withexquisitesubtl ety—ifyourmissionleaderandfellow Troubleshootersperceiveyour ' y

actionsas bumbling incompetence, finicky perfectionism, tiresome attention to detail, or ALPHA ...

sample cowardice — if they don't perceive your actions at al, so perfectly have you
managed to avoid attracting their attention — then the action-oriented, impulsive types
wl often push forward, elbow you out of theway, and stride confidently into the trap you
were desperately hoping to avoid.
Remember: "He who hesitatesislost ... but I'd rather be lost than eviscerated any
daycycle."

7108 FOR TRAITORS
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All right, fine. Since rightful credits ... er, credit will not be mine, I'll
just have to tag on my own addendum to this somewhat useful section.
Listen and learn, oh neo-Troubleshooters.

MAKE FRIENDS, INFLUENCE ENEMIES,
AND DOCYMENT EVERYTHING

Other team members can be persuaded to hel p you out if they think thereis something
initforthem. Ifthey arerelatively friendly (i.e., they are not obviously trying to obliterate
you), they are probably inexperienced and can be taken advantage of. Do so by making
yourself their best buddy or even their hero. Pass up an obvious advantage over a
Troubleshooter you could have eliminated and make it clear that you're really "on his
side"

"Here, Citizen Suck-R, grab onto this cable and I'll pull you up. No, don't
worry; | won't drop you into that vat of acid, even though you wer e theonewho
ratted on me about those extra pieces of equipment | ...appropriated from PLC.
Upsy-daisy!"

A smart Troubleshooter would probably see through this "make friends" scheme, but
many will feel alingering indebtedness to you — which might make them hesitate at the
right moment. Basically, just try to weigh the immediate gain of eliminating an enemy
against possible future benefits.

If the clone is an obvious enemy — he hastried to implicate you in obvious treasonous
activities or hasfired shotsin your direction on morethan one occasion —you walk athin
line. Probably, this guy is going to need a laser hole in the back of the head before he
becomes more cooperative. However, you can win him over if you can turn the tables on
him. Use any resources you have handy — secret society contacts, multicorders, etc. —
to ensure heisin abad position (and one that won't go away just because he eliminates
your current clone).

Then blackmail him.

" Okay, Citizen Harr-1-SON, you got medead to rights. Too bad that when my
clone number racks up, they'll find all that multicorder evidence of you
smuggling SpicyStuff MunehySnaks through your Free Enterpriee contacts.
How do | know? Let'sjust say alittle bot told me ..."

Thejoy of blackmail is that the clone is never quite sure you really have the goods on
him, or that he can't just wipe you out and be done with it. This sets the experienced
extortionist apart from the guy with the cone rifle stuck up his nose — instead of
blackmailing your victim until he thinks he's got nothing left to lose, enter into a
"partnership." Make sure he gets good things out of the deal as well:

5 4 71P8 FOR TRAITORS, T0OO
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"Yes, Computer, everything happened as Citizen Harr-1-SON said. All the
other team members seemed to be possessed by some strange compulsion to
leap into the reactor, destroying themsdalves and all multicorder tapes of the
mission. It is a shame. Only through diligence and devotion was | able to
completethemission You assigned us.... and with the help of Harr-1-SON, who
I must commend as aloyal and deserving Troubleshooter .

Soyoublackmail Harr-1-SON into backing upyour story and makingyouthehero. But,
ifyou give him the "loyal sidekick" role, helll get afew bennies from the Computer aswell
... and maybe helll start acting likeit.

Remember, you can alwaysfry himlater.

A LTTLE SYcar GOES A Lone Way

Pass along equipment, plasticreds, and information you can spareto thosein need. In
this case, your party members are secondary on the consideration list — they're likely to
takeit for granted that you're "helping the group,” rather than wisely interpreting the gift
for what it is: abribe.

Don't ask for anythingright away. Just make surethat V ulture Trooper likes his new
Teda O'Malley pendant, or that briefing officer got the right flavor of Bouncy Bubble
Beverage. Keep it up, and they might remember later. It's an investment in your future.

The same thing can work on the Computer, though it's alittle trickier. The Computer
has no need for plasticreds and It owns al the equipment in Alpha Complex, so you'll find
it hard to bribe the Computer with material things. However, you can volunteer
information that the Computer might think valuable, even when you lose something in
the process:

"Friend Computer! | hateto interrupt our very necessary trip through PLC
for such an unimportant detail, but it seemsthat my Equipment Requisition

!ﬂ
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THERE ARE HUNDREDS OF USES FOR OLD RECKONING EQUIPMENT, SOME OF THEM MIGHT
EVEN BE RIGHT!

Steven Brown
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Form statesclearlythat | am tobeassigned onelaser pistol and oner eplacement
ammobarrd.Yet,duetonoon€serror | amsure, | havebeen assigned 10 of each
item. | am certain that the Computer would not want to waste that much
material on one clone asinsignificant as myself.”

You'll get glares from the rest of your party, and the Computer Itself will probably be
surprised at your honesty, but you can win some bennie points here for honesty — arare
and refreshing trait in Alpha Complex — that might pay off | ater.

PARTNERS ARE BETTER WHEN KEPT AT A
D/STANCE

While it is a good thing to partner-up with a team member and develop a certain
amount of trust, it is a better thing to have one or two buddies outside of the team who
owe you afavor or two. For one thing, they are less likely to be able to betray you in a
moment of opportunism, and for another, they can take over where you | eft off ifyou are
unable to continue.

| have summoned the Vulture Pass along equipment and information on your current mission to someone you can
Warriors, Citizen. This chapter is semi-trust (i.e., they won't be able to useit against you). Maybe that conerifleyou "found"
surrounded. Come out with your would be really nice on this mission, but it would also prompt a few unanswerable
handsup. questions. Make contact with your friend and pass it along. If you need it, you might be
ssevsse able to get it back later (probably not). If you get eliminated, maybe he can use it on

whoever was responsible.

This is not a completely reliable means of insuring your own survival, but it might
insure that some of your interests survive. After all, is it more important that you don't
bust your six-pack, or that everyone who screwed you gets theirs?

LEAVE Em LAYGHING

Finaly, if you are hanging around with a tough crowd — everybody knows how to
survive in Alpha Complex and nobody's succumbing to bribes or blackmail — make the
best of it. Become the occasiona dupe or clown. Be the patsy everyone wants to keep

, - . around to take the blame. When you do lose a clone (which will probably happen fairly
COYOU Il never take me alive, often at first, less often when the others catch on), go down smiling and come back even

p-R! -

ceo000e dumbe( an.d.furlmler 'ghgn before. .

Isthisgivinginorgivingup?No— the Computer appreciatesagood-natured cloneand
will, eventually, see through even the most elaborate frame-up. If you really play your
cardsright, you'll get skyrocketed to success on a Computer whim ... then we'll seewho's
laughing.

" Citizen Scape-G-OAT, it seemsthat, yet again, you have performed heinous
treason against Alpha Complex and M e, the Computer. Your Troubleshooter
teammates have all implicated you in a schemeto overchargethereactor core
and melt down it and everyonein RAD sector, and they havetied you to another
scheme involving yourself, a bagful of Anti-Hormone-Inhibitor pills, and a
textile-covered creature brought in from the Outdoors. How do you plead?"

"Friend Computer. | would bethelast clonein the Complex to refutemy loyal
team'sstatementsand, even though | am on my last cloneand know that thisis
the end of my career and life as a Troubleshooter, | would like to make a full
confession. | swear by my love of Alpha Complex, the Computer, and Teda
O'Malley, that whatever heinousthings my fellow Troubleshooterssay | did, |
must have done. In addition, | would like to say that all the information that
Citizen Gome-R-PIL hasbeen compiling on my secr et society connectionsthat
he has not yet turned in istrue, and all those multicorder tapes of me commit-
ting treason that Citizen Con-1-CHG has hidden in her creche but has not
OH TO BE IN ALPHA, reported to You are authentic, and all..."

NOW THAT | AM You may get off scot-free as the Computer feels your treasonous activity is much less
THERE... heinousthanyour compatriots' (itistreasonnot to report treason), you may get promoted,

or you may get executed.
But, if the latter, you won't bo aone ...

77PS FOR TRAITORS, TOO
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Do you have what it takes to be a Paranocia gamemaster? This chapter contains
important gamemaster-only information for people who think they've got the right stuff
s0 read along and find out what you're made of.

*rxaxx \WARNING!! WARNING!! WARNING!! WARNING!H ****
NOWENTERINGULTRAVIOLET-CLEARANCESECTION!!LEAVENOWOR
PREPARE FOR EMERGENCY EXTERMINATION!!! THANK YOU FOR YOUR

COOPERATION!!
*rxxx \WARNING!! WARNINGHWARNING!! WARNING!H***x
Oh, yes. That'sright. Paranoia gamemasters have to have Ultraviol et clearance, Do
you have Ultraviol et clearance, Citizen? If not, please executeyourselfnow. Ifyou do, then
sorry about the wait, Oh-High-Programmer-Sir, it won't happen again.

THE JOY OF PRIVILEGE

AsaParanoia gamemaster, you are the master ofall you survey. The players are mere
dust-specks in the universe that you create and rule with an iron fist. "Fair play" and
"even-handed consistency" are phrasesyou hold in disdain, Y ou can do anything you want
tothe players' characters, put them through any torture imaginabl e, subject them to any
indignity, and there's nothing they can do about it.

Except stop playing.

THE REALITY OF GANIEAMASTERING

The players should be ready to accept the fact that you arc going to doyour best to make
their characters' lives about as pleasant as the smell that emanates from a food vat that's
been emptied, but not cleaned, and left, out in the open air under hot lights for about ten
daycycles. That's one of thejoys of Parancia —the players are under no pressure to have
their characters "achieve levels" or "become more powerful." They already know that, no
matter what they do, the Computer, enemy Secret Societies, the Commies, the Mutants,
or the Traitorswill end up destroying them intheend. All they haveto worry aboutis
roleplaying this crazy world to the hilt and enjoying themselves.

But that's the key, isn't it? How can you abuse the players' characters and still make
the game fun?

IT AINT AS HARD AS IT & IVNUS
Relax. Again, most of your players, if they read the players' section of this book, will
have some idea of what to expect. There are several keysto kagdg  thingsfun, however.

WELCOR ~. GAMEMASTERS]
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SPREAD THE GRIEF AROYND

"Misery loves company" is a cliche. It's a cliche because it is true. If you pick on one
player, over and over again, either that player will get annoyed at you, or everyone el sewill
be annoyed because he's getting dl the attention. If you do one or two nasty gags to
somebody, startin on someone el senext. Of course, there are going to be peoplewhojust P
ask for it... then you hit them with both barrels until they learn. L

Kiwow WHEw TO PaNOER
When your players begin to figure out things about Alpha Complex and Paranoia in I'm part of an outcast, hunted
general, they will probably react in one of two ways. Thefirstway isto goofit up and enjoy group, just like Citizen Dem-O-
it. That's easy to handle— keep inventing or steding plotsfor adventures and let them CRT
run amok. They'll cycle through clones and Troubleshooters at any rateyou seefit,and e e e oo oo
everyone will have a good old time.
On the other hand, there are players who will decide to "play it smart.” They'll stop
taking anything for granted, and they'll look on every action you take as critical to their
characters' future development.
Thisiswhat you want to avoid. Even though this edition of Paranoia encouragesyou
to play Paranoia as a"campaignable" game, it really is supposed to work alot differently
than other, not-fun roleplaying games. "Smart play" belongsin other RPGs. Characters
whocheck every lock for atrap, question everyonethey meet at length about thingsthere's
noway they'dknow anything about, andwhowon't stick their neck in anoosewithasmile
just don't belong in Paranoia.
There'sreally an easy cure for this. Turn the tables on ‘em. Characters who sit back
and let others take dl the risks (and cause you al the amusement) will, at first, feel safe
because characterswho takerisksinParanoia get turned intovat-paste. However, when
you see some players holding back too often, you should start having the risk-takers
succeed at ludicrous actions, gain promotions, and lose less lives than those who are
"playing it smart." Here are some examples that expand on some Paranoia, 2nd Edition
examples of play.

TheAnti-Tactician: The characters are pinned down by enemy fire behind arapidly-
dissolving pile of cover. All the players are arguing over what to do, when one heroic soul
declares:

Player: "Humph! Stand back, timorouscravens! My character leaps over the barricade
into the hail of bullets, sowing grenades like seeds, charging resolutely toward the
Commie traitors while chanting "The Computer is my buddy, | shadl not want..."

Gamemaster: "Bravo! Bravissmo! Well ... (rolls thirty times or so for the Commie
traitors automatic weapon attacks, sighs regretfully) they cut you to pieces ... (rolls dice
again for grenades; brazenly ignores the results) but your grenades al miraculously find
their marks, the Commie menaceiseliminated, you are posthumousy awarded the Silver
Monitor with Crossed Circuitboards for Bravery, and you next clone receives a brevet
promotion. A round of applause, please?’

That's great, but what if the playerstill don't getthe hint?What if"Player” isthe only J MY CHIPS ARE
onewho ever does stuff likethis, whilethe others sit back in safety, never causingyou any FINE. MY
amusement at al? How about substituting this paragraph for the Gamemaster's re- PUTfING

Gamemaster: "Bravo! Bravissimo! Well... youleap out of cover and lob your grenades STINKS.
at theenemy gun emplacements— and that'swhat they are: gun emplacements manned
by reprogrammed scrubots! (Rolls dice, ignores result.) Y ou make your per ception check
and noticethat they are mindlessly firing at the cover you were hiding behind. (Rollsdice
again, obviously ignores result.) Dextroudly, you dodge out of the way, tossing grenades
hither and yon. (Rolls diceyet again, wincing convincingly.) Oooh! Too bad — a critica
failure. (Contemplatesfor a minute, rolls dice and seems to study them, then sighs.) Well,
the grenades take out most of the scrubots, but afew bounce down into the cover your
‘friends’ are hiding behind. (Clatter of more dice.) Which explodes in a ball of fire. The
remaining scrubots begin to fire a the craven cow — | mean, at the rest of the team
unobstructed. (Clatter.) Ow! That'sgotta hurt..."

And if they don't get the hint, pull out a situation like this:

The Reluctant Volunteers. The player characters are being asked to volunteer for
specia R& D equipment. Thisiswherethegamemaster normally stick itto anyone stupid
enough to volunteer to test R& D gizmos. The techs hold one piece of equipment that

WELCOME, GAMEMASTERS! 5 9
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In my day, we didn't have
bennies. Just daps. Slapsfor
breakfast, lunch and dinner. It
was glorious.

L K B BN BN N N

nobody really recognizesin their hands, and refuseto explain what it does until someone
volunteers.

Gamemaster (as head tech): "Veil, who vill volunteer to test diz veddy, veddy valuable
peece ov Computer equipment?”

Players: (Everyone looks at their toes, the ceiling, or in other directions entirely)

Gamemaster: "C'mon, ¢'mon; ze Computer zayz zomeone muzt test it! Whovill id be?

OnePlayer: (sighing heavily) "All right. Suck-R steps up and vol unteers aswhol eheart-
edly as he can while trying not to cry. He passes a nhote to Cheep-O: it's his last will and
testament. 'l hereby leave my Red clearance, yellow-coated, chemical-blend, squeaking
water fowl and bathing apparatus to ..."

Gamemaster: "Let mehelpyou put thison ... (Rollsdice. ) Oops-zec! Probably shouldn't
have touched that button! | wonder vhat id does?' (Techs scatter in all directions as
equipment starts humming and smoking.)

But is it Suck-R who always gets stuck with the R&D stuff? Ifit is, start throwingin
thissubstitution:
Gamemaster: "Okay, let me get this ztrapped on. There! Now, push that red button

right there (steps back)."
Player: (Tenatively pushes button.)

Gamemaster (as himself): "The apparatus
beginsto hum. Loudly. Thetechs all step away,

afew break for thedoor. Y ou start to think that
maybe this was a bad idea when, suddenly,
metal sheaths and prongs and hinges start to
click into place with inhuman precision. A hel-
met comes over your head, and you can sud-
denly see much better than before. Armor cov-
ers you from head to toe, and weapons appear
out of the suit's forearms and shoulders. A voice
says inyour ear. 'Mark VII-D Battlegear fully
operational. Targeting, online; sequencing
online; lasers, missiles, and grenade launcher
online. Who shall we kill first, master?"

Player: (Turns toward his craven teammates
withaglintinhiseye...)

Of course, you don't want this to get too
predictable, either. When the others start vol-
unteering or roleplaying well, give them the
occasional bennie, but slap them down as well.
Don't let them catch you in apattern; Paranoia
is supposed to be unpredictable and bizarre. If
they know what's going to happen before it does,
you've lost the spontaneity that makes the game
great.

LET Em DO THE WoRk For You

Inyour group, therewill emerge at least one
good player — maybe more. Maybe that person
won't be "good" all the time, but it's quite likely
he'll be "on" at least some of the time. Either
that, or everyone will have occasional inspira-
tions and moments of glory.

Play thisup. Really make a fuss over players
that really act out their roles— especially when
they do it to their own disadvantage. The char-
acter that walks up to the big wall and pushes
the giant red button surrounded by "Danger!
Danger!" signs because he is pretty sure his
character would — and then gets flattened by
an Emergency Gravitational Defense and Test-
ing Device (a sixteen-ton safe suspended from
the ceiling) deserves to be congratul ated.

WELCOME, GAMEMASTERS!
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He also needs paying attention to.

Thisplayer is"getting into" the game, and will probably start talking about ideas "his
character” hasabout "what'sreally goingon” or what theadventure“isredly about.” Hell
starttrying to devel op his secret society contacts, or makefriendsinhisold Service Group,
or play up to the Computer with shamelessbootlicking. Pay attentiontowhat he saysand
does.

Makehis predictionscometrue. "The Computer sent usto retrievethe Doohickey Mark
IV from WHO sector; | bet that the Computer isn't really the one who wantsit. | mean,
we only talked to abriefing officer —maybethat guy isreally atraitor using his position
to obtain treasonous material."

"Where's he get that?' you think. "That's not what | had planned,” you think again.
"Hmmn, but it could work ..." you hypothesize. Congratulations! Y oujust came up with
anew twist on your adventure!

THE ADVENTYRE TEMPLATE

And, for creating al those nasty little adventures you're going to put your players
through, there's even an easy cheat. Unlike in other not-fun, hard-to-run games,
adventuresin Paranoia seldomjust happen. "Y ou'rejust sitting around a bar/spaceport/
thecastle/whatever when thisold guy/young mai den/cyborg centurion/whoeverwalksin,
plops ahandful of cash/gems/credits/weaselswhatever onto the table and says how about
ajob/job/job/job?" doesn't happen.

Instead, most adventures start with a briefing.

1. THE BRIEFING

This is where the Computer, represented by a briefing officer or officers, tells the
Troubleshooterswhat It wants them to do. The Computer doesn't bargain, It doesn't care
what you want to do, and if It offers areward, it's avery take-it-or-die sort of deal.

I'n addition, you only need to tell the Troubleshooterswhat you want them to know for
thebegihning of the adventure. The Computer doesn't careif they are" comfortable” with
theamount of i nformationthey have—"1'msorry, thatinformationisnot availableat this
time/above your security clearance/ZAP/" are your favorite answers to questions. If, in
order for the adventure to get started, you tell the Troubleshootersto go offand sitin a
room until something happens, they damn well better do it — or else.

Orrionat BrRIEFING

Ifyou arerunning areally complex campaign, then you might have briefings by secret
society groups, service groups, or other organizationswithin AlphaComplex. Most likely,
these briefings are treasonous, and the Computer will have Its own briefing as well.

2 Visrrive PLC

Since few Troubleshooters manage to accumulate enough useful stuff to go on a
mission, thebriefingisusually followed by atrip to PLC for equipping. At this point, tell
theTroubleshooterswhat, if any, of their current equi pment they areallowedtocart along
—and let the smart ones have a chance to try smuggling anything they aren't allowed (you
can kill them later).

This allows you to make sure the Troubleshooters have everything they need to finish
the adventure. Ha. Ha, ha. BWHAHAHAHAHAI

Sorry; got carried away there for a minute.

No, really, it makes surethat you arein complete control of what resourcesthey have
—nomore"Ah, hal Y ou thought thiswould beachalengefor us! But, no! | pull out my
wand of everything and al our enemies disappear!" More likely, whatever the Trouble-
shooters have will be of marginal use (at best) and no use at dl if they tick to the non-
existent operating manuals.

Asageneral rule, PLC gives the Troubleshooters each alaser pistol and one or two
ammo barrels (if they don't have this already), and maybe some armor. They are always
assigned amulticorder to vidtape the missions, and sometimes amedkit and some Happy
PFills. Y ou should awaystry to throw in afew moreinteresting items aswell — maybe a
bot or atransportational device, or areally neat weapon. Just to spice things up.

Troubleshooters who have any ideawhat is going on can a0 requisition materials.
They usually haveto fill out countless forms and wait in long lines, but you can give them

WELCOME, GAMEMASTERS !

CITIZEN EL-V-I5S
HAS LEFT THE
(OMPLEX ...

| love the smell of superheated
plasmain the morning. Smells

like...well, like superheated
plasma.
o006 0000

| knew ateam with ami

ssion

like that. "Go to Ordinance Room

XJ76/Q and guard the

MicRepDefBen 4. Do not leave

until instructed to by the

Computer or Alpha Security
Team Delta-7." When Delta-7
showed up, the team members

had all killed each other for
treason. Thevidtapeisa

Troubleshooter training film.
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something for their trouble if you want. Not alwayswhat they ask for ... but sometimes
something useful.

ASSIGNING EQUIPMENT

Aswitheverythingelse, Troubleshootershave nochoiceastowhat equi pment they get,
and PLC will often foist stuff off on them (with or without Computer approval)just to get
it out of their warehouse. What's worse is that the Troubleshooters have to sign for
everything, and they are responsible for returning or explaining theused everyihing they
take — whether they wanted it or not. | (ours of fun, thousands in fines.

S, ACROSS THE CORRIOOR 70 R&LD

Actually, the last R& D device Research and Development is even more dangerous than PLC. See. the Computer has
| was assigned to test worked R& D work on new devices and gadgets for use by all aspects of Alpha Complex (Krunchy
very well. It was SupraGlucose KolaBreakfast Drink wastheirs), but the Troubleshooters are assigned the task of testing
Seventeen, a new flavor of everything. After all, all they have to do is go on missions— R&D has to devel op the stuff.
Bouncy Bubble Beverage This is very entertaining for a sadistic gamemaster, because not only are R&D's
designed to increase Trouble- devices the most bizarre Rube Gold-B-ERG gadgets you'll ever see. the Troubleshooters
shooter performance and morale. must find away to usethem ... and then report theresults. Audit'sacatch-all fortraitors,
It came in abig, heavy can, which too. If the Troubleshooters use the equipment and it blows up — whose fault do you think
lr;_stegrti?]gﬂi%%%nsg&gnegel it is? The Troubleshooters, of course! They didn't use it properly! What do you mean you

- weren't told how to use it — of course you weren't! That information isabove your security

reported that it improved my
morale very well, thank you.

seeeeee 4. THE MISSION [TSELF

If nothing interesting has happened on the adventure yet, you aren't doing something
right. Generally, al the fun for the gamemaster should start right with the briefing, or
before — a mission alert, for example, that tells the Troubleshooters to report for a
breifing, but not where, or how. The mission itself might be "take this cup of water across
the hallway; protect it with your lives."

Of course, most gamemasters feel the need to fill in the actual mission with fights,
interrogations, chases, and all that action stuff. Sigh. If you must.

clearance.

Mssion 6oAaLs

If at all possible, make sure that the Troubleshooters are confused, or not briefed on,
the mission goals. Most Paranoia adventures should not have distinct, clear-cut param-
eters. They should be strange or apparently unobtainable. Oh, they might .start, out easily

Hey! Watch who you're using — "Assassinate Citizen Tray-TOR" — but they will get more complex as they go. Maybe
as an example! Citizen Tray-TOR is actually an undercover IntSec agent and is really very loyal to the
eceosonoe Computer and Bad Things will happen to those who mess with her. Or maybe thereisno

Citizen Tray-TOR anywhere to be found ... and the clock is ticking.

ENEMIES
Everyone's your enemy in Alpha Complex — especially your teammates — but that's
no reason you shouldn't have a set of standard grunts and villains to through out there.

Bots: Bots are everywhere (especially in the Equipment section of this book).
Rampaging, uncooperative, protected-as-Computer-property bots make great minor
villains — or even major ones — during missions. They can be anything you can dream
up ("Exterminate! Exterminate!") and they can have any skills you want.

Vulture Troopers: Usually on the Computer's side, these clone-- are elite Armed
Forces personnel — which means they are well -armored, extremely loyal (on the surface)
personnel who like to push around Troubleshooters as much as they can. Often, they are
running their own little power games and causing no end of havoc in Alpha Complex.
("Why, civilians arejust targets without bots' eyes on their backs, aren't they!" |

CommieMutant Traitors. Yes, yes— thestandard Paranoia villain. Theseguysare
usually asincompetent and stupid asthe Troubleshooters. They are oft en the obviousbad
guys, shielding the less obvious nasty.

High Programmers: Untouchable. Manipulative. Completely loyal ... tothemselves.
Having the Trouble-shooters caught up in one of their little power games is a great idea.

6 2 WELCOME, GAMEMASTERS!
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Service Groups. Warsbetween the Service Groups are common, and, sometimes, the
Computer's Troubleshooters are used as saboteurs and assassins. When one Service
Group gets a leg-up, watch out.

Simplex Villains. There arelots of little "independent™ simplexes, like the Dungeon
(home for mutant monsters) and Alpha State (the Commie Computer) and they are
dways being infiltrated by Troubleshooters and the Troubleshooters are always infiltrat-
ing them. Make 'em up as you go aong.

Other Teams. Hey, one Computer node processes some information, and another
Computer node takes adifferent angle— before you know it, two or more Troubl eshooter
teams are acting against each other. Isn't thisfun?

SECRET SOCIETIES AND OTHER MAONESS

Another way to complicate a mission is to assign individual Troubleshooters secret
missons— from their secrety societies, the Computer, or their Service Groups. Doesn't
matter who gives it to them; again, they are now working "againg” others in the group
(if you're doing it right) and that encourages more paranoia.

8. ENOING THE MISSION /DEBRIEFING

Sometimes, you'll find missions endingwhen
no one has any clonesleft. Actualy, thisisn't
such agood idea (all the time) because then you
miss out on the fun of debriefing the survivors.

Missions can end with no notice. Maybe
somebody accidentally or intentionally finished
the mission, or perhaps the Computer hasjust
decided to end it. Whatever. The Troubleshoot-
ers don't even have to know. Suddenly, some-
body shows up and says something like "The
mission'sover! Go tothedebriefing!” andthat's
that.

But that isn't that. The debriefing iswhere
everyone gets to try to make themselves look
good and everyone else look bad. Briefings are
held with everyone together—debriefings have
everyone apart. The Computer looks at the
vidtapes and recordings done of the mission (by -
the team and by everyone else) and has Its
debriefing officerstry to catch thetraitorsin the
nets of their own words.

Attheend of the debriefing, there should be
enough reason to execute everybody, several
times over.

But, if you'recreative, you'redonewiththat.
Be unexpectedly magnanimous. Pass out re-
wards to those who you think deserve it — for
roleplaying well. Punish those who didn't do
well...creatively. Just killingthemoffisnofun
a this point. The adventure's over. Make the
memory last.

Computer: "And,foryourserviceonTrouble-
shooter mission ZED Alpha Niner, | hereby
award you the Purple Shaft and Bent Over
cluster. Your next mission, Citizen Good-B-
EYE will be one fitting your bravery and hero-
isn.Y ouarehereby assignedguardduty under-
neath R&D's testing center. Make sure no
Commies sneak in to steal any of the residua
radiation.”

IF THE CRECHE BE ROCKIN:. DON'T COME KNOCKIN

WELCOME, GAMEMASTERS!
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\> Treason Point Chart

Action Treason Points
Mutation Registration 5
Suspicion of Mutation 2
Proof of Mutation 5
Certain Proof of Mutation 10
Possession of Machine Empathy 20
Confessingto Secret Society Membership 5
Suspicion of Secret Society Membership 2
Proof of Membership 5
Certain Proof of Membership 10
Being a Commie 50*
Failure to Complete Mission 1-5

Being Sole Survivor of Mission

Turning off a Communicator During a Mission

Evading IntSec or Computer Surveillance

Doubting the Computer

Failure to Be Happy

Failureto Do Things Necessary to Be Happyt

Being Out of Uniform

Failing a Hygiene Inspection

Disobeying the Order of Superior Clearance

Disobeying the Computer

Blatantly Disobeying the Computer

Being Present in a Location of Higher Security Clearance
Possessing a Treasonous Skill

Damaging, Losing, or Destroying Assigned Equipment 5

— —_ —
=N e e e )

Possessing Unauthorized Information or Equipment 1-10
Requesting Unauthorized Information or Equipment 1-5
Being Accused of Treason 2
Making a False Statement of Treason 5
Making a True Statement of Treason 1%
Executing a Traitor -2
TurningaTraitor in -1
UnmaskingaTraitor -1
Providing Irrefutable Proof of Treason -3
Completing a Mission -1to-5
Receiving a Commendation from a Superior -1
Receiving a Promotion =27t
Testing Experimental Equi pment, Protecting It

From Damage, and Filing a Report on Test Results -2
Being Extremely Happy -2
Dying in the Loyal Service of the Computer -20%%
Dying a Treasonous Death -10
Entertaining the Gamemaster ?

on you after the first. Maybe the second.
+As proscribed by the Morale/Happiness Officer or Computer
$As performed by Hygiene Officer or Computer minion
§ Treason Points equal difference in security clearance +2
**And how do you know what's treason?
+7Per security clearancejump
t:No, you can't have anegative number
? How entertained are you?

*No, they don't execute you two and a half times. They just keep an eye

A FEW MORE T7PS

And, just becausewewant to save sometime
later, hereareafew moretipsfor gamemastering
that you should know. These actually involve
keeping your player characters alive longer, so
don't be shocked.

TREASON POINTS

Elsewhere in this book, I mention treason
points as away to penalize treasonous or unpro-
ductiveactswithoutjustshootingyour Trouble-
shooter out-of-hand. Here'sachart you can use
to gauge how many treason points aclone might
get for doing something undesirable.

WHEN TO USE TREASON POINTS

If the mission isin Alpha Complex, you can
use treason points at any time. When a charac-
ter performs an act you think treasonous, just
tell him he's got a certain number of treason
points — and keep track yourself. When the
traitor reaches 20 treason points, execute him.

However, you may want to save treason
points for the debriefing, especialy if you are
racking up an impressive total. The Computer
usestreason pointstoremind Troubleshooters
to act loyally, and It aso likes to keep track of
how the mission is going. It may allow charac-
ters to explain away vast numbers of treason
pointsin adebriefing—for example, ifaTrouble-
shooter with lots of treason points can turn in
his whole team for treason and do it convinc-
ingly, he might be able to shift enough treason
off himself and onto the others so that the
Computer forgives him.

FRIENDS, PaLS, CONFIDANTES

What? In Paranoia?

Y es,inParanoia.

Even though Troubleshooters can "Trust No
One," they might choose to help othersout, in
exchange for favors. By siphoning off mission
equipment, information, and what haveyou to
their Secret Societies or informants, they are
building a "buffer" against the black day they
are up against the wall themselves. In Para-
noia, friends are hard to come by, but accom-
plices are a plasticred a dozen.

A FRIENO In NMEED

There's nothing so hel pful us a friendly wit-
ness, especially when testimony isgoing against
you. If a Troubleshooter is encouraged to make
friends outside the group (say, by giving away
bribes), he can expect to have a little support

when heneedsit. Oh, this"friend" might betray him for gain, but will try to keep thegravy
train going until then. As aresult, aclone might get afew extrawitnesses at adebriefing
where things are going against him. A few "outsiders' have a better voice in the
Computer'sreceptorsthan abunch of treason-ridden Troubl eshooters.
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A RERLACEMENT AT WORST

When the Troubleshooter shuffles off his six-
pack, hemay be part of ateam that's been going
quiteawhile. Y ou can havethe player generate
awhole new character if you want, but you
coud have his "friend" gep in ingead. The
benefit of this is, the player feels like he has
"contributed" to the character's development
(by funneling out stuff and information) and the
character isprobably moreexperienced or higher
clearance (whatever you need to fill out the
team) than a new character would be.

Asthe gamemaster, you can makethe char-
acter whatever you want, here. Thisway, you
can let the player whose character died get
"revenge’ for hisdead doneswith areason: "My
gravy train ended, and it'syour fault!" This can
foster dl sorts of Paranoia.

THE REST OF THE Book

This introduction is redly only a taste of
what you'll get in the rest of this book. Game-
master tips, the rulesfor the game, and Ultra
violet clearance information on Secret Societ-
ies, equipment, adventures, mutant powers,
and more are dl to be found later on.

Read on, and try to get a handle on every-

S

[

thing in here — before you start making changes. Aswith everything dsein Paranoia,
thiswhole section is optional — you can change or modify or discard anythingyou find
here. But, in order to do that effectively, you should really know what's herefirst.

Cowrraorcrion CHeECx

Oh, and one more thing. If you've read the players section (which you really should),
youll probably notice some contradictions between rulesin that section and rulesin this

section. It's intentional! Gamemasters in Paranoia operate under different rules than

players— but we don't want themto know that. Ifthereisacontradiction between arule
orguideline, you pay attentiontothegamemaster section; theplayers rulewasobvioudy
put there to further confuse or confusticate the players ... which is dl part of the game.

WELCOME, GAMEMASTERS!

(AN YOU HACK
IT?
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Before learning how to be aParanoia gamemaster, you'd probably liketo learn alitle
about Alpha Complex, the setting for the game. Hopefully, you've read the Rayes
Section and you have some idea of what this game is about. Here's the back-story.

THE OUTOATED TIMELINE

After much research and analysis, Computer sources have discovered that the indire
originally presented as factual in the annals of Alpha Complex is in error. Whose e
Weéll, the Computer executed severa historians who could not explain the dsrepandes
in Its actual knowledge of history and the existing timeline without saying "we &
wrong" in some way or another, but the following annotation was recorded and dy
entered into Old Reckoning files.

Fortunately, extensive knowledge of the Old Reckoning is really high (Indigol
Ultraviolet clearance at least), so nobody really noticed.

THE ANNOTATED TIMELINE|

Thefollowingfootnotesshouldclarify someof the
more interesting discrepencies between the aigrd
timelineand "factua" history. The Computer has
authorized that these annotations are correct, ad
that presentation or exhibition of the original fre
line without these annotations is the spreading of
treasonous rumors of possible Computer error ad
will be punished accordingly.

:\> Outdated Timeline

2000" Old Reckoning: Following World War 111,2 signature of the
World Charter by the surviving nations establishes the first effective
world government.®

2015 Old Reckoning: Most of Eastern Europe” resettled. Decontami-
nation of North Americab continues.

2025 Old Reckoning: Official beginning of the Age of Peace6

2097 Old Reckonlng/Day 1 of the Computer: The End.” Credits are
rolled over the Cataclysm® and the subsequent Collapse of Civilization.®
Year 194 of the Computer: Year 194 of Alpha Complex. Year 1% of

'Wearen'tsureof theyear, butwethinkitwas
probably alot later (whichwould push back thewe
timeperiod). Or maybejustalittlelater. For thoseof

you with access to a TransDimensional Cdlgssetron
time capsulewhowishto travel into the past andin
out, let us know. Just be sure not to masidize

the New Order. Year 194 of Universal Happiness and ... Year 194 of
Paranoia ...

anywhere near Ground Zero, okay?

2 There may or may not have been a WWiIII. We know there were alot of little s
going on all over the Outdoors, but after the Persian War (asmall cat-fight), and the
BosnaSer Conflict (no details; we think it might have been one of the famed "Cola i@
weheard so much about), they all started to blend together. Anarchy, intheform of lots
of little governments and afew big, confused governments, reigned. Somebody may fe
pushed the button on it all, or the Last War might have been caused by a globa sadlite
disruption (we do have records of something about an ATT sector "cable takeover” ti
drove alot of smaller governments out of power, but that's unconfirmed).

THE HISTORY OF ALPHA COMPLEX (REVISE
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% Hardly effective. From al accounts, the "World Government" allowed clones —
excuse me, "people’ — to move about wherever they wished, use a primitive form of
plasticreds to purchase anything they wanted (with a few, strange restrictions), and
.generally do thingsjust because they were "enjoying themselves." Treason was rampant
—peoplewere actually seen readingin public, spreading rumors, copulating (ifyou don't
know what it is, | won't disgust you with the details — just thank the Computer for
hormone suppressants) and doingjust about anything €l sethey wanted without any real
restrictions. Executions of traitors were a an dl-time low, and the possesson of
treasonous knowledge at an dl-time high. There are even unconfirmed reports that
peoplewere "jacked into" their own computer networks. This, we fed, iswhat led to the
Computer revolution, so | guessit wasn't al bad.

“"Eagtern Europe" was a sub-classification of Outdoors, It isn'timportant whereitis
now, since everything Outdoorsis dangerous and, quite probably, dead. However, there
are reports that Commies that infiltrated early Alpha Complex may have come from
there. That might explain the accents, moustaches, and fuzzy hats.

® Another sub-classification of Outdoors. This areawas known, once, for its predomi-
nance of secret societies — particularly Free Enterprise. This "nation” fell primarily
because of its willingness to promote the "rights’ (we till aren't sure what that term
means) of secret societieswithinitself, anditswillingnessto get involvedin the protection
of supposedly rival power groups. How strange.

However, Alpha Complex does owe alot of its roots to the fallen United States. As an
early champion against Communism (see below), the "US' (an abbreviation that might
have actually predated the name of the nation itsalf) gave us many techniques for
screening out Commies and promoting Computer Capitalism. Certain Service Groups
and Alpha Complex factions owe thelr existence to the groundwork set up by the US
government — particularly Internal Security and HPD&MC (for its "Alpha Excess'
package-delivery system— thefirst that employsarmed and armored deliveryclonesand
vehiclesin its mail system).

® We expect this time period was called the "Age of Peace" because just about
everything on the planet was dead — except f or those wise enoughto have entered Alpha
Complex's survival community (see below) early.

" Obviously not — more like "The Beginning." Before, humanity blundered about,
directionlessin the darkness of its own ignorance. Now, with the Computer to guide and
protect it, clonekind can rise to levels its ancestors only dreamed of achieving.

8 Originally, it was thought that ameteor hit the planet. Then, the Cataclysmwas a
Commie-inspired world war. Some have said the Cataclysm was avoluntary extermina-
tion of al life on the planet except for those people smart enough to be in Alpha Complex
dready. No one really knows except the Computer, and It's not telling. Well stick with
the meteor story for now.

° Again, thisis truly the beginning of civilization. All Hail the Computer!

THE BECINMINGS OF ALPHA COMPLEX

Even though we aren't certain what caused the Great Cataclysm, we are positive that
only our ancestors, mankind's only survivors, saw it coming.

They a so saw "the Age of Peace' for what it was: A Commiesham. A plottofinally take
over the world.

I mean, doesn't dl thistalk of "agloba government” and "lasting brotherhood" sound
alittle familiar?

Da, Comrade!

"Workers of the World Unite," and "More Power to the Peopl€' might be more direct,
but the whole universal-brotherhood dogmais spouted by Commies today. Then, how-
ever, they were alittle more direct about it.

Our ancestors knew. They were the people we got our lasting tenets of survival from:

e Trust No Onel

Commies are everywhere, and were everywhere in the old days. The Survivors
secluded themselves from the rest of mankind. Oh, sure, they tried towarn them, but the
treasonous Commies—who werein positions of power, then—branded them "nuts" and
"loons' and "gun-toting maniacs' and tried to discredit them. The Commie-influenced
media ate it up, and the message only got through to afew.

THE HISTORY OF ALiwa Comll (REVISED)

The Fifth Edition

REPORT FOR

TERMINATION,

(ITIZEN PENT-
l-UMM

You're fascinated. Admit it.

Ordie.

YOUR AD HERE
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There's something funny going
on here...

AINTIA
STINKER?

* Keep Your Laser Handy!

Y ou see, the Commies were smart. When they managed to take power away from the
Anti-Communists and giveit tothe "Liberals' (apparently another word for "Commie" in
the Old Reckoning), they started their "War on Guns." They actual ly disarmed most of the
world's populace. That's right — not just Infrareds ... everybody. Everyone except
themselves, of course, and the Survivors, who knew how to hide their weapons well.

e The Computer isYour Friend!

In those days, there was no Computer — there were lots of little computers. The
Survivors managed to keep track of each other through computer networks and meet
occasionally at "organized retreats' and, though they never really trusted each other, they
gtill were able to put faith in "the movement™” more than the rest of humanity.

THE COMMUNITY

The Survivor movement was hard-hit by the years of peace. With no obvious enemy to
fight, the Survivors had to battle against nebulous Commie actions. When the Commie
mediagot ahold of their activities, they slanted them so that more and more of the general
public called them "Nuts" (possibly areference to the fact that they hold society together,
but I think there was some negative connotation).

But then the Survivors got a break. A particularly affluent member of the movement
who was also a talented computer programmer (the first High Programmer) invited all
theSurvivorstoavery special retreat. Hehad purchased avast tract of seemingly-useless
land and had begun construction of acommunity. He called that community the complex.
It was to be the first of many, he hoped — =0 he called it Alpha Complex.

THE SETTLEMENT

Survivorsmoved to AlphaComplex in droves. Shining steel and mechanized bots made
life good — much as it is today, though without the most important factor. The High
Programmer assigned the Survivors security clearances based on their loyalty to the
Complex, and began to weed out those Survivors who were merely sightseers or, worse,
Commie sympathizers.

But, eventually, word got out. The Commie media played up the few "accidents" that
had happened to Commie infiltrators of Alpha Complex, and the Commie governments
moved to shut down the community.

But they moved too late. The High Programmer had created a computer virus that
infected all the programs of all the computerson Earth. All thecomputers, that is, except
one.

The Computer had been running for years, serving Alpha Complex's Survivors
mindlessly. But, when the "Omega Virus' disabled Alpha Complex's enemies, the
Computer made Itself sentient and went online with Its one directive:

Make Alpha Complex safe from Commies. It did this the best way It knew how. It will
not reveal Its means, but there was a significant drop in the number of tactical nuclear
missiles the Complex had in its supplies soon after the Computer acted.

Anyway, the Survivors became the clones of Alpha Complex, and the Computer
became its servant and dictator. Everything is happy, now — really happy — for the
Commie infestation of Earth has been nearly stamped out.

But the Complex is not safeyet. There are Commiesinside the Complex, and there are
mutants, and there are misguided traitors. There are even rumors that the first High
Programmer set up other complexes all across the Earth, but that their Computers have
been infected by the Omega Virus, a Commie virus, or both.

The Computer has declared war on Communism.

The Computer has declared war on mutants and traitors.

The Computer has, out of necessity, declared war on the Outdoors, other Complexes,
and anyone else It might find in the universe.

You are the soldiers of the Computer's war on Communism. You are responsible for
stamping out treason. You could be the only loyal citizen in the entire world.

Welcome to the world of Paranoia.

THE HISTORY OF ALPHA COMPLEX (REVISED)
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That'sright, gamemaster, thisentire chapter iscomposed of completely optional rules
for usewhen running your Paranoia game. What's that mean? Did you miss something
earlier? Are there rules somewhere else in this book? What is going on here?

It'squite simple. Other roleplaying games have rules systems that you need to follow
fairly closdly if youwant to makethegame"work" and if youwant to be"fair" totheplayers
andtoyoursdlf. Paranoia works best when you ignore the rules— or make up nhew ones
asyou go along— orjust usetheseruleswhen youfeel the need. Thetrick istoknow how
to ignore the rules without alienating your players.

Asfor being fair—well, ifyou think Paranoia is supposed to befair, you've gotten the
entirely wrong idea about the whole point of the game.

THE RULES SYSTEM

Therules system presented hereis meant to be smple and quick to learn— and easy
tobend, break, or mutilate at a moment's notice. It is not meant to be comprehensive or
complete. It'smeant to be haphazard, doppy, al styleand no substance—just likedl the
other hot games in the industry!

KwowinG YOUR ENEMY

Beforeyou can discard the rules system, however, you should learn it. After all, there
might be afew thingsyouwant to use, right? Okay, soyou might actua ly want to usethe
"whole thing most of the time, but you shouldn't feel bound to it.

oree
There are two types of dice used in Paranoia —the ten-sided die and the twenty-sided
die. Ifyou'refrugal, you can usejust thetwenty-sided die, ignoringthe"teens’ partwhen
youneed to roll 1d10— an 11 would bea 1, a 12 would be a2, etc. We don't sdll dice at
West End, so we don't care how many you use.

Twe Cuecx CrarT

Theres only one rules-related chart in Paranoia, and it's caled the "Check Chart." It
isused for'all skill checks. Many experienced Paranoia gamemasters will smply k
their book open to the Check Chart, seldom (if ever) needing to refer to anything ese in
the book. Even more experienced Paranoia gamemasters will learn how to watch the
playersroll the dice, get athoughtful look on their faces and say, "Oooh, youjust missed
—too bad. Well, | guessthewarbot getsto fire now (clatter of dice)—ow! That'sgottahurt!"

Tare Ir

Those are the two components of the Paranoia rules system. Easy, eh? Keep reading,
and it will get even eadier.

Tie RuLes (OPTronat SECTion)

AND THAT'S
THE TRUTH
P:P:P:P
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THE ANATOMY OF THE
CHEck CHART

The Check Chart is easy to use and even
easier to fake using. Take a look at it (it's on

page75).
OIFFICULTY RANGES

Across the top of the chart you'll find a group
of what we call difficulty ranges. Each indi-
vidual range spans several difficulty numbers
(explained below).

A difficulty range is an approximate level of
difficulty the gamemaster picks for a particular
task when there is no other apparent way to
determinehow easy or hard a skill check should
be.

Each difficulty range, from left to right, rep-
resents an increase in the likelihood that the
character will fail in his or her skill check.
Smple checks are accomplished almost always
by almost everyone, while Nearly Impossible
checks are, well, nearly impossible to accom-
plish by almost anyone.

OIrrreutry MYMBERS

The numbers listed underneath each diffi-
culty rangerepresent more exact incrementsof
difficulty — or they might represent an
opponent's skill value. Generally, a gamemas-
ter picksadifficulty range and then settlesona
difficulty numberwithinthe range as the actual
difficulty for thecheck. Or not. Thisisexplained
below.

Skt VaLves

Down the left of the chart is a column la
belled "Skill Value." You already know what a
skill value is — the character's skill base plus

CURIOSITY CREAMS THE CLONE .,

Pssst! Ignore dl this. Skill
bases have been overrun. The
Check Chart bounced. Long live
the Revolution!

o600 000
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any skill ranks he has in a particular skill.

ATTRIBUTE VALYES

Normally, ifacharacter does not have any skill ranksin a particular skill but he would
like to try to perform an action, he uses his skill base to try. Thisisfine for most situations.
However, if the action the character is attempting is not covered by a skill, then use the
character's actual attribute value (not his skill base) instead.

Some examples of "pure attribute” rolls include:

Strength: Liftingsomethingheavierthanyourcarrving capacity carryingsomething
really heavy; breaking or bending an object

Agility: Run quickly for short distances; balance on a narrow walkway; jump over a
big hole; dive through a window

Dexterity: Manipulate several small objects at the sametime; try to palm asmall item

Endurance: Run for along time; go without food, water, or air for a period of time
longer than normal

Moxie: Figure out how many plasticreds everybody in the party owes you before they
al high-tail it down the corridor

Chutzpah: Act brave and impassive as everyone €else is dying around you

THE RULES (OrTIONAL SECTION)
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M echanical Aptitude: Examine an Old Reckoning device you've never seen before;
fix aparachute on the way down

... And, of course, many, many more. LOVE THE NEW
DOCBOTS,
THE CHECK NUMBERS CITIZEN KEV-0-
The body of the chart is made up of check numbers. These are the actual numbersyou RKN!
use to determine if a character succeeds or fails at a skill check. \

————

Ysine THE CHECK CHART

Okay, now you know what the Check Chart is andwhat its components are. Here'show
you useit.

First, decide how easy or hard atask is going to befor a character to perform. Find an
acceptable difficulty range or, if you want to be more specific, a difficulty number.

Second, cross-reference that range or number with the character's appropriate skill
value to determine the check number.

Third, determine if you want to add or subtract any modifiers (see "Modifying the
Check," below) from the check number or the die roll. Add in dl check modifiers.

Fourth, roll the die (or have a player roll the di€). Add in any die roll modifiers.

Findly, if the die rall is equa to or higher than the modified check number, the
character succeeded at his or her action. If the roll is lower, then the character failed.

Simple, no?

THE “CHECk RANGE ™

All right, I'm pretty certain you all have the same question at this point — if I'mjust
using a difficulty range and not a difficulty number, how can | determine if a character
succeeds or fails?

When you choose to use adifficulty level instead of arange, you are saying that there
canbe some"gray ared’ between success and failure. You don't have to do this—you can
just useadifficulty number and saveyour self sometrouble. But, if youwant to, hereshow
it works.

If atheresult of the die roll lands somewhere within the range of "successful™ checks
for a particular difficulty range, then the character barely succeeded or barely failed —
your choice. The difference between barely succeeding and barely failing is, again, up to
you.

Example: Weezle-1-GUY is trying to use spurious logic to convince a guardbot
that he should be allowed into an Ultraviolet briefing area, even though he does not
have the proper security clearance. Weezle has a spurious logic skill value of 18 —
pretty darn high (but, hey, he's Indigo clearance).

But the guardbot has specific orders: no one under Ultraviolet clearance is to be
admitted. However, the gamemaster decides the guardbot is pretty stupid, so he
assigns the difficulty range of nearly impossible.

Referencing the Check Chart, thegamemaster seesthat, with askill of 18, Weezle-
I-GUY needs to roll between a 6 and an 8 (or higher) to succeed at his spurious logic
attempt. He instructs the player to roll.

Weezle-I-GUY rolls a 6. That's on the low end of the check range, so the
gamemaster decides Weezle barely failed. He states that the guardbot points its
weapon at Weezle-land declares in a loud, booming voice "No Admittance!" Weeze-
| decides to skulk offand think of a new plan.

Thegamemaster may or may not tell Weezle-1-GUY that hejust barely failed —
ifhe had rolled a 5 or lower, the gamemaster was going to have the guardbot open
up on the deazy clone. The price of failure can be high, and a second chance is better WhoisthisWeezle-1-GUY ?
than a plasma gun up the snoot! I'vegot to recruit him!

SPECIFIC CHECK MUMBERS

Thedifficulty numbers, as stated above, represent points of absolute successor fail ure.
When the gamemaster only thinks there are two potential outcomes for a situation, he
usualy uses& specificnumber. Ifthedieroll isequd to or higher than the check number,
the character succeeds. If not, he fails.

ﬁ/é RULES (OPTIONAL SECTION) 7 /
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Example: Weezle-1-GUY really wantstoget into that briefing room, so he comes
back later. He notices that theguardbot ispatrolling the hallway outside the door to
thebriefingroom, so hedecidesto try to sneak past theguardbot when it isat the other
end of the hallway. He has a sneak skill value of 8.

The gamemaster thinks this will be pretty hard, but not impossible — the
guardbot is alone, and it is a long hallway. He picks a difficulty range of difficult,
and then chooses the median difficulty number in that range — 14 — as the actual
difficulty number ofthe task. Cross-referencing the Weezle-I's skill value of8 with 14
on the chart yields a check number of 16.

The player rolls the die—eegh, a 6. Not nearly high enough. Just as Weezle-|
sneaks out of hiding, the guardbot turns and sees him moving toward its beloved
door. The gun comes up and starts firing! They'll be scraping Weezle-parts off the
wallsfor a few days ...

The gamemaster obviously decided there were only two possible outcomes for the

Oh. Maybe not. sneak attempt — the guardbot would either not notice and Weczle-| would get into
eescceoe the room, or he would notice and he would begin firing.
MOOIFIERS

There are three types of modifiers you can use to increase or decrease the likelihood
that acharacter will or will not succeed at askill check. They are skill modifiers, difficulty
modifiers, and die modifiers.

Skt MOOIFIERS

Skill modifiers usually take the form of equipment or semi-permanent or permanent
effects the character benefits or suffers from. For example, a character might have a laser
rifle that gives him +1 to hislaser weapons skill rank, or he might be wearing really bulky
armor that gives him -1 to his Agility skill base. Wounded characters often suffer from
skill modifiers as well, as do characters under the influence of "Computer-proscribed

SOMETIMES, IT JUST DOESNT  pharmecuticals” More often than not, the player knows what skill modifiers the
MATTER WHAT YOU ROLL .. character he's playing is under.

THE RULES (OPTIONAL SECTION)

Tim Bobko
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OirrrestTy MOOIFIERS

These modifiersare usually thrownin by the gamemaster to make askill check harder
or easer. Modifiersthat increase the difficulty level or number are usually the result of
hidden circumstances that make a particular action harder than it should be, while
modifiersthat hel p acharacter perform an action are often theresult of excellent planning
or roleplaying on the part of the player.

The reason a gamemaster might modify the difficulty of a skill check is that the
modifier is not a"permanent” part of the difficulty. For example, the gamemaster might
decide that breaking down adoor should be anormal Strength check, but, when agroup
of traitorous clones pile old computer moditors behind it, the gamemaster decides to add

+1 to the difficulty range, making the Strength check a tough one. If the computer Or he might just be a sadistic
monitors were removed — say, by ahelpful scrubot on the other side of the door — the little bastard ...
difficulty level would drop to normal again. eoesccse

On the other hand, let's say Citizen Tray-TOR has been found with her hands full of
contraband Jelli-Odieos, the FudeSnak of Ultraviolet clones everywhere. She is in
imminent danger of being executed by the Vulture troopers who discover her, and the
gamemaster cdlsfor afast talk roll with adifficulty ofnearly impossible. But Tray-TOR's
player offers an inspiring speech on how she has been ingtructed to reward the loyd
Vulture troopers with these extra-specia FudeSnaks, while humming the Vulture
Trooper Loyalty Anthem. The gamemaster is amused, and thinks the Vultures might
decide that eating the evidence would be the best way to go — he modifies the difficulty The gamemaster may be
range by -2, moving it all the way down to tough and tells Tray-TOR to roll. amused ... but I'm not.

o000 OO

D1 MOOIFIERS

Die modifiers are used when the gamemaster is lazy and doesn't want to think up a
rationale for a particular modifier.

No, that can't beit. Can it?

Yep. It'soften alot easier to say "add two to your die roll" or "subtract three" than to
worry about modifying difficulty ranges or skill vaues. The heck with it — die modifiers
arethe easiest, so you'll probably use them the most. After dl, they're the only way you
can reach some of the numbers on the Check Chart.

WHEer TO Mooy

You can modify difficulty levels, skill values, and/or die rolls whenever you want. |
recommend doing it as often asyou have an excuse. Make positive modifiers aroleplaying
reward. Playerswho get intotheir characters and makeyoulaugh out loud at their antics
should alwaysberewarded. Thosewho play the game "straight” and take themselvestoo
serioudly should be set up and pendized.

Hell, if somebody brings you a six pack of Coke and a bag of Doritos, throw in a couple
of positive modifiers during the session.

Modifiers aso serve the purpose of confusing the players about the rules (which they
aren't supposed to know anything about anyway). If you just use straight difficulty
ranges, they'll figure out pretty quick what your "system" isand they'll startto gaugewhat
they need to roll and when.

Fool 'em. Modify the difficulty range of a particular action up a level, then tell the
player to add +3 to his die roll — the two cancel each other out, but the player will be
wondering why he got the modifier. Start mumbling under your breath about "difficulty
modifier for that... dieroll modifier for this—oh, yeah, and he'lsgot one ofthose ..." then
look up and smile. "Go ahead — roll "em."

CRITICAL FAILURE AND ASTOUNOING SYCCESS (A RrEally

Orrionat RULE) e BE TRUE

All right—there arerulesfor barely succeeding or failing— what about doing really 10 YOUR
wel| or absolutely terrible? Y ep, we have a system for that, too — if you want to useiit. (RECHE ...

CriTrcat Faryre

Basicadly, the rules for critica failure are smple. Roll an unmodified one and you
experience acritical failure. Something bad happensto you in addition to any repercus-
sions you suffer because of your skill failure.

THE RULES (OPTIONAL SECTION)
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But, wait — if you have a high enough skill
value, you can succeed on aroll of one, can't you?

That'strue, you can. Inthe case of acritica
failure and a skill check success, the gamemas-
ter should combine the results to obtain some
sort of humorous outcome.

Example: Weezle-|-GUY-1 gets blown
away by the guardbot, and Weezle-I-GUY-2
shows up in the corridor. When the guardbot
demands to know the clone's business there,
Weezle-1 decides to lie and say he's ajanito-
rial worker. Since Weezle-I-GUY belongs to
the HPD&MC service group and he has a
maintenance uniform, thisshould be a pretty
easy rall. In fact, the gamemaster decides the
DNisonly 4 —and. since Weezle-l has a con
skill value of 14, he needs to roll a zero or
higher to succeed.

The player, confident in his iminent suc-
cess, rolls the die. It comes up a one. The
gamemaster states that the guardbot whole-
hieartedly believes that Weezc-I-GUY is a
janitorial worker — but as Weeze tries to
walk out ofthe corridor, the guardbot points
its weapon at him and orders him to clean up
the remains of Weezle-I-GUY-2 before he can
leave.

Asrounome UCCESS

Conversely, when a character rolls really
well, or isjust so good at something that it is
child's play, he should he rewarded. The as-
tounding success rule can do this.

If acharacter rolls double the cheek number
he needed to succeed (with any modifiers added
in), he obtains an astounding success. This
means that, not only did hedowell, he did really
well.

Example: Weezle-I-GUY -2 liasjust about
finished mopping up Weezle-I-GUY-I when
the guardbot prods him with its weapon.
"You missed a spot,” it says

Weezle-1 loses his cool and screams at the
guarbot, telling it to gojump in a food vat and then perform an anatomical
impossibility.

Theguardbot reels under the abuse and thegamemaster remember s that the big,
nasty mechanical guard has orders to obey anyone of Indigo clearance or lower, as
long as they don't invoice allowing people into the room. He asks Weezle-I-GUY to
make a spurious logic roll, nut telling the player why.

Weezle-1 rolls a tieenty on the die, which is much higher than the gamemaster
thought hedneed—Iliedecideditwas a DN 1skill check. becausethebot would "just
be following orders." The guardbot heads off down the corridor at full speed,
presumably to find a food vat to dive into and to perform an anatomical impossibil-

Now, now — no destroying ity.

Computer equipment...

sesense Skl vs, Skitt, ATTRIBYTE VS. ATTRIBYTE

Thisis® simpleit hardly requires explanation - but then we'd got |etters and calls
and we'd have to go over it again and again ...

If you have two characters performing skill or attribute checks against each other,
simply have each of them roll a ten-sided die and add the result to their respective skills.
Highest total wins. Add in any modifiers you seefit.

Tim Bobko

GET THE MESSAGE. CITIZEN?

7 4 THE RiWES (OF T10KAL SECTION)
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Examples of skill vs. skill include checks where two characters are trying to do the
same thing at the same time — but each istrying to do it faster or better than the other.
For example, Boze-O and Goof-Y are thrown into a pit with apile of laser weapon parts.
They aretold to use their Mechanical Aptitude attributesto assembletheriflesasquickly
asthey can and then kill each other. Since the two have been teammates and friends for
years, they immediately jump to the task. Olovl\_{l-r&\)t%félr])appened to

Boze-O has a MechApt of 9, while Goof-Y has a6. They each roll aten-sider and add :
theresults. Boze-O getsa 1 for atotal of 9, while Goof-Y rollsa6for atotal of 12. Goof- ®*®®****®
Y wins. Hegets his gun together faster, so he getsto use hislaser weapons skill first. Bye,

bye, Boze-O.
THE CHECK CHART
Difficulty
Nearl Ridic-
Skill Simple Easy Normal Tough Difficult Impossible ulous

Value [1 2 3] [4 5 6] [7 8 9] [10 11 12] [13 14 15] [16 17 18] [19 20]

11 12 13 13 15 16 17 18 +19 =20 21 23 23 24 25 26 27

(ZX]
-3 ®
® ©

oy

o

11
- TRRE - RN (- SRR 8 9 10

G R s N N S N b
" 9 8 7 8 A5 AN B a8t 2

Kwowine THE RULES

Hey, did we mention already that this section is Ultraviol et clearance? Oh, yeah; we
did. That means, friend gamemaster, that if any player evincesknowledge of therulesin
any way, shape, or form, heis displaying that he has treasonous knowledge and should
be punished. Sometimes, the form of punishment can be a few treason points or some
restricted duty; sometimes the punishment is more severe:

Player: But I've got adata search skill value of 18, and al I'm trying to do is find out
what's on today's menu at the Infrared cafeterial | rolled a 12, which means | can succeed
at anything! What's on the menu?

Gamemader: You need a"12'?What's a"12," Friend Citizen?

Player: Huh? A 12 onthedie, Ted ... see?

Gamemaster (Whosenameinreal lifejust happenstobeTed): Whoisthis"Ted"
clone, Citizen? Is he one of your secret society contacts? A Commietraitor, perhaps? Did
hi Sp| mutant polwers alow a%/]ou to find out this Ultraviolet clearance information? Hmmn?

er:Gulp.Um...ah— ™

Other Player's ZAPZAPZAPZAPKAPOW and 1omormne 7en Ted e

Y ou arethegamemaster, andyou arethe Computer. Kitherway, infaranoia,youare e ee e e e e
the supremeruler of thegame. If you want to take everyone's twenty-sided die away and

(VLN
o
(&2]
q R
Qo
©
—
(e
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replaceit with anickel ("Headsis aone, tailsis atwo; shall we get started?"), go ahead.
Anybody who objects can either start running their own game (probably a not-fun RPG
or one of those silly wargames) or knuckle down and get into character.

In previous editions of Paranoia, we published thefoll owing guidelinesfor being agood
Paranoia gamemaster. Seems like a good place to put them again:

1 Do whatever you want! It's your game.

2. Rules are made to be broken. Warp 'em to your heart's content.
3. Don't take any crap from your players. Y ou're out to havefun, not read rules— they

should be, too.
4. All parts of thisbook — all rules, al guidelines, even thislist— are optional. Some

rules are more optional than others.

7 6 THE RULES (OPTIONAL SECTION)
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All right. Heré'syour first contradiction. There's awhole bit on character creation in
theplayers section. It'slonger than this section for agood reason: you want the players
to do thework of creating characters. Y ou have enough to keep track of .

CHANGING THE RULES

Y ou may, however, want to mess around with the character creation rules. Y ou may
not liketheway the rulesinthe players section work, or, morelikely (wehope), you may
have ideas for making the character creation more fun and/or interesting.

That's fine. As long as you keep the basics in mind.

ATTRIBYTES

All characters have the same ettributes. Strength, Agility, Dexterity, Endurance,
Moxie, Chutzpah, Mechanical Aptitude, and Power. All these attributes have ranges
between 1 and 10. If you want to modify that range to account for genetic engineering,
mutation, or Computer whim, that's fine. Keep 'em under 15, though, is our recommen-
dation.

Skres

Playersget assigned skillsthrough basic trai ning or they pick skills, or both. Y ou may
not want to let them pick as many skills — or any skills, even — because, in Alpha
Complex, virtually al skills are taught to clones by either the Computer or by somebody
thegamemaster controls. Or, youmayjust letthem pick al their skillsbecauseit doesn't
really matter what skills they have in the long run.

New Skrees ano Excelsive Skrees

You might decide to create new skills or more narrow skills for characters. For
example, you might decideto break the laser weapons skill into laser rifle and laser pistol.
No prablem: do it. You might even say that some characters (like those from Armed
Forces) can sdect laser weapons, while other characters, from less weapon-related
Sarvice Groups (like Power Services) have to choose the more narrow sKkills.

Ifyou like, you can even prohibit some skills from certain characters selection or from
the game entirely. For example, in your mind, it might not be logical for a clone from
HPD&MC to be able to pick demoalitions, and you might just hate the dodge skill in
generd. Fine— regtrict thefirst and ban the second. Or, better yet, let cloneslearn these
sills, but then find out that they are completely usdess — the skills they were taught
actualy makethingswor sefor them, and they haveto spend skill pointsto unlearnthem.

CHARACTER CREATION 7 7
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Secret Societies? Got no use
for 'em. Why, | remeber the time
Citizen Hyd-R-AAA and his
bunch was making trouble...took
me four clones to put 'em down.

ServicE GrOYPLS

Normally you roll for Service Groups, but, if you want to create an "even spread," you
may preclude characters from being from the same Service Groups. This is fun; it
promotes inter-Group rivalry, if the players roleplay it right.

On the other hand, you might have an adventure or two in mind for, say, just IntSec
agents. So have al of the Troubleshooters come from IntSec. It's up to you.

NEw SERVICE GROYPS ANO SYBOIVISIONS

Aswithnew skills, if you can think up another Service Group, go ahead. Figureout if
itisactualy a"new" Service Group in Alpha Complex, or if it has always been there —
it'sjust no one has come across its members before. Figure out how it fitsinto the Service
Group dynamic —does it haverivals, and does it have friends? How doesit stand in the
"pecking order?' What percentage of Alpha Complex clones aremembers?Finally, what,
if anything, does the Service Group do?

Ifyou arereally into the Service Group thing, you might choose to create subdivisions
of the existing groups. For example, Armed Forces could have an "Admin" branch, a
"Support" branch, anda" Strike" branch— not to mention any sub-subdivisionsyoucould
think of. Play around with that. Maybe you have three PLC Troubleshooterson ateam,
but one is from Production, another from Logistics, and the third from Commisary — and,
perhaps, in your version of Alpha Complex, al these three subdivisions hate each other.

EXxcrsING SERVICE GROYPS

Finally, you can cut out or disallow any Service Groups you want. Maybe Power
Sen-ices has become "obsolete," and all its members have been split up and sent to other
Service Groups (that could be fun, especially when areactor startsto melt down) — or
maybe there never was a Power Servicesat all. and HPD& M C handled all that. Or. you
could just say that no Troubleshooters on a particular team can be from Power Services,
or IntSec, or Armed Forces, or whatever.

Secrer SOCIETIES

Here'swherethingsreally getfun. In Chapter Seven of the Gamemaster Section, there
are a whole bunch of secret societies described. These descriptions arefor your eyes only.
Even members of particular secret societies are not allowed to see them.

Thisisalsothefirstreal hoodwinking of theplayerswedointhisgame. Intheplayers'
section, wesay that only sonic clonesin AlphaComplex belongto a secret society. We made
a big deal of it, and downplayed the importance of secret societies in the game.

doesn't actually know it.

:\>The Secret Society Table

*Roll again, ignoring this result. The character is
a member of the second secret society rolled, but

Wrong!
Secret societies are your way of motivating player characters to
doing treasonous, entertaining things: Everyone belongs to a secret

d20 Your Secret Society Is ... society! But, not everyoneknows it ...

1 Anti-Mutant

2 Assembler of God THe SECReT SOcleTy TABLE

3 Communists You can use the following table to generate what secret society each
4 Computer Phreaks character belongsto. Of course, you can skip theroll and pick if it seems
5 Corpore Metallica more amusing. But, if you want to go with the random factor, just roll
6 Death Leopard a d20 and check the result.

7 Fr_ankenstem Destroyers

SrrecEnterprise YNk Own SOCIETES

10 Mystics When the result 18-20 conies up on theroll, the character actually
1 Politiclones belongsto a secret society, but doesn't know it ...yet. The player should
12 Pro Tech be told that his Troubleshooter is, fortunately, live of secret society
13 Psion influence and free to continue character generation.

14 PURGE However, the gamemaster should record the real result. Come up
15 Romantics with areason, or several reasons, why the character doesn't know he's
16 Sea Club amember of a secret society. Here are a few examples:

17 Trekkers . . .

1820 Unknown* * Thecharacter went to a secret society meeting-place and accidentally

made all the right hand-gestures and said all the correct code-words, so
now the secret society believes the clone is"one of us." Perhaps the loca
secret society members even think he is a high-level initiate or evena
cell leader (he made (he higher level signals) ...

78

CHARACTER CREATION
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Steven Brown

SECRET SOCIETY INVOLVEMENT?

» Thecharacter signed one-too-many-formsthelast timehefilled out aRequest for Forms ROUND UP THE VSYaL SUS-
PECTY ..

form, and actually signed an application for membership in the secret society. Obviously,
he hasjoined avery stupid branch of the secret society in question ...

 As a devoted member of the secret society in question, the clone volunteered for a
mission o treasonous and so dangerous, he had to have his mind completely wiped before

he could embark upon it. Unfortunately, all memories of the secret society,

themission, and hisformer life as ahigh-level operativefor the secret society
were forgotten as well. Tell that to the secret society members who show up .
looking for their operative ... :\> Mutant Power Table
Y ou can come up with any number of reasonsforthe character not to know d20  Your Mutant Power Is ...
he'sin asecret society — or none at dl, sincethe character won't know them 1 Adrenaline Control
anyway. During play, have shady-looking clones come up to the Trouble- 2 Charm
shooter and say code phrases, give hand sgnds, turn over vauable (or 2 Bee'? P‘ﬂbek
inexplicable) equipment, and try to enlist the character's aid. The Trouble- e ot
shooter should be completely bewildered — "Do | have a'hey, I'm a stupid 6 Emp Y
PP . ) . nergy Field
traitor' badge on my back or something?'—and should have noideawhy any 7 Hypersenses
of this is happening ... until you think thejoke has run dry. Then, let the 8 Lé/vitation
character in on the secret and treat him like any other secret society 9 Machine Empathy
member. . i , , 10  Matter Eater
See Chapter Seven, "Secret Societies," for more information on this. 11 Mechanical Intuition
12 Mental Blast
MUYTANT POWERS 13 Polymorphism
. . 14  Precognition
There'sanother chart for this, and we threw another red herring square 15  Pyrokinesis
in front of the players. In the players' section, it says that only some clone 16 Regeneration
families get mutant powers. Heh, heh. Every clone in Alpha Complex has a 17  Telekinesis
mutant power ... unless you say differently. Have them roll on the table 18 Telepathy
below to gettheir power. Asalways, you can bypassthis step and simply pick 19 Teleport
apower you particularly like. 20  X-Ray Vision

CHARACTER CREATION
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After the character rolls on the above table,
secretly roll adie. Ifyou get an odd number, the
Troubleshooter knows he has a mutant power.
If you get an even result, the power is "Latent."

AKWowine YOUR POWER

If the Troubleshooter knows he has a mutant
power, have him make a Power check versus a
Normal difficulty. If the character succeeds,
give him a Mutant Power Reference Card that
corresponds to his mutant power (see Chapter
Eight, "Mutant Powers'). That'swhat he knows
about his mutant power.

If hefails, thenjust tell him the name of his
power—or, betteryet, anamethatyoumakeup
for the power that may or may not mean what
the player thinks it means. For example, you
could say that a character with the "L evitation”
mutant power has the power of "Gravity Con-
trol," "Light-Footedness," or "Floating." All are
not-quite-accurate descriptions that indicate
the Troubleshooter's lack of knowledge in his
own abilities.

a

:

F ANOT KNOWING (LATENT POWERS)

§ If a character has a latent power, then the

Troubleshooter just has never had a circum-
BEwe A MATTER EATER MEANS stance where his power has been "activated.” It
NEVER HAVING TO STAND IN A is up to you to put him in a situation when the power will activate on its own. For now,
OHOW LINE. tell the player that, fortunately, he does not have a mutant power and need not worry
about it.

Occasions that might cause a mutant power to activate are acute stress, extreme
relaxation, agitation, focus-of-mind — basically, any extreme. In any situation that you
find humorous, have the player make a Power check of whatever difficulty you want. If
the check succeeds, then have the power evince itselfin some beneficial manner — if the
check fails, then the Power makes thingsworse. The player is then informed that, dueto
some strange circumstance that may have happened during adventuring ("You were
exposed to that radiation two adventures ago, remember?"), the character now has a
mutant power. Treat that character as onewho rolled amutant power initially but failed
his initial Power check.

New MUTANT POWERS

Please invent your own mutant powers. Combine effects of existing powers or yank
powers out of popular comic books or SF stories. Anything can work, because if it is too
unbalancing, you can take it away by killing the clones who have it.

Chapter Eight, "Mutant Powers," has more information on mutant powers and how to

use them in the game.

PREPARING FOR THE [NEVITABLE

At this point in time, gamemasters may wish to consider having players generate
secondary characters that players can use when their first six-pack gets bent, folded,
spindled, mutilated, x-rayed, and lasered to death (not necessarily in that order). On the
other hand, though, you may wish to allow your players to labor under the opinion that
their characters might survive long enough to become "safe.”

Ha

8 O CHARACTER CREATION
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Every character in the game has a certain number of skillsthat reflect histraining and
ability in certain fields of endeavor.

That's the boring explanation.

Skills actually reflect awhole bunch of different ways clones can really mess up their
own and others' liveswhiletrying to do thingsthey only think they know how to do.

TECHNOLOGY MARCHES ON

Ifyoureally look at AlphaComplex, you see a sel f-sufficient, enclosed habitat that has
existed for centuries without much contact with the outsideworld. The Computeriscrazy,
and Its machines are psychoatic, but the Complex itself is fill standing. Computers and
bots provide for al the needs of theinhabitants, who busy themselvesby killing each other
and doing their best to blow up large portions of said Complex.

Whoneeds'em?

The Computer doesn't. If there weren't any clones, Alpha Complex would be amuch
more peaceful and well-run place. The Computer and Its bots would still be psycho, but
they would be efficiently and predictably psycho (now there's a stretch). To think that the
Computer is actually dependent upon clonesfor Its resources and knowledge isludicrous.

Therefore, everything that clones know and do isreally superfluous. Nothing they do
realy matters, except to them.

And thereis the crux of Paranoia and the skills section.

In Chapter Four of the Players Section, we led the players to believe that their
characters have useful skillsthat can help them out. Don't you believe it! All skills that
any characters have are suspect. The more technical the skill, the more suspect it is.

Asan historical comparison, think about doctors (let's offend the AMA, shall we?) In
the 20th century, surgery has become relatively safe (on the whole), and there are
medicines and vaccines to treat al manner of diseases and ailments.

What did they dointhe, say, 10th century — "Cut it off or tick aleech onit!" And those
were the "trained" physicians.

Well, now, alat of higher knowledge has gone that way. Why teach someone to be a
doctor when there are hundreds of docbots who can do thejob faster, better, and with less
chance of messing up?Why teach aperson torepair anucl ear reactor when adlip-up could
lead to the deaths of millionswhen ahot, which can be programmed to do exactly what you
want ahead of time could be sent inside? Heck, why endanger humansinwarswhen bots
canfightlonger, harder, and withmoreruthlessefficiency—and they don't leavewidows
andwidowersbehind.

That wasthe philosophy behind AlphaComplex. Now, whenthingsarebreakingdown,
the Computer is going nuts, and the bots are performing random protocols, people have
forgotten how to act on their own. So, a clone who has the sKill first aid might not know
adamn thing about "direct pressure" or "tourniquets' — or, worse, he hasjust alittle
knowledge. Just enough to get into trouble.

S’mz& (Mark (/)

A littleknowledgeisa

dangerousthing ... alittle less,
youworkfor R&D ... alittleless
than that, you are one dead clone.

.14
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Keep thisin mind when you are asking for skill checks. Never tell a player "you cant
try that™ or "your character doesn't have knowledge of that skill." Let ‘em try. Mathemati-
caly, thedifference between a character with ahabitat engineering skill value of 20 and
asimple MechApt skill base of 3 is great — is either really going to be able to repair that

ten-foot hole in the reactor shield before everyone dies?
When characters succeed at skill checks, it should be because you either wanted them

If | have an answer, it's

because | don't understand the ; It snould SE you el
question. to, or you didn't care one way or another. Likewise, if you think it is important fora
ecesoceos character to fail at askill check, he does — see Chapter Three, "The Rules." If you want

acharacter to beableto givealecture on data analysisand data sear ch, he can. If you dont

think that's appropriate, he can't.
Now that we have that out of the way, here are the Paranoia skills with ther

gamemaster-expanded definitions of use. Each skill has been presented in its Attribute
category, and in a phabetical order. Every skill hasits name, its description, and afew
examples of how you can use it in the game. Fed free to ater or abandon any ill

description as necessary.

Skills marked with an asterisk (*) are seldom used by gamemaster characters agang
player characters. Usually, the gamemaster simply roleplays out the situation and les
the player make the call. However, gamemasters can use the same mechanics for thee
skills against player charactersifthe players absol utely refuse to "bite" on the situation...
but he should avoid that as often as possible.

The reason for this derives from the whole concept of roleplaying Paranoia. If aplayer
character accepts abribe, or fallsfor acon-job, or allows himself to be bootlicked, it should
be theplayer who does so. That way, when everything falls apart, and the bribe turnsout
tobea"ging" operation, the conisrevealed and the Troubleshooter is|eft hol dingthebag,
or the flatterer turns against the player character, the player has only himself to blame,
He can't Sgh and say, "Ah, well; if only I'd rolled better.” No, we don't let them get away

with anything if we can help it.

PLAY THE CAME, PASS THE BLAME ..,

8 2 Skres (Mark (/)
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Paranoias

The Fifth Edition

Note Most gamemaster characters will
have some of these skills anyway. Why? Glad
you asked. Mainly, it's because the sKills
reflect their personalities. Y ou can use them
asguiddines to roleplaying. For example, a
Vulture Trooper might have an intimidation
sill value of 18 Even though you'll probably
want to stay away from making intimidation
sill checks againgt player characters, you
can use that as a strong indication that the
Vulture Trooper is really imposing, tends to
threaten, and is probably able to scare the
living begjeezus out of most clones in Alpha
Complex.

SCIENCE AND “THEME ™ SK/ILLS

Any skill marked with a dagger ) is
either ascience or "theme" sKill. These kills
impact the game in aperipheral way, usually
— they are not used on other characters or
bots—butthey canbevita for completingan
adventure. For example, the god of an adven-
ture might be to infiltrate an enemy Simplex
and disable their life support systems (food
supply, air filtration, etc.). A habitat engi-
neering roll would be needed to determine
what to break and how to break it effectively.

The BDNs and BDRs (Base Difficulty
Numbersand Base Difficulty Ranges) of these
skills are left completely up to the gamemas-

:\> Skill List

Adgility Skills
Brawling

Dodge

Force Weapons
Melee Weapons
Sneak

Thrown Weapons

Chutzpah Skills
Bootlicking
Bribery
Communist Propaganda*
Con

Fast Tdk

Forgery
Interrogation
Intimidation
Motivation
Oratory
Perception
Spurious Logic

Dexterity SKills
Energy Weapons
Field Weapons
Laser Wegpons

Missile Weapons
Projectile Weapons
Vehicle Weapons

Mechanical Aptitude Skills
Habitat Engineering

Juryrigging

Robot Ops and Maintenance
Vehicle Ops and Maintenance

Moxie Skills
Biochem Therapy
Biosciences
Chemistry

Computer Programming*

DataAnalysis
Data Search
Demoalitions
Electronics
FrgAid
Mechanics

Nuclear Engineering
Old Reckoning Cultures*

Security
Surveillance
Survival

*Treasonous or near-treasonous skills

ter. There aren't really any hard-and-fast

guidelines, because, hey, if you want them to succeed, they succeed; if you want them to
fail, they fail. Anything in-between can be weighted however you want.

Try to makeuse of these skills, however — they reflect that "' knowl edge obsolescence”
of AlphaComplex wetalked about above. Clonesgenerally know just about enough about
these killsto really mess something up. Givethem the opportunity—keep thegamefrom
becoming just another shoot-and-scoot, "l got the traitor" session.

Aty SkILS

Rrany /e

Dexcription: Whenever someone wants to punch, grab, kick, poke, or otherwise
brutalize someone d se, havethem makeabrawlingroll. Thebase difficulty number of the
check is equdl to thetarget character's Agility. If the character hits, determine damage

as per the rules in Chapter Six, "Combat."
Dooge

Description: When a character is "hit" by aranged attack (athrown object, alaser

shot, etc.) and is aware of the source of the
attack, have the character make a dodge roll to
"get out of theway." (If he succeeds, he wasn't
actually hit.) Note: Y ou cannot dodge non-mis-
dle atacks. The base difficulty of the check can
be determined using the following chart.

Modify the Base Difficulty level according to
taste— "falling debris' might be easy to get out
of the way of, but not if it's a whole building.
Likewise, it might normally be difficult to dodge
alaser weapon attack, but if the guy firing the
gunis Shak-1-GUY, the nearsighted twitch from
R& D, you might want to lower it alittle.

Swnes (Mare 1f)

Attack Form

Falling debris

Hurled object
Slugthrown missile
Energy/laser weapon
Area of Effect Weapons

:\> Dodge Difficulty Chart

Base Difficulty
Range
Easy
Normal
Tough
Difficult
Nearly Impossible

&3
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What? No papercut chainsaw?
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If you can't bribe him with
plasitcreds, offer your body.
While he's trying to remember
what to do with it, blast him.
o009 GO
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ForRCE WEaPONS

Description: Thisskill isused when a character wants to swing an energy-powered
meleeweapon (likeaforce sword, neurowhip or force axe) at someclone or something. The
Base Difficulty number is the target's Agility.

MELEE WEaPoNS

Description: Usethis skill to bop your opponent with aprimitive weapon like aclub,
knife, hot-arm, or anythinge seyou can pick up. TheBase Difficulty numberisthetarget's
Adgility.

Sweax

Description: Thisskill isused to hide from other clones, not security cameras. Being
generaly unobtrusive is good. Pick the observer with the highest perception skill or
Chutbzpah skill base and add one per additional observer to determine the Base Difficulty
number.

THrROWN WEAPONS

Description: Used when you want to hurl objects (pieces of plastisteel, grenades,
bottles of BBB) at something or someclone. Not too dangerous a skill, unlessyou tossa
pin instead of a grenade. The Base Difficulty number is the target's Agility. A successful
thrown weapon can be dodged, however.

CHyTZPAH SKILLS

BOOTLICKING

Description: This skill will be used by players ... sorry, by characters ... who want
to get into the Computer's good graces. Normally, you shouldjust try tojudge whether the
player does a good job of roleplaying it and then forget about die rolls. But, if you needa
mechanic for those too-close-to-call situations, the Base Difficulty is the target's Chutz-
pah stat (the Computer, of course, hasaChutzpah of 20) or determineadifficulty level based
on the situation. Make sure to modify the DN based on the player's roleplaying as well.

Example. Weezle-1-GUY has the opportunity to impress an important High
Programmer who has called him into his office to discuss Weezl€e's latest mission.
Weezle decides to try to bootlick to make the most of the situation.

The High Programmer has a Chutzpah of 8, but the gamemaster decides the HP
is always getting bootlicked to, so he has developed a thick skin — he increases the
DN of the check to 18.

After getting thrown out of the office, Weezle runs into the HP's secretary, an
Orange-clearance clone who keeps track of appointments, mission files, etc. Weeze
decides to try to bootlick the underling, hoping toget a look at the mission files and
maybe some favorable consideration in the future.

The Orange clearance underling actually has a Chutzpah of 10, but the gamemas-
ter figuresthe Orangeisjust so impressed that an Indigo-clearancecitizen wouldtry
to bootlick him that the DN drops to 2. Weezle will probably get a good, long look at
thefiles, and probably a friend for life.

BRIBERY

Description: Again, player characterswill most likely try to bribeyou ... excuse me,
your gamemaster characters ... for favors. The DN is usually the target's Chutzpah,
modified by how valuable the bribe actually is and how dangerous it would be for the
target to accept the bribe. Note: A successful bribe meansthat the target does generally
what the character wanted; an unsuccessful bribe could mean that the target acceptsthe
offering and then either fails to do what the character wanted, reports the character, or
does something compl etely different. Second Note: Botsand artificial intelligencescan
be bribed ... if you can find the right offerings (even the Computer might have Its price),

COMMUYNIST PROPACANDA

Description: Thisisthefirst of three completely treasonous skills (the second being
computer programming and the third Old Reckoning Cultures). Communist propaganda

Skrees (Mark ()
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‘the knowledge of the Alpha Complex version of Communism — its dictates, its
practeristics, and its theories. A character might completely disagree with what these
rirines say, but knowledge of the skill is enough.
See,communist propaganda is infectious. Clones mainly use this skill to pass it along to
berclones. The BDN of passing along this skill is fwice the target’s Chutzpah — modified
ihow obvious the player (or gamemaster character) is being about spouting doctrine.
And how does one spout Commie doctrine? Simple -— think of all those “cartoon
ies” you may have seen in old Fifties and Sixties and Eighties (?) movies — they all
with a funny accent, and they all spout catch-phrases like “Verkers ov the Vorld, Unite!”
they tend to wear long, fake moustaches and big, furry caps with stars on them.
Doesn’t this get them executed alot in Alpha Complex? Well, no, not really —not unless
run into someone with communist propaganda who can recognize their attempts at
version. And possession of the skill is grounds for execution, so anyone who can
ize communist propaganda for what it is has a good chance of getting executed.
The Computer and some of Its higher-level operatives have knowledge of communist
peganda, of course, and can recognize it — indeed, a high level Troubleshooter could
wbably be forgiven for one or two adds in the doctrine, as long as he isn’t spouting it off.
'Note: In stressful situations, characters with communist propaganda will often fall
bfunny accents, pull out little red books they didn’t know they had, or put on funny hats
M salute “the Glorious Proletariat.” They will speak treason against the Computer
thout knowing it, and get themselves into a world of trouble.
Whenever you feel like having this happen, it does. A good game mechanic is to have
ehapless clone make a Tough communist propaganda skill check. If he succeeds, he
puts doctrine or does something else incriminating — possibly infecting others. Inform
;ﬁlayer that he can’t stop himself, but has to do it. That should make him real popular
the team.

W

\Description: This is another player character skill. They'll use it when they want to

upor culminate a long-term static-job (sorry, “snow-job”) on a gamemaster character.
kcon should be well-roleplayed and incorporate several different mechanisms. Other-
,it is probably just an example of fast talk. Cons should be roleplayed out whenever
ible, but a DN can be determined based on the target’s Chutzpah.

Tak

Description: This skill is used to get out of immediate trouble or get to an immediate
L1t is think-on-your-feet, bald-faced lying at its best. A player who can do this with
aight face should be given hAuge modifiers for his success, while players who just can’t
to keep up the banter won’t succeed no matter how well they roll. The Base DN, if
heed one, is usually the target’s Chutzpah.

RY !

Description: Alpha Complex thrives on paperwork. Unfortunately, much of it is
mputer-processed, tongue-stamped, tissue-sample-attached and damn hard to forge. A
tof what goes into the skill of forgery is making a document look official — making
tgue prints ook like they’ve been taken, making authorizations look like they’ve been

e... basically, the character has to make the document look so “right” that noone runs
through a scanner or shows it to the Computer.
tThe BDN of a forgery check is usually equal to the reader’s own skill in forgery or his
ilutzpah skill.

WrERROGATION

‘Description: Players will want to get information out of their enemies before they kill
m— at least smart players will. The BDN is usually the target’s Chutzpah, modified
ordown by the situation. Trying to interrogate an armed Vulture Trooper while he’s
ding you by the throat is cause for a positive DN modifier, while holding that same
ture Trooper out over a vat of acid will usually get more desirable results.

VMIOATION

Description: Loom over your intended victim. Flash your higher-security clesrance
Msface (that works). Flash a big gun (that works better!) Suggest that, if he doesn't

|
s Mark /1)
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The author, of course, lies -
Spurious Logic never works on
Me. | am not one of those foolish
Trekker bots from NCC sector
who goes to pieces over some
invisible dynamite or Citizen
Jmsk-1-RKK's word games. | can
compute the value of pi while
drinking a glass of Bouncy
Bubble Beverage!
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want to end up on next daycycle's recycling menu, maybe he'd better cooperate.

MOoTIVATION*

Description: Thisskill isused in a manner similar to intimidation, except the idea
is usually to inspire or excite gamemaster characters into action. The BDN could be the
target's (or average targets) Chutzpah skill, but it is more likely to be determined from
the apparent danger of following the Troubleshooter's lead. For example, trying toinspire
a group of unarmed clones to leave their relatively safe hiding place behind a serving
counter to leap out and attack a biochemical horror created from cafeteria food waste is
probably going to be difficult at best. However, if the motivating clone is high clearance
and isholding alarge weapon on the cowardly citizens (or, even worse, a camcorder with
a direct feed to the Computer's Loyaty Banks), the Base Difficulty Range will drop
considerably.

ORATORY

Description: Motivation and intimidation are used in the heat of the moment.
Oratory is for premeditated speeches. The effect is the same: a call to action.

Tryingto explain to acrowd of normally loya citizens why they should board and take
control of Transtube 183 could be a use of oratory. Convincing a group of gamemaster
character Troubleshooters that they should elect you Team Leader could also be oratory.
The BDN is usually thetarget's (or average targets) Chutzpah, but should certainly be
modified by the situation.

PERCERTION

Description: Player characters use this to wade through the vat-sludge of others
ramblings, and to spot lies or inconsistencies. Most likely, though, itwill beused whenyou
want to give the Troubleshooters a chance to detect a nasty surprise. For example, ifthe
player charactershavejust walkedinto anambush. Thosewhomaketheir perceptionrolls
(the BDN being the average sneak skill value of the Commies/Mutants/Traitors setting
the ambush) are aware of the ambush and see the attack coming (a lot of good it will do
them — but, hey, they can try tododge). Thosewho fail are oblivious until thelasers start
firing.

Gamemaster characters use the skill the same way. They also use it quite often to
search player charactersfor contraband — inwhich casethe BDN isusually determined
by you according to how well you think the player character hid the stuff. Heh, heh, heh

Sryrroys Loercx

Description: This works best on the nonliving of Alpha Complex — bots and the
Computer, mainly — but can be substituted for con or fast talk in a pinch. The player
character tries to set up a chain of logic so convoluted and so involved that the hot or
Computer brainjust can't follow it. The BDR is determined by both your opinion of the
intelligencelevel ofthe hot (the Computer is always abase of nearly impossible), and how
important you think the bot thinksit is to unravel the logic.

For example, trying to convince ascrubot that, because of a series of seemingly |ogical
events, you, aRed Troubleshooter, bel onginthisindigo-clearancehal lIway isprobably not
al that hard — while the premise is probably very shaky, the scrubot's main concernis
scrubbing the floors, walls, and any slow-moving clones, not security. Call it a normal
check. However, trying the same argument on a doberbot security android is a lot less
effective— it can devote al its processing power on figuring out your logic ... and then all
its weaponry on killing you.

Not that you haveto worry about that — you'rethe gamemaster. The playershaveto
try convincing you.

DEXTERITY SKILLS

ENERGY WEAPONS

Description: Thisskill allows charactersto use variousforms of energy weapons, like
plasmaguns or sonic weapons. The BDN of shooting someone with an energy weapon is
thetarget's Agility. Thiscan be modified by surprise, range, cover, or whatever you think

Skres (Mark (1)
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isappropriate. If youthink acharacter should hit, hehits. If you don't, he misses. That's
thejoy of being absolute overlord of your domain.
Oh, the target can dodge a hit, after a hit is determined. But only if you say 0.

FIELDO WEapons

Description: This skill lets characters use field weapons, such as howitzers or
grenadelaunchers. The BDR isdetermined by the gamemaster, depending on range, the
reliability of spotting information, and anything else you feel like throwing in. A field
weapon hit can be dodged, but it is pretty unlikely (ever try to dodge a tacnuke blast?)

Laser WELPONS

Description: Most clones in Alpha Complex know the basics of how to use a laser
weapon, even if they never get one themselves. Laser pistols are the most common laser
weapons, with laser rifles being more scarce. This is a very popular skill among
Troubleshooters— "Keep your laser handy," and al that. The BDN to hit atarget isthat
target's Agility, but a successful "hit" can be dodged.

MIssiLe Weapon's

Description: Actually a seldom-selected skill, missile weapons covers the use of Old
Reckoning gadgets like bows, dlings, slingshots, and other obsolete weapons. Of course,
getting impaled by a makeshift crossbow bolt and lasered through the chest is thought to
have much the same effect on most clones. The BDN to hit atargetisthat target'sAgility,
but a successful "hit" can be dodged.

PROJECTILE WEAPONS

Decription: Slugthrowers fit into this category, as do other weapons that hurl
accelerated objects at a hapless target. Think Old Reckoning machineguns, .44s, and
other nasty, small-entry-wound, large-exit-wound weapons. The BDN to hit atarget is
that target's Agility, but a successful "hit" can be dodged.

Vewrete Wearon's
Description: Tank guns and portable artillery fit into this category. It moves, it
shoots, something explodes. Similar to field weapons (redly, they're usualy field
weapons mounted on vehicles), a successful use of this skill canbedodged. The BDN is ~ AOW 7#478 PRESSURE ..
completely up to the gamemaster.

MECHANICAL SKILLS

HABITAT ENGINEERING

Decription: This skill givesthe character
a working knowledge of the air, communica-
tions, transportation, power, water, and waste
systems of Alpha Complex. The character hasa
chanceto know where odd ventil ation or sewage
shaftsmight lead, or how to gum up aparticular
airflow corridor to get nasty traitors in adefen-
sive position to give themselves up.

JURYRIGCING

Description: Thisskill dlowscharactersto
use their Mechanical Aptitude to get broken
thingsworking or workingthingsto do different
thingsthan they were supposed to. This can be
alot of fun for both players and gamemasters.

For example, the Troubleshooters somehow
manage to sneak inside a secret society (let's
say PURGE) hidy-hole. One of the characters
uses his habitat engineering skill to determine
where the vent fans and air ducts dl are. But,

Sknts (Mark (1) 87
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A bot by any other name ... is
treason, Citizen.
oo 00000
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instead of shutting down the system, onebright Troubl eshooter decidesto break openthe
team's pharmecutical supplies and usejuryrigging to set the air filtration system up as
adispenser. Ifhe succeeds, the entire PURGE cdll will soon be sailing on Happy Pillsand
they can leap down and capture them with a minimum of fuss.

ROBOT OPS AND MAINTENANCET
Description: Thisskill description actually covers several different typesof robot ops

Transbots. Transportation robots with large passenger/cargo compartments.

Docbots: Medical bots that care for the sick and injured of Alpha Complex.

Jackobots All-purpose botswho do general labor or errands.

Scrubots: Janitor-bots that clean up the messes made by everyone else in Alpha Complex.
Flybots: Transportation bots with the capability of flight.

Characters can use this skill to operate and maintain (or sabotage) the bots of Alpha
Complex. TheBDN for reprogramming should be determined and modified based on how
complicated the character's orders or modifications are and how close they are to the bot's
initial programming. Asfor maintenance, determine how damaged you think thebot is
and start at a normal BDR for relatively minor damage.

VEHIoLE Ors aND MAINTENANCE

Description: This skill description covers the maintenance of al types of Alpha
Complex vehicles, as well as their use:

Autocars. Clone-operated transports.

Vulturecraft: Armed Forces Vulture Warriors (armored flybots with weaponry)
Fliers. Clone-operated, civillian aircraft.

Characters actually use this skill directly to make dodge checks in vehicles they are
piloting, as well as to drive around obstacles. When making a dodge check, the BDN is
determined asfor dodge, only using this skill. When maneuvering around obstacles, the
BDR is determined solely by the gamemaster.

MOox/e SkiLLs

BrOCHEM THERAPY'

Description: The diagnosis and application of mental and physical enhancement
drugs, usually provided by the Computer toinsure cooperation and peak efficiency. A good
Troubleshooter team aways has enough pills to see it through amission.

Use this skill when characters want to determine what drugs are what as well. Just
becauseyou pushed abutton marked "Pick 'Em Ups' doesn't mean you won't get a handful
of depressants.

BIOSCIENCES T

Description: Biology. Mostly the biology of clones, but Troubleshooterswith thiskill
might be able to figure out the workings of Outdoor creatures, as well has what they eat,
how they eat, and will they eat me?

CHEMISTRY

Description: Stick abunch of Troubleshooters in alab and they'll be blowing things
up in no time. We could give you awhole formulafor determining the BDR of chemistry
attempts based on the effect of whatever the Troubleshooters are creating, but even the
Computer's best clone chemists spend most of their timejust throwing different liquids
and solidstogether and trying to make pretty colors (or | oud expl osions). The botsand the
Computer are the only oneswith any real knowledge.

COMPYTER PROERAMMING T

Description: A really, really dangerous skill. Since the only computer in Alpha
Complex isthe Computer, this skill reflectsthe ability of acharacter to actually program
the Computer in certain, very limited ways.

Unlike many other skills, computer programming is actual useful knowledge. A person
who succeeds at a computer programming check can get the Computer doingjust about
anything he wants. Obviously, this means most BDRs should be prohibitively high.

Skries (Mark 11)
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Also, possession and knowledge of this skill
isconsidered treason. That'sright—just know-
ing this skill exists can get a Troubleshooter
killed. This can be pretty scary, especially since
everybody knows about High Programmers —

whoaretheonly clonesforwhomthisskill isnot

treason—but nobody actually knowswhat they 2 Q

do (or should know what they do). f(\l
This skill can be taught to player characters .’

by High Programmers, traitors, or other game-
master-controlled characters (eventhe Computer
might do it—how'sthat for aconflict ofinterest),
but it cannot be learned in any other way.

Dara AwaLysIst L
Description: Oh, thisisareally fun skill. If é ;
the clones of Alpha Complex don't know how % ——"]

everythingworks, they really don't know how to
learn. This skill is used to wade through reams
and reamsof print-cutsand screensand screens
of computer files. Oh, and when we say com-
puter, we mean Computer — you're looking in (
theBig C's memory and access filesfor informa-
tion. Hope you got that authorization right.
Whenever thecharactershaveaccessto Com-
puter information, they should makedata analy-
sisrollsto understand it. Misinterpretation and
confusion is the key to adventuring in Alpha
Complex. Okay, one of thekeys (or isthat two?)
But how doesall thisneat confusion and misin-
terpretation start? Here's an example:

» Way over in OUT sector, an areaon the every
edge of Alpha Complex, a crack in the main
dome appears. It doesn't look serious, 0 one of
thelocal HPD& M C officialsdecidesnotto handle
it himself (it's high up there) and puts in a
requisition for a maintenance bot. He fills out
the proper forms, reporting the crack and requisitioning the bot, and goes back tohisnap. ~ Aow. wHAT SORT OF DATA D0

» Thelocal Computer node analyzesthe report and the request and shuntsthe report over Zeg? THINK THEVRE ANALYZ-
to HPD& M C's record structure, while the request goesto PLC (they have the bots). The :
information, as yet, has not left the Computer, but is in the appropriate nodes.

» The HPD&MC node checks the report against OUT sector's maintenance files and
Relative Resupply Report (RRR) and a red flag comes up: OUT sector has never had an
RRR before, and has, therefore, never had any maintenance at dl (never mind that OUT
sector's titanium/plasticrete dome was constructed only a yearcycle ago and should
perform without major maintenance for nearly a decade). The HPD& M C node contacts
the IntSec and Armed Forces nodes, checking to see if there have been any reports of
sabotage or armed assaultsthat could have caused thisdamage. Meanwhile, it sendsan
update to the PLC node, informing it of these developments.

» The PLC node has been processing the request for the maintenance bot. It seemsthat
the exact model bot the HPD&MC clone requested is not in stock at the moment — al
models of that type were sent to construct a new dome in DUI sector and came down with
some sort of nasty program virus. The PLC nodebeginsto send aresponseto OUT sector,
asking if a substitute model will suffice.

But then PLC hears from the HPD& M C node and notices the red flag. It upgrades the
priority on the request, past the possibility of adouble-check. Sincetherewas already a
double-check in progress, however, it tags the filewith another red flag, aerting al other
nodes to the fact that there may be an emergency.

« Atthe sametime, IntSec node receivestherequest for informati on on possible sabotage.
It contactsits OUT-local hodesand scansfor any reports or unusual happenings. Theonly
thing it finds is the HPD& MC request for repairs and the report of the crack. However,

Skrts (Mark 1) 3 9
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thereis no red flag on the request or the report — but thereis an aert keyed to the one
IntSec received. It is comparing the two reports when it receives the second red flag from
PLC.

o This sets off an dert in the IntSec node. Something's up. Two red flagsin under a

Thereslittletimeto analyze nanosecond (oh, the Computer works really fast) is probably big trouble. The IntSec node

data in the field. If it moves, derts its locd OUT nodes of the two red flags and adds a third flag — a yellow
shoot it. If it doesn't move, it's "Investigation Underway/High Priority" tag — to the file.

probably faking, shoot it. If it's
unarmed and surrendering, shoot
it twice.

[ X BB BN N N

» Meanwhile, Armed Forcesis searchingis recordsfor any armed conflictsin OUT sector.
No reports after the initid troop movement into the new sector; everything going
smoothly. It sends back its report to the HPD& M C node.

 Becausethereisayellow flag on OUT sector andthis seriesof dataspecifically, however,
IntSec is routed a copy of the response. It analyzes the Armed Forces "dl clear" note and
determinesthat, if thereisany threat presentin OUT sector, it must becovert— so covert
that the Armed Forces cannot be trusted to deal with the threat. After al — they missed
it until now. It upgrades its yellow flag to a black one: "Operatives Dispatched" and
notifiesits OUT sector node that IntSec agentsin the sector areto be put on full alert and
that they are to investigate everything, starting with the HPD& M C clone who reported

HAPOINESS 1S A HEALTHY DOSE  the crack in the dome. It notifies al other Service Group nodes that IntSec has an

OF PHARMACEYTICALS investigation underway and that all information on OUT sector isto be routed directly to

IntSec node immediately.

» ThisalarmsHPD&MC and PLC —they were
both ready to sendin materialsand asubstitute
repair bot, but they don't want to gointo a"hot"
sector without some sort of back-up. They both
file requests with the Armed Forces for escorts
into OUT sector.

» The Armed Forces node receives this request
and revisesitsfileson OUT sector, reportingto

al nodesthat thereismilitary activity goingon
in the sector — in fact, thereisarequest for two
setsoffereesinthearea. It respondsto PLC and

HPD&MC that it will supply two escorts— a
Mark 1V Warbot to guard PLC's maintenance
bots (actually one small maintenance bot), and
a sguad of Vulture Troopers to escort the
plasticrete supplies (actually fifty kilos of

plasticretemix).

* IntSec, of course, receives this report as well
and notifies its agent nodes that Armed Forces
troops are onthe move. Rather than risk IntSec
involvement in an Armed Forces operation (the
Computer knows the two Service Groups don't
get aong), the node decides to contact the
Troubleshooter node and request ateamwith at
least one IntSec agent be sentinto OUT sector.

» This request is, of course, filled. A Trouble-
shooter Teamwill be senttoinvestigate Commie
Mutant Sabotage in OUT sector. They are given
the name and location of the clone who filed the
report, but not information on the report itself
or the crack — they are there to investigate
general sabotage, and the HPD&MC clone is
their only lead.

So, sometime in the near future, abot, afifty-
kilo bag of plasticrete mix, an armed squad of
Vulture Troopers, a Mark 1V Warbot, and a
Troubleshooter team will arrive in OUT sector.

? The sector itself has been put on alert by IntSec,
7 anddl loca agents will be on the look-out for
trouble.

Tim Bobko
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But, in the meantime, alone HPD& MC clone receives averification of his report and
request: "Report noted and filed. Request approved. Thank youfor your cooperation. Have
anice daycycle." If only that clone had data analysis so he could read between the lines ...

0ara SearcH

Description: Before you can analyze it, you have to find it. Characters can use this
skill to wade through al kinds of Computer-speak to find what they need. Take the
example above: if aclone on the Troubleshooter team were totry to find out why they have
been sent to OUT sector, they'd not only have to wade through dl that drivel, but more
besides— and it would be in Computer-language. They'd have to roll to find the reason
(the crack in the dome) amidst all the confusion. The more specific the search, the harder
the check. The broader the search, the more useless information they find.

DEMmoLITIons

Description: Theskill isnasty. Cloneshave enough knowledgeto destroy—that'sfor
surﬁ. And, now, they've got everything from microbombs to hand-held tacnukes to do it
with.

Demalitions is used not only to blow up things, but to do it in an efficient manner.
Anyone can trigger afuse or pull a grenade pin, but can they blow down a door or crack
a safe without blowing themselves and everything dse nearby up?

Figure out the BDR based on your opinion of how difficult it is for the Troubleshooter
to determine how strong the object they want to blow is. Add or subtract from this based
on how tough the object really is, and how much explosive the Troubleshooter has access
to. No matter how good ademoalitions roll is, thereis no way a Troubleshooter will blow
aholein atitanium-steel wall with atiny firecracker. However, if the character istrying
toblow aweak plasticrete door with atacnuke grenade— and not damage everything else
inthevicinity — that can bejust asridiculous.

ELECTRONICS |

Description: Most everythingin Alpha Complex runs on eectricity. Messing around
with wires and electrodes can really provide some surprising results. Let characters try
to increase the efficiency of conductors with their own spit, and try to mess with those "t it ashodk." | can't believe
huge, sparking cables coming out of their vehicle's power supply . . . they'll bein for a shock. yyoLssiiditihat.

FIRST Aro

Description: Charactersget hurt in Paranoia—that's part of thefun. They can also
try to fix each other. But, remember what | said about Alpha Complex clone knowledge
—first aid can be more dangerous than the alternative.

The BDR of any first aid attempt is based on the number of wounds the character has
taken. Start at simple for one wound, increasing the BDR by one per additional wound
taken. A successful first aid attempt'means that the target can ignore the effects of his
woundsuntil properly healed or damaged again (at which time he goesback to hisoriginal
state, plus any additional wounds).

That'sright, folks; that meansfir st aiding characterswho cantakel otsof wounds(and
do) isharder thanfirst aiding awimpy character who can only take afew wounds. Ifyou
want to be more readlistic, you can alow for partial healing: a character has taken four
wounds, meaning, histreatment BDRis Tough. A character with & firstaid skill value of
10 gets ahold of him. The Check Number he needs to beat is between 10 and 12 — the
gamemaster picks 10, because the cloneis so tough. But the dieroll turnsup anine. Too
bad, sosad ... no healing.

But the gamemaster could, if he wishes, say that the clone loses the effects of three
wound levels — if he had only been wounded three times, he'd be fixed now. It's only the
fourth that is bothering him. This is a gamemaster cal and, as always, up to you.

More information on wounds and healing can be found in Chapter Six, "Combat."

Mecranres

Description: This skill allows characters to take parts and tools and assemble them
into strange contraptions. It is not the same asjuryrigging, which assumes you are
starting with aworking or partially-working whole. As a result, most mechanical skill
checks will have high BDRs, unless the mechanism being constructed is fairly simple.

Swres (Mark 1) 9/
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For example, a pully-run anvil-on-the-head trap would be pretty simple: normal
difficulty. A trap that caused a targetting computer to lock onto a specific subject when
that subject entered a monitored field of fire, and then caused all weapons to discharge
at that target would be considerably more intricate: nearly impossible or ridiculous, in
fact.

MUCLEAR ENGINEERING

Description: Iftheplayer characters are usingthis skill, they are probably introuble.
Unlike most of the other "repair” skills, thiswill seldom be used (I hope) as a"breaking”
skill. Nuclear reactors melt down, tacnukes explode. M essing up one of theserolls means
either aradiation bath or a big exothermic reaction.

OLo Reckonve CULTURES
Description: Y ouknow stuff about "the old days," before the Computer. Gee, takethis
skill and go tell everyone about it. Go ahead, we dare you.

Secyrry

Description: Troubleshooters can usethisskill to get past, disable, or enable and use
security systems like monitors, motion detectors, and microphones (not to mention
tongueprint scannersand all those neat high-tech devices). TheBDRiseither determined
by the gamemaster, or a BDN is determined by finding the security or surveillance skill
of the clone or bot operating the security system.
Surveranece

Description: This skill tiesin more with security than perception. The ability to read
monitors and scan areas with remote mikes and cameras is surveillance. The BDN can
be the sneak or security skill of an opponent, or a BDR can be determined by the
gamemaster.

Svrvivat

Description: Itis treason to go Outdoors, so this skill isonly useful in the "wilds" of
Alpha Complex. On the back-transtubes of AC, in the strange simplexes, and in
unfamiliar sectors, characters can use this skill to find much-needed information,
supplies, and directions. The BDR is completely up to the gamemaster, but should be
modified by any player inspirations that come up.

OTHER SKILL INFORMATION

Theinformation in the Players Section regarding learning new skills, etc., isaccurate
and can beused by you. Or not—if youwant to createanew skill, teach acharacter several
skills at once, or do anything else with skills that you feel like, go ahead.
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Paranoia is supposed to be a fast-paced, fun-to-play, not-at-all-realistic game. The
rules system in the previous chapter is intended to promote that — come up with an
approximate difficulty, roll the dice, and beat a check number.

Combat's the same way. We aren't interested in exact movement or ranges or cover
modifiers. Sure, if you want to throw that stuff in, you can, but Paranoia is about
roleplaying, and combat is a big part of many roleplaying games, so we are looking for
ways to make combat a roleplaying experience.

Sreep oF PLay

Paranoia gamemasters need to keep the action moving. Makeit fun, makeit fast, and
make it work ... any way you see fit. Sure, it's important to know when a character has
been hit or killed in combat, but, since you are the gamemaster, you decide when that
happens and when it doesn't. Y ou can approximate and make things happen.

ROLEPLAYING REALISM

Sure, it may be more realistic to have miniatures or chits on atable and worry about
distance, facing, movement rates, and all that other crap, butisit redistictohaveplayers
conferring over strategies, counting out movement, measuring distances, and optimizing
their abilities?

In the speed real combat happens. Give me a break.

S0, we sacrifice the "redlism” of atabletop battlefield for the roleplaying fed of "red”
combat. Something's happening! Do something! Uh, oh—too late.

Oon'r Grve Tiem Time 10 Tiink!

When Troubleshooters are wandering around Alpha Complex, looking at things and
playing their little mind games on each other, you can describe thingsin great detail —
andyoushould. Asthegamemaster, youwant to pai nt aninteresting pictureof theworld.

But, when the Troubleshooters find themselvesin acombat situation, they won't have
time to count the tiles on awall or check out al the neat diodes and buttons on their
communicators—they'll havetoreact... fast! Givethemthebas csand makethemguess:

Gamemagter: Okay. You pry open the hatchv_vay and begin to look inside. Suddenly, alaser
blast glances off the door frame! Someone's attacking! What do you do? Hey! That'smeinthat

Ifthey want to think about it, or confer, or debate, or look around, thenthey aregoing  example! Gee ... | come off pretty
to miss rounds of combat. What is around of combat you may ask? A round of combat is ~ good, don't I? Dashing ... brave ...

when somebody does something — usually lots of somebodies. Sometimes, clones will loyal to the Computer. Maybe a
want to do things that take longer than other clones. Fine, they aredoingthingsfor lots  littlefat— I'veheard examples
of combat rounds. Hope they don't get shot in the head. put 10 or 20 kilos on you.

Comsar .9 3
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Am | inthis example? Huh?
Huh?
cs0000O0OC

No, you've aready gained
enough weight.
L K 2 BN BN AN J
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KEEP IT ParaNOIA

When an attack comes from one direction, the Troubleshooters should still be
reminded that trouble can come from all others— even within their own party. When a
Troubleshooter does have the opportunity to look around, warn them of imagined dangers
and possible treason.

Gamemagter: Roy-G, you pull your laser and start shooting at any availabl e targets through
the hatchway. You see a hot with a laser mount firing in your direction, so you blast it. (Roy-G
rolls dice and gamemaster determines the result.) As you are firing, you think you notice
something moving off to your right, and you aso are aware of your teammates. All of them are
behind you. Anyone else doing anything?

Too often, Troubleshootersforget about backstabhing each other in the heat of combat.
Y ou can remind them.

REWARD ROLEPLAYING AND DERRING-D0/

When somebody tries something wacky or different, rather than obviously "safe" or
"intelligent," reward them. Oh, sure, you may kill them aswell, but make them feelgood
about trying whatever it is they want to do.

Player: Okay, as his next action, Roy-G decides to dive through the hatchway and past the
laserbot. I'm still blazing away at it, but | want to come up with it between me and the hatch-
way, and | want to be facing the right.

Gamemagter: (Hasplayer roll dice) Right. You dive through the hatch toward the laserbot.
Thistriggers its mutli-fire option and it starts raking the area with multiple bursts of red light.
(Rollsdice, ignores result) But, miraculously, all these bursts miss you. Unfortunately foryour
hesitant companions, they al get hit for (Rolls dice again) ... ooh, time to activate new clones.

Off to the right, you see another laserbot moving toward you. It draws a bead and ... (Rolls
dice again, winces in mock sympathy) Well, at least it blew up the other laserbot as well ...

KL THem, Kite Tiem A/

In other roleplaying games, you don't usually want to dispatch characters with any
degree of frequency, or the players get annoyed and start |ooking for anew gamemaster.
'Gl'fh%/ put alot of timeinto developing their characters, and they want to get some use out

them.

In Paranoia, the oppositeis supposed to be true. Character creation is quick and easy,
and, besides, everyone gets six clones— they'll get agood session or two (or maybe more)
out of their Troubleshooter, and then it's probably time for anew one.

A MOVEST ExampLe

In Paranoia, Second Edition, there was a good example of how combat should go. It
carries over to this edition with very little modification:

GM: Right. You walk the narrow, V-shaped corridor area. Nativeswould call it agulley, but
you don't know any better, here in the Outdoors. The sides ... excuse me, walls areirregular and
dark-colored, and there's heavy, brown lumpy stuff falling off them into puddles of water. The
floor is squishy and whatever paint they used keeps coming off on your feet. Suddenly, from
above you and to the left, there comes a strange, ululating sound. Fred — what do you do?

Fred: Urn ... what's"ululating?"

GM: Hooting and wailing. What do you do?

Fred: Well ... (Long, thoughtful pause)

GM: Right-o. Andyou, Martha?

Martha: | try to identify the sound and where it is coming from.

GM: George?

George: | get my laser ready and | dive behind arock ...

GM: Ahem ...

George: Eh? Oh, yeah ... | dive behind a gray thing and prepare to blast tilings.

GM: That's better. Okay, George is behind the brown thing, Marthais looking around — it
sounds like humans to you, Martha, but they are yelling something like "Ooga-boogal" Fred, you
stand thoughtfully. Six naked guys with bad hygiene and pointy things in their hands come
zooming over the slope and dash down at you. Fred ...?

Gamemaster Note: See how the GM waited until everyone had declared what they
were doing to give any results? Y ou don't have to do this — especially when you are

Comaar
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running for a large group — but it keegps players from
using information other players supposedly found out at
the same time.

Fred: What do these guys look like?

GM: Right. Martha?

Martha: | yank out agrenade, lob it at them, and duck for
cover.

GM: George?

George | cover Martha.

GM: Fine. Fred, they look like insane naked citizens with
poor hygiene and pointy things. They're hair is matted and the
pointy things look like weapons. They're yelling and gesturing
unpleasantly ... at you, by theway. One sticks a pesr ...
excuse me, pointy thing at your chest.

Martha, roll the die (Clatter) Oooh, that looks bad. Pity.
The grenade misses, bounces off the wall, and rolls back down
the hill back where you were standing. Right beside Fred, in
fact.

George, you see one of the citizens throwing a spear at
Martha, so you zap him. Roll the die. Whoa! Good shot! Bull-
bot's eye! Roll damage ... Great, he drops. Fred?

Fred: Say, thisisgoingtoo ...

GM: Okay ... Martha?

Martha: (Snickers) Fred is obviously a Commie traitor.
Look, he's talking to those filthy mutants! | shoot him, then
runfor cover.

GM: Right-0. George?

George: | zap another Ooga-Booga mutant.

Fred: Say, you guys... d :

GM: Fine. Okay, the grenade explodes. (GM rolls damage) «
Severa O-B's bite the dust... err, mud and, Fred, it looks like i
you take some damage, too. Y ou survive. (Fred sighs with
relief, but the GM continues) But so does the mutant with the 400y,
pointy thing. He stabs you in the chest before he keels over from his wounds. Martha then shoots fkm-gzgzgfi’” '
you in the head. (Bounces die) Smell of charred Fred permeates the corridor. ’

Okay, to sum up. Fred is charred, stabbed, and partially blown up. George misses the other
Ooga-Booga, but it doesn't seem to matter — he runs. Martha, you make it to the brown things
and crouch behind them, just like George.

Fred: Heh, heh. | get it. When does my next clone show up?

GM: Soon, Fred. Y our friend the Computer will get right on it, just as soon as George and
Martha make their reports. Back to the action.

Okay, the ground shudders and the remaining Ooga-Boogas go crazy. They run or collapse,
shaking. A giant, glistening black hot with ahead the size of atransbot terminal — with huge,
compound sensors and long antennae — appears above the corridor and peers down.

George: (Whispers) Oh, swell. Giant radioactive mutant cockroaches again ...

Martha: Black? Infrared clearance, obvioudly. | order it to pick us up and return us to Alpha
Complex immediately.

GM: Err ... good idea. It reaches down with its mandibles ... oops ... its cargo grapplers and

Gamemaster Note, Too: See how the GM never let up on Fred, but he didn't really
embarrass him or pick on him either. He didn't start going around the table a different
way to give"the new guy" achanceto think about what hewanted to do, but healso made
it clear that Fred would soon be back in the fun.

Comaar SEQUENCING

Each combat round is supposed to last about five seconds. Obvioudy, from the above
example, thisisn't always true. It's up to you how long each round lasts. But thereis a
combat sequence you will probably want to follow.

CAMEMASTER INTRODYCTION PHASE

The gamemaster introducesthe combat. Generally, thisonly happensduring thefirst
round of combat, and is a quick summation of what happens.

GM: Right. You walk the narrow, V-shaped corridor area. Natives would call it agulley, but
you don't know any better, here in the Outdoors. The sides ... excuse me, walls are irregular and
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I've never seen an Ooga Booga
before, but | bet they're part of
the oppressed masses.

I'm working on it.
o000 OGO
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dark-colored, and there's heavy, brown lumpy stuff falling off them into puddles of water. The

floor is squishy and whatever paint they used keeps coming off on your feet. Suddenly, from

above you and to the | eft, there comes a strange, ululating sound. Fred — what do you do?
Thatsaqwckmtroductlon It gives some details, but holds the rest back. After all, the

players weren't ready for combat, were they?

PULAYER CHARACTER DECISION SECMENT

Now the players decide what they are going to do, and they say it as quickly as they
can. Generally, the gamemaster should give them five seconds or so (each) to get it out—
if they can't say it that fast, they can't do it.

Fred: Wdll ... (Long, thoughtful pause)

Not a good example of a decision, but a decision nonetheless. Fred spends his five
seconds thinking, so that's what his character is doing. On the other hand:

George | get my laser ready and | dive behind arock ...
That's a much more intelligent response.

GAMEMASTER CHARACTER DECISION SECMENT

Most likely, the gamemaster will have decided what the gamemaster characters are
going to do long beforehand. However, since he is the gamemaster, he has the privilege
of changing his mind when he wants to.

Wedo not encouragethis. If aplayer doesareally smart thingthat catchesyou off-guard,
it should catch your characters off-guard aswell. However, your decision segment is placed
here sothat you can changeyour mindwhenitreally seemsto bethemost funideapossible.

Y oudo not haveto announceyour decisions—normally, you savethat for the" Combat
Resolution Segment.”

COMBAT RESOLYTION SECMENT

At this point, all actions are resolved. Presumably, everything happens simulta-
neously, but that's only if you say so. In the above example, George was able to zap an
"OogaBooga" before he could stick Martha, but an OogaBoogakilled by Martha's grenade
still got to stick Fred.

It'sagood ideato have all dierollsand actions resolved at the same time. That makes
sure that nobody benefits from an action performed during the same round by another
character unlessyou think it is appropriate.

GM: That's better. Okay, George is behind the brown thing, Marthais looking around — it
sounds like humans to you, Martha, but they are yelling something like "Ooga-boogal" Fred, you
stand thoughtfully. Six naked guys with bad hygiene and pointy things in their hands come
zooming over the dope and dash down at you. Fred ...?

Notice how the end of one round of combat leads right into another.

O/ RoLLSs, MOOIFIERS, DIFFICULTY A/UMBERS,
AND ALl THAT JAazz

Okay, so we've told you how it's supposed to go; here's the game mechanics.

When in combat, Troubleshooters will want to do things like hit, kick, shoot, and
explode their friends and enemies. Presumably, your characters want to do the sameto
them. Here'show.

VIoLence, Ere,

All combat skills are covered in Chapter Five, "Skills (Mark ID" under Agility and
Dexterity skills. However, for a quick summation, here's how they work.

There are two types of violence in Paranoia-.ranged violence and melee violence.
Ranged violence occurswhenyou aretrying to shoot or throw something at atarget. Melee
violence happens when you try to get up-close and personal with atarget (a kick, punch,
stab, etc.).

RANGED ATTACKS
When you use aranged weapon to attack someone, use the skill descriptionin Chapter
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Five, "Skills (Mark 11)") to determine difficulty levels. Usually, when you are attacking
another character, you use that character's Agility asthe DN.

Dodge: Ifyou hit someone with aranged attack, and they were aware it was coming,
they can try to dodge. The difficulty level of a dodge can be determined from guidelines
in the dodge skill description. If a character successfully dodges, then he was never
actually hit.

MELEE ATTACKS

Hitting someone with your fists, abludgeon, or amelee-typeweapon is amelee attack.
Y ouhavetobewithinafew metersof someonetolaunchameeeattack, soif aplayertries
to melee attack someone a block away, you can step in and disalow it.

The difficulty number of a melee attack is usualy the target's Agility (see Chapter
Five, "Skills (Mark 11)"). You can't dodge a melee attack.

Skrtt, DI€ ano DIFFoutry MOODIFIERS

Gamemasters are encouraged to apply and award modifiers and bonuses whenever the
situation warrantsit. Even though Paranoia's combat system is supposed to be quick and
easy, and there are no really "s&t in plasticrete” rules for modifiers, there are some
guidelines you can use.

PoINT-Blank RaNGE

If acharacter isusing amissile-typeweapon (thrownweapon, laser pistol, slugthrower,
etc.), andis standing within afew meters of histarget (usually under three meters), you
can choose to allow the player to add four to his die roll when he makes his check.

lowe Ranee

If a character is using a missile-type weapon and is, in your opinion, fairly far away
from his target (this varies by weapon; thrown weapons have shorter long ranges than
slugthrowers and lasers), then have the player subtract four from his die roll. Long
rangeis usually in play when the target looks small enough that individual features are
blurred (100 meters or so for lasersand slugthrowers) or athrown or missile attack woul d
take more than a couple seconds to reach the target.

WounoEo ATTACKERS
For every wound a character takes, heis at -2 to al actions (see below). Thisincludes
attack rolls.

OTHER MOOIFIERS

Hey, gowild. If you want to start adding in cover modifiers, angle vectors, and other
stuff, do so. Just remember: asthe Paranoia gamemaster, you have aresponsibility to be
inconsistent and arbitrary at al times. Surprise 'em by seeming fair when it really isn't
important.

THE FRUITS OF VIOLENCE

... i.e., "Damage."

Every weapon has adamage value. A damage val ue isthe amount of damage aweapon
does to a target. In the "Equipment" chapter, weapons are listed with their damage
values. Modifying that damage value — to account for luck, skill, or situation — is
resolved the same for every weapon.

Note: Hand-to-hand weapons (like knives or bludgeons) havedamageval ueslisted as
plus numbers (+1, +2, +3 ... etc.). These pluses are added to the HTH Damage normally
done by an unarmed character (see below).

MOOIFYING THE DAMAGE VALYE

To modify the damage value of aweapon, simply roll 1d10 and add it to the damage
vaue of a weapon. Characters have damage values equal to their HTH Damage (see
Chapter Three, "Character Creation" in the Players Section). So, a Troubleshooter with
aHTH Damage of 5 (a Strength of 10) does 5+1d10 when he hits someone with hisfist.

Comear
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I only like point-blank range

when I'm aiming between

someone's shoulder blades.

97



Paranoias The Fifth Edition o ouse, s iimes,meeg 2o eni® et 21ms S0 ios S b enii® s Do tong 20

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY...

Healing Damage? Y ou can do
that?
9090000
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APALYING THE DAMAGE VAaLYE

The damage of any attack is measured against the target'sMacho (see Chapter Three,
"Character Creation"). Subtract the target's Macho Stat from the attack's Modified-
Damage Value, and you have the Damage Done.

REAOING THE DAMAGE DONE
Then, take alook at the chart below. The higher the Damage Done, the more it affects

atarget character.
The effects are described below: Damage Done Table
None: The blow was weak and has no effect. Damage

Stunned: The character is stunned by the force of D{’_“se g?::t

the blow and cannot act during his next action. Then 6-8

Stunned
he returnsto normal. 9-12  Wounded
Wounded: The character takes one wound. For 13-15  Wounded, unconscious
every wound the character takes, heis at -2 to all skill 16+  Killed

rolls. If the character takes anumber of wounds equal
to his Wound Levels (see Chapter Three, "Character Creation"), he goes unconscious. If
he takes one or more wounds after that, he dies.

Wounded, Unconscious: The character takes a wound (as above) and is rendered
unconscious. He remains unconscious for one minute or until successfully first aided or
until the gamemaster says he wakes up.

Killed: Sorry, you're dead. Rack up the next clone.

Naturally, wounds and "killed" results can be interpreted any way the gamemaster
seesfit. Armsand legs might be cut or blown off, or the damage might be more nebul ous.
Have fun, be grotesque.

HEaLne Damace

Troubleshooters heal damage at any rate you want. One wound per daycycleis :
standard, but a docbot or healing drug can get clones up and running in no time. '

ARMOR

Oh, if you havearmor, that can protect you from certain attacks. Hand-to-hand attacks
usually do bludgeoning (B) damage. Ifyou havearmor that protects against bludgeoning
damage (it will have a"B" onit by its description), then you add whatever followsthe"B"
(the armor value) to your Macho Stat. |

Other than bludgeoning attacks, there are laser (L), energy (E), and projectile (P)
attacks. Each attack completely ignores armor that doesn't protect versus it. However,
thereis armor designated asALL. That armor protects against everything.

LASERS ANO REFLEC

And, just to make things more interesting, there are different types of lasers and
different types of relec armor out there. Lasers come in different security clearances.
Actually, the lasers are the same — it's the ammo that's different.

Each security clearance (except Infrared) has its own laser ammo. Reflec armor only
protects against laser weapons of its security clearance or lower. Why does this work?
Beats me— I'm not aphysicist.

So, ifacharacter iswearing Blue Reflec (L4), he can add the four points of armor value
to his Macho when he is attacked by a laser weapon firing Red, Orange. Y ellow, Green,
or Blue laser bolts. Indigo, Violet, and Ultraviolet lasers go right through it.

A FEW YUoky EXAMPLES

Here are some examples of how damage works.

Hano-ro-Hano

Bruise-R and Wimp-Y are having a"discussion.” It seems that Wimp-Y cut in frontof '
Bruise-R in line and Bruise-R is objecting. Wimp-Y is of higher clearance, but there are
Nno cameras or security agents in sight. Bruise-R takes a swing at Wimp-Y.

Comsar
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Bruise-R has abrawling skill of 15, while Wimp-Vs Agility is 6. Looking on the Check
Chart, that means Bruise-R needsonly a 1 or better to hit. He swingsahaymaker androlls
*9, connecting easily.

Bruise-R is a hulking specimen of a clone with a Strength of 10. That meanshis HTH
damageis 5. Herolls 1d10 (and gets a6) and addsit to hisHTH, for atotal damage of 11. I'm not certain that everyone
Wimp-Y has an Endurance of 4, which means his Macho Stat is 2. Currently, he is needs to know all this. Citizen
wearing no applicable armor, so the gamemaster simply subtracts the 2 from the 11 and Ed-1-TOR ... all thisexplication

gets a Damage Done result of 9. On the Damage Done Table, that means Wimp-Y is ~ must be bad for the soul.
wounded. Hetakes onewound. Since he has an Endurance of 4, he can only take 4 wounds
before going unconscious

Rawseo ATTACKS

Wimp-Y doesn't want to trade blows with Bruise-R, so he pulls out his laser pistol. It
IsaYelow clearancelaser, soit will ignore Bruise-R's Red Refleciif it hits.

Wimp-Y takes a shot. He has alaser weapons sKkill of 9, againgt Bruise-R's Agility of 5 . 5
7.Heneeds an 8 to hit. Herolls a 10. The soul’? What's that

Bruise-R has a dodge of 5 and could dodge out of the way — had he declared he was ¢ %% %% **®
doing that this round as well as taking a cut at Wimp-Y. But, since he didn't, helll have
totake the hit.

Wimp-Y 'slaser pistol hasadamagevalueof 8. Rollingad10, hegetsa9, sohisModified
DamageValueis 17. Compared to Bruise-R'sMacho of 4 (hehasan Endurance of 9), that's
aDamage Done of 13. Bruise-R istakes onewound and is unconscious. Wimp-Y blows off

thebarrel of his pistol and steps back into line. That's above even your
security clearance, Citizen.
AITACKS AND ARMOR eeo0esecoe

Bruise-Rwakes up quickly, however, and pullsalaser pistol of hisown. He has Wimp-
Tsunprotected back, so the gamemaster giveshim +6 to hit (+4 for point-blank range and
another +2 for surprise). That's good, because he only has alaser weapons skill value of
2

Wimp-Y has an Agility of 6 but, because he is not aware of the attack, the gamemaster
decidestouse aflat DN that he picks. He

figures Bruise-R is till a little shaky A
and redly, really mad, so he picks a
Normal difficulty range (which is ac-

S

tually better for Wimp-Y — a 6
Agility is only at the top of
Ez?lsy) and tells Bruise-R to
roll.

Bruise-Rrolls a9 on the
die, but gets +6 in modifiers
for adietotal of 15 Hmmn.
That's just barely a Normal
success. The gamemaster says
hehit, but tellshim to subtract
one from his damage value, since
he "just grazed him." Wimp-Y can-
not dodge, since he was surprised.

Bruise-R rolls a d10 to add to the
damage value of 8. He gets a 7, making
the total a 15 But Wimp-Y has Ydlow
Reflec (L4), which protects against the Red
bolt, 0 his modified Macho is 2+4=6. Fifteen
minus six equal nine, so Wimp-Y takes another
wound. One more wound, and he's unconscious.

Cuearive ano (7s
BEewnIes

Obviously, the combat sys-
temisstartingto look alittle
more drawn-out than in the

Tim Bobko

©
©

Comear
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Steven Brown

example. That's true — characters can take
several wounds before dying, and it's hard to
kill someone, especially in armor, with one shot.
Sowhat canyou do?

* Modifiy Damage. Characterswho get sur-
prised or shot at point-blank or who don't seem
to be paying attention can take more damage
than those who aren't. Simply use your head.
Weapons are dangerous toys. No matter what
the Damage Done says, if you think acharacter
is dead, he's dead. Cheat in the players' favor
fairly often (it will make things go faster and
will be easier to keep track of), but cheat for
yourself as well.

» Reward Creativity. | keep saying this. If
someoneisreally thinking and roleplaying well,
and the only reason they don't takeout their foe
with one shot isabad dieroll or aweak weapon,
then bump it up a couple notches. Likewise, if
the only reason someone seems to succeedisa
tough weapon or through luck, cheat the other
way.

e Be Cinematic. Don't just say "you take a
wound" — becolorful. "Thelaser catchesyouin
the shoulder and you go spinning around, fall-
ing to the ground. Y ou take one wound, but it
feels like your arm is on fire!"

« Introduce Optional Rules. You want hit
locations? Make 'em up. Make up different ef-
fects. "You take one wound to the ... clatter of
dice ... ow! The head! Well, that means you're
unconscious, even though you can still take four
more wounds!"

Above all, make it fun.

CLONE REPLACEMENT

Of course, with this combat system and per-
mission for you to eradicate clones left and
right, you'regoingtowant toknow how Trouble-

AN  EXPERIENCED TROUBLE-
SHOOTER LEADS FROM THE REAR!

700

shooters (and other clones) get replaced.

When a Troubleshooter dies, gauge, as a
gamemaster, how important it is to your story to get the clone back in a timely manner
— and how muchitwill disrupt the party ifthey havetowait. At thevery least, you should
alwayswait until the end of the current combat/encounter to bring the clone back — he
died, so he doesn't get to finish the fight, the argument, or the experiment. Of course, if
everybody dies, then you bring them back however you want.

Also, figure out how long it might take for a clone to reach the party from the
Computer's Clone Banks and Replacement Center. Where isthe CBRC? Well, that'sup
to you.

If Troubleshooters are in "downtown" Alpha Complex (any average sector), then clone
replacement is usually quick — unless things get tied up in the bureaucracy. Generally,
unless it is funny otherwise, the clone replacement shows up pretty soon.

In"outlying" sectors (older, more run-down areas especially) or in seldom-travelled
areas (like underneath the food vats), clones might take a little longer to arrive. Maybe
the player has to sit out an encounter or short scene before the replacement arrives.

When the Troubleshooters are in enemy territory (like a hostile simplex or Outdoors),
clone replacement is usually by flybot or covert operations and can take hour- or
daycycles. Sometimes, the Computer will even assign two clones from the same family
(one played by the player, one by the gamemaster until the first dies) to such missions.
Things get confusing fast.

Comeaar
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WHERE DO REPLACEMENTS COME FROM?

Somereplacements aregrown straight from thevat and their memoriesare MemoMaxed
into them just as they are shipped out. These clones are usually indistinguishable from
their previous clone brothers, unless there was some problem with transfer.

However, other replacements have been around for yearcycles, working at the CBRC
a menial and very dull jobs, just waiting for their chance to "show their stuff” to the
Computer. Now, they will be enthusiastic replacementsfor their clonebrothers—but not

necessarily the same. Sothat's how | learned
habitat engineering.
GIMmME THAT SHEET! cescece

As the gamemaster, you should immediately take the gamemaster sheet of any
Troubleshooter who gets wasted. Then you can make any changes you want at your
leisure, before handing back the sheet, clone number marked down, to the player.

Stuff you can messaround withincludes everything on the sheet. Heck, you can change
theclone'snameif youwant. However, for easeof gameplay, werecommend only messing
around with one or two things at most. Here are some suggestions.

Skns

Check out the skills the character has. Would you like anything to be different? If so,
makeit so. The clonehas a 15 in laser weapons—no, no, no ... that part of the MemoMax
didn't take. He has a 15 in habitat engineering instead. Or maybe you decide to add four
ranksto the skill communist propaganda—the clones the replacement hung around with
at the CBRC were his comrades, al right.
. Asageneral rule, try not to take something away without giving somethingin return.

ATTRIBYTES

It is less likely that these will be changed, but they might be ... jumbled up. For
example, Bruise-R might suddenly find hisMoxie at 10, whilehis Strengthisa2. Wouldn't
that be strange?

If you do change an attribute (or attributes), you may want to change them back after
the following clone is eradicated.

Eoviomenr

While replacement clones can start with all the equipment they had before, some
things might get lost, destroyed, or "appropriated” when they go down. Remember, they The Computer always sends
aretill responsiblefor any equipment they areassigned—but the Computer islesslikely  you out with the correct type and
to be hard on them if they can prove it was destroyed with them (they did their bestto  amount of equipment. It'sjust,

protect it). sometimes, | feel like sending
Of course, the Computer might send repl acement clones out with new equipment. This more.

isagreat way to get adventureor scene-specific gear into an adventureafter it hasbegun, evsccocos

andyou can mess up an otherwise orderly group by sending areplacement cloneinwith

tew R& D stuff.

Beevrrry Clearance

Clones who die heroically might be brevetted up a level or two (temporarily —
permanent promotions come at the end of the adventure), while treasonous deceased
Troubleshooters can be demoted. It's up to you.

Receer Socrery
Most of the time, the clone's secret soci ety remainsthe same. However, you canroll for
new oneifyouwant— maybethisclonebrother or sster made somecontactsin CBRC.
Of course, the origina society will gtill expect its missions performed — it thinks the
character is still amember.

Murawr Powers

Mutant powers seldom change. However, the strain of replacement might cause a
character to forget he has amutant power or activate alatent one. And theré's no telling
wha CBRC is' sticking in their clone-growth vats ... maybe a new power roll would be
appropriate.
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PersonaLrry

The player should usually play the character the sasmeway, but the gamemaster might
request afew different traits—just for fun. Usually, the player will be more cautiousor
more crazy — depending on how he takes being closer to the end of his six-pack — o
asking for personality changesis alittle extreme.

CLONE MUMBER

Of course, you should cross of f the dead clone's number and circle the new one. Unless,
of course, there is a screw-up. Maybe clone #4 thinks he is clone #3 — or clone #5 ... or
maybe he actually is (someone el se screwed up).

/ 02 Comear
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In the Players' Section, we told them that some clones in Alpha Complex belong to
secret societies — secret organi zations that conspire to enact their own agendas within
the confines of Alpha Complex. In the beginning of the Gamemaster Section, wetold you
that everybody belongs to a secret society, whether they know it or not.

Y ou seg, citizens of Alpha Complex have no private lives. Their entire existence is
devoted toward serving the Computer and prolonging their inevitable execution for some
real or imagined treason as long as possible.

Butthey havean outlet. Inasociety where"Trust No One'" isthemost important credo,
small pockets of trust develop. Oh, sure, the trust between secret society membersisno
where near a sure thing — most would betray each other out of reflex, regardiess of
affiliation — but it is more than any other clone has for any other.

And the bonds are strengthening as the Computer gets more and more oppressive and
totalitarian.

The Computer, however, knows of the existence of secret societies— It may even think
that most citizens of Alpha Complex belong to one secret society or another (It certainly
doesnot suspect that all clonesbelongto secret societies). It has decreed that membership
in, or knowledge of, secret societies is treason, and uses Its Internal Security and
Troubleshooter agentsto stamp out this infestation whenever possible.

But It never quite goes al the way.

Perhaps the Computer realizes that most of the secret societies — or secret society
members — in Alpha Complex are fairly harmless. Sure, they may talk a good game in
their secret meeting places behind the food vats or in creches with temporarily-disabled
vidmonitors, but most never do anything. Perhapsthe Computer a sorealizesthat clones
need an outlet for their frustrations and secret societies are preferable to open rebellion.

Or maybe the Computer is biding Its time.

Remember that highly-placed agentsof asecret society may beof highclearancewithin
the Computer's organi zations aswell. If everyonein Alphais amember of asecret society,
then that means the High Programmers are, too. And they enter in Computer-programs
s0, while they do not control the Computer, they do have some input.

Thismight explainwhy the Computer is somewhat schizo— there are dozens of secret
societiesin Alpha Complex (not al arelisted here), and if they al have at least one High
Programmer (nobody knows how many HPs there are, but it's probably more than afew
dozen) inputting conflicting information, things can get pretty weird.

Seerer SocleTy GEI/ERAUZAT/OA/S’ AND
RYMORS

Rumors are thework of secret societies and are, therefore, treason. But here are some
rumorsthat many clones have heard about secret societies:

Secrer Socreries / 03



Paranoias The Fifth Edition 13, nmem i®ed demd Sum San®eag 2o 0 nmp 2, See® 0p Sony tang 310ty
ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY...

* The Computer discriminates between secret societies.

Some secret societies are pro-Computer, or at least not directly anti-Computer. While
it is treason to be a member of a secret society, the Computer has been rumored tobea
littlelesshard on members of secret societieslike the Assemblersand Pro Tech, andreally
I demand to know where you nasty to groups like PURGE and Death L eopards.

obtained all this treasonous e Some secr et societies have connections Outdoors.

information, Citizen Ed-I-TOR! Thereislife outside Alpha Complex, and some secret societies know it — though this

is very privileged information. Some secret societies may even have contacts or friends

Outdoors, and "boltholes* where they can hide from the Computer and Its minionswhen

things get too hot.

» Some secr et societieshavetheir own sectors—or " simplexes’ —within Alpha.
In these small sectors, the Computer's nodes have either been deactivated or repro-

grammed. Some "known" simplexesinclude Alpha State (where the Communi st Computer

i gngucrgfnggge providedit, reigns), the Dungeon (where clones with horrific mutations live), and others, even more
puter. bizarre. These smplexes might be only one section of corridor with only afew permanent
eocecee inhabitants, or they may be vast tracts of Alpha Complex with thousands of clones.

* Secret societies have their own hierarchies.

As does the Computer, the secret societies have ranks and titles for their members.
Most of them are somewhat outlandish, but they definitely designate who isin chargeof
what. Note: Computer clearance rank and secret society rank have no official correlation.

Oh. That's al right, then. » Secret societies often help their members.

seecvcee Secret societies will often get in touch with clones on missions that could affect the
status of the secret society — especially Troubleshooters, who have alot morefreedom of
action than most other clones. They will often provide materials, assistance, and advice
to these clones, in exchange for "secret society missions' that they need performed.

The above rumors are as true as you, the gamemaster, want them to be. Not all clones
have heard al rumors, and you should keep secret societies as secret asyou can. Players
should not be telling each other what secret society they belong to— often, Troubleshoot-
erswill turn each other into the Computer, even if they belong to the same secret society.
Thisisnot considered "betraying” the secret society, aslong asit does not keep that society
from performing its current mission. It'sjust Life in Alpha Complex.

THE ORIGIN OF SECRET SOCIETIES

Thetrueorigin of secret societies can be traced back to the days of the Old Reckoning,
when the Survivors built Alpha Complex in secret. However, the origin of the modern
secret society is different.

You see, the Computer knows how powerful a secret organization can grow if not
pruned every so often — that's how It came to be, after all. It did everything It could,
initially, to stop secret society development in Alpha Complex.

It kept them out for nearly ayear.

But then, aHigh Programmer (who will remain namel ess), saw the conspiratorial and
rebellious elements of Alpha Complex's popul ation begin to seethe and grow. No matter
how many times clones where refined and developed and controlled, the "negative" side
of human nature— independent thought, desire, and greed — kept creepingin. The High

| find this hard to believe. Programmer started the first secret society (some say it was the Assemblers, others
High Programmers are the most actually believe it was Death L eopards) as a"harmless outlet” for these characteristics,
loyal, respectable, diligent... why and began recruiting members.
areyou laughing? But then other High Programmers caught on. Thinking that the first HP was
XEXEEEE) brokering hisown power base, they began to start their own groups. Then somebody had
the bright ideato let the Computer in on the plan — maybe it was a tip-off, maybe it was
tampering with the Computer's basic functions. Either way, it ended up really messing
the Computer's priorities around. Where things had been totalitarian and orderly before,
contradictions began to develop. The Computer was the absolute dictator of Alpha
Complex, but It began to contradict Itself, rationalizing conflicts with the skill ofahuman
being. When the High Programmersrealized what they had done, they tried to shut down
parts of the Computer for repair, and It responded the only way It decided it could.

It obliterated them. Them, and much of Alpha Complex.

/ 0 4 SECRET SOC/ETIES
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Oh, thereare still shellsof corridors out there, populated by hideous mutations and
creatures from Outdoors, but the Computer did a marvellousjob of blowing the vat out
of anyone It thought was trying to shut It down. .

For awhile, it looked like the Computer Itself had crashed, but that was only another
rumor. The Computer came back, stronger than ever, and began Its eternal war on
Commies, traitors, mutants— many of whomwere caused by Itsinitial strike, morewho
were caused by Its now-confused clone bank programs — and, of course, secret society
members. Since that dark daycycle, the Computer has blamed secret societies for Its
problems, and the secret societies have responded in their own ways.

But the Computer learned Its lesson: It first attempts to infiltrate and learn about
secret societies. If It findsthe society harmless, [t will allow itto survive, only obliterating
the society's most radical or obvious members. If the Computer deems a society danger-
ous, Itwill do Itsbest tokill off al known members and anyone with information on that

society.
THE SECRET SOCIETY CATALOGYE

Thefollowingis alisting of many secret societies of Alpha Complex. It is by no means
an exhaustive list — and much of the information compiled here may be partially in error
or completely false. Some of the secret societies listed here may have already been wiped
out, and there are probably many more waiting in the wings.

THE SECRET SOCIETY NAME

Every secret society has a designation. Most were created by the first members, afew
were created by the Computer or by those who first encountered the secret society. Either
way, the designation has stuck, and that's what the society is known as. A few have
nicknames, which will be noted in the description. The name is also followed by the secret
society logo, which every clone in the society will know — most leave their logos lying
around after a particularly daring act against their foes (like a Death Leopard puttingan
electromagnet in PLC's menu files, causing the local Infrared cafeteria to serve radioac-
tive wasteto its customers and the nearest reactor to dump Bouncy Bubble Beverage onto
its control rods).

DESCRIPTION

This description sums up the basics of the secret society. It is definitely an outsider's
view — a member of the secret society would probably tell you something completely
different about his or her group ... if you could get the clone to talk about it at all.

BELIEFS
The basic tenets of the secret society, with motivations and a few characteristics.

HIERARCHY
A general summation of the society's rank structure, along with known designations
and perks.

AOVANCEMENT
How to acquire rank in the secret society.

BENNIES

Some secret societies give clones automati c benefits forjoining. Sometimes it isextra
training in skills, other times the bennies are more nebul ous. Any Troubleshooter who
joins a secret society gains these bennies immediately.

Sears
Because of the nature of the secret society, clones may acquire some negativesjust for
joining—whi chattachthemsel vesto Troubl eshootersimmediatel y upontheirjoiningthe

Secret society.

Secrer Socrerres
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FRIEVOS

Any dlies or buddies the secret society has. Usualy not as dependable as other
members of the secret society, clones can Hill call on favors and expect assistance from
secret society friends.

ENEMIES

Theantithesisof the secret society. It may beaphilosophical difference, orit mightjust
beacompetitionfor territory or resources—the secret society really doesn't get dongwith
these secret societies, who probably feel the same.

ANTI-MyTANT

Description: Anti-Mutants hate mutants, al forms of muta-
tion, and all causes of mutation (though they love the Computer,
who actually caused al mutations, becauseltistryingto stamp out
mutations Itself). The obvious irony of being an Anti-Mutant
member isthe self-disgust that probably goes along with it — most
Anti-Mutantsknow they havemutant powers, and blame othersfor
their plight. Their only nicknameis"A-M" — which they stateisa
"wakeup call for Alpha Complex."

Beliefs: Stamp out mutant powers. Kill mutants or, if possible, remove the cause for

their mutant powers. Mutants want to supplant normal dones in the favor of the
Computer and, though It resiststheir influence now, itisonly amatter of time. M utants

Pe

>
=

can bein your head, inyour heart, in your bathroom at any time! The only good mutant

is a dead mutant — preferably a dead, vaporized, and recycled mutant! They want to

control your mind! Registered mutants are the worst, because they have somehow This secret society is to blame
convinced the Computer that we should not execute them—wemust show the Computer for all the prejudice and hatred
they are dl traitors and wipe them out to the last... ugh ... clone. Alpha Complex has for mutants,

; . i ; ; registered or otherwise. Don't you
Hierarchy: Most Anti-Mutants are Sentinels, and they try to spy out any possible Urdlerstand?What we areisnt

mutant activity they canfind. Then, they informtheir Controllers, whowill dispach squads .

of Redeemer s to deal with the problem. Controllers and Redeemers are ranked dongside Oggl_aé"TtEE it's some sort of X-
esch other — a Controller-2 outranks a Redeemer-1, but Redeemer-2 is of the same rank. [ ]
There arerumored to be 10 ranks of Controllers and 9 ranks of Redeemers, though.

Advancement: Sentinelswho spot lots of mutant activity and report it promptly can
get promoted to Redeemer or Controller. Controllers are usually noncombat-oriented
clones with access to communications, while Redeemers are strike team members.
Promotion in the "officer” ranksis success-oriented. The greater the success, the greater
the promotion.

Bennnies: Anti-Mutant Sentinels, Controllers, and Redeemerswill assistjust about
any clone who can prove he or sheis acting against mutants in Alpha Complex — with
support personnel , weapons, and equipment as necessary. Thebigger the mutant threst,
the more useful the assistance. Bennies can aso include help in framing registered
mutants for treason after-the-fact.

Saps Anti-Mutant Troubleshooterswill ssdom usetheir mutant powersifthey can
helpit and, when they do, al difficulty numbersareincreased by +3, or dl difficulty levels
by one. In addition, an Anti-Mutant who evidences a mutant power and is caught by
another Anti-Mutant will either be targeted for execution or drummed out of the secret
society. A-Mswill aso go out of their way to give registered mutants ahard time, if not
shoot them outright and bear the consequences later.

Friends. Assembler of God
Enemies Psion

A Typical Anti-Mutant Conver sation:

Anti-Mutant: Excuse me, can you tel mewhat timeit is?

Citizen: (havingjust looked at his watch) Hmmn? Oh, yeah. It's about nooncycle.
A-M: You didn't look at your watch!

Citizen: Uh, right. | already knew —

A-M: Y ou knew?! Why, you must be amutant with strange, temporal powers!
Citizen: Huh?Ligten, | don't havetimefor —

A-M: Don't use your time powers on me! ZAPZAPZAPZAPZAP!

Secrer SoClETIES / 07
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B

ASSEMBLERS OF 600
Description: These clones are the most loyal, most devoted, .
happiest clonesin AlphaComplex. They do everythingthe Computer
says, and they fink on anyone who doesn't. They are probably the
largest secret society in the whole of Alpha Complex, and they make

no bones about being members. | ==
Itisfortunate for them that the Computer hardly counts them as 'j'l S mmserene: "' ]
asecret society. It seestheworship of Itsalf asrather perplexing (the |E0———— =

Computer demands service and obedience, what It gets are sermons
and obesciance), but not out of line.

Béliefs. "The Computer is My God, and | shall not want..." The Holy Database and
the Divine Diode make up the Holy Binary in this church. The Computer is to be obeyed,
worshiped, and served. The Computer only punishesthosewho have erred or arewicked,
or thosewho areweak and need guidance. All can come to the Computer and be accepted,
but those who don't do so immediately need alaser barrel up the snout.

Hierarchy: Most clones simply belong to a Congregation. They meet in secret and in
the open and worship the Computer — singing hymns of praise and listening to sermons
about how they are not worthy to solder the tiniest wires on the Computer's most
insignificant node structure.

There are leadersin the Congregations, and they are called Readers. They usually have
high data analysis skills, and they probe the Computer nets for guidance, and then pass
it on to the masses. Long-term Readers get called Elders eventually, and they are at the
top of the pyramid.

Advancement: Performing Computer missionsis good, and exposing anti-Computer
operatives is better. Disobeying or even arguing with the Computer is grounds for
demotion and penance (usually something dangerous and demeaning, like flossing the
teeth of adocbot's chainsaw), and there are lots of ways to lose favor with the Readers or
Elders. Advancement is very, very slow in amost al cases, though "more devout"
members of a Congregation will receive more benefits than others.

Bennies. The secret society is seldom persecuted, and receives support from many
other secret societies who are seeking Computer favor. Other than that, not alot.

Saps: Other secret societies ook on the Assemblers as, at best, "abunch of mindless
suck-ups out to lick the Computer's diodes and polish Its monitors with their tongues.”
Also, Assemblers receive a -2 modifier to all attempts at spurious logic against the
Computer or Its servants.

Friends. Pro Tech (usually)
Enemies: Communists, Death Leopards, PURGE, Seal Club

A Typical Assembler of God Conver sation:

Assembler: (Ashis Troubleshooter teamispinned down by enemyfire) Oh, Computer,
who art my God and savior... please do not forsake mein my time of need. And please see
fit to deliver us from the hand of Y our enemies —

Troubleshooter: Team Leader! | volunteer to rush out into Commie fire with
grenades strapped to my back in the hopes that the team can escape during my violent
and messy death!

Team Leader: What? Why?

Troubleshooter: (Indicating loudly praying Assembler) Because it'll get me away
from him

COMMUYNISTS

Description: Historical Communism went right out the near-
est hatch when the Computer came to power. Not much about it is
known— therewas a"Little Red Book," and Commieswereall for
things like "uniting the workers' and "sharing the wealth,” but,
beyond that, Alpha Complex Commies don't have alot to go on.

Unlike other secret societies, however, the Communistsdo have
a party structure. They have organized themselves into "Prole-
tariat Cells" and they have regular meetings to discuss the "plight
of the workers" and notjust as an excuse to go out and bitch about
the Computer or whatever is stuck in their craw this weekcycle.

Secrer SocleTrEs
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Perhaps this organization iswhy the Computer is so hard on Commies: they actually
pose athreat to Its power. As aresult, more clonesjoin the Commies every daycycle, and
more clones are executed for being found out as Commiesthan dl theother secret societies

. combined.

.Bdliefs: TheComputer isatotalitarian oppressor of theworkers! Theworkersof Alpha Do not be deceived! The
Complex should unite and throw off the shackles of the oppressor! The Computer's Commiesjust want to oppress
totalitarian capitalism is an opiate of the masses, and must be exposed for the virulent you with their doctrine instead of

plaguetothehuman spiritthatitisl Someone should explainwhat al thisdogmaactually the Computer's! The only way to
means! be free is to do everything | say!

Hierarchy: Commies in cells are Workers. They think of al other clones in Alpha  *®*****
Complex as Workers, too, but they do distinguish between the "informed" and the
"uninformed.” They aso believe that some clones are not just brainwashed by the
Computer, but are fascist totalitarian capitaists as well.
Every group of Workers is led by a Cell Organizer. He is usually the most devoted
Commie (the one with the highest ranks in the communist propaganda skill), but
sometimes he is the best fast talker or con artist. Cell Organizers report to Bureau
Members who, supposedly, report to a Bureau Chief and then the Cabinet Members.
Finally, there is supposed to be a Kremlink, who is the link between Alpha Complex
Commies and the Alpha State Communist Computer.

Advancement: It is very hard to advance in a Commie Cell. Most Workers stay
Workersfor life, unlessthey learn as much as they can about communist propaganda and
are able to perform glorious missions in the name of the society. Unfortunately, Cell
Organizers are on the lookout for ambitious Commies, and will often move to get them
transferred or eliminated before they get too "uppity.” Thisgoes al theway up theladder,
with the Kremlink usually being the most vicious bastard in the Party, making sure
nobody climbs to his leve.

Bennies: All Commies gain one rank in communist propaganda. They aso know
people who know people who know how to get to Alpha State in an emergency.

Saps All Commies gain one rank in communist propaganda. They aso know people
who know people who know how to get to Alpha State in an emergency. Since this
knowledge is the ultimate in treason, thisis not always a good thing.

Friends. None
Enemies Everyone

A Typical Communigt Conversation:

Citizen: Excuse me, Citizen, are you cleared to be in this sector?

Comunigt: Da... | mean, "Yes" | am.

Citizen: Let me seeyour papers. (As he looks, another Commie, in full-dressregalia
—fuzzy hat and moustache — sneaks up behind him with a bludgeon. But, just as the
Commie goes to swing, his fuzzy hat falls down over his eyes and he misses wildly,
overbalancing himselfand falling over a nearby catwalk railing). Hey, these authoriza-
tion forms are blank!

Communist: Da... | mean, Ov course dey are, Comra— er, Citizen. | haf not gotten
dem signed yet.

Citizen: Well, get them signed and come back!

Communist: (Shuffles off, distraught)

Gamemaster: Congratulations, Comrade, you gain one rank in communist propa-
ganda!

Citizen (Player): Huh?

COMPUTER PHREAKS

Decription: Most Computer Phreaks don't get out much. They
have the extraordinary ability to live for days in front of a computer
screen, typing in cryptic codes and chuckling to themselves over Algee
Chipsand B*". They seldom meet face to face — and seldom talk when
they do — but they always have plenty to say "online."

Bdliefs. Play techno, live techno, break techno. Fun, chummo, fun.
Hack-n-glash, crash, baby, crash. Break surveillance an' check out that
HP's live-creche. Woo! Isthat a new processor? Hothothot! Live the electric transtube,
dance the digital dream!

Secrer Socreries / 09
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Hierarchy: Everyone outside the "club” is a Zoner or aFlatline. Inside, everyoneisa
Hacker. There are different levels of Hacker, though — usually online designations that
take on their own flare. Every Hacker knows the significance of every other Hacker's
filename, but no one outside the Computer Phreaks has a clue as to what they are talking
about. Hacker numeric designations ("Hacker-1, Hacker-2," etc.) will have to do.

Advancement: The more creative hacking, the better. Breaking into a High
Programmer's secure files and reading his abstract poetry collection isjust as good as
breaking into any other Ultraviolet-clearance file and downloading information. Very
seldom do Computer Phreaks have apurposeto their hacking, though they will oftenwork
with other secret societies (for an exchange of junk food or spare parts for computers,
usually) and then accomplishing "the hack” is the best thing.

Bennies. Computer Phreaks automatically gain +1 to data search and data analysis
upon entering the secret society. Any Computer Phreak who makes it to "Hacker-Five"
(or the equivalent — again, Computer Phreaks go by nhame recognition) gainsarank in
computer programming.

Saps Hackers are sdldom very good at interacting with the real world. They are
usually quietand uneasy aroundreal people—they takea-1toall fast talk, con, and other
"people skills." These negatives do not apply if the Computer Phreak can communicate
electronically instead.

Friends: Pro Tech

Enemies: Assemblersof God

A Typical Computer Phreak Conver sation:

Computer Phreak: (typing to net connection) ... So then | hacked into the Menu
program and it asked me for a password, so | dumped a random batch file on it and
sidestepped the watchdog program and then | —

Citizen: (Seppinginto room) Hey, Hack-R—we're all going down to seethelive Teela
O'Malley show. Wanna go?

Computer Phreak: (Sops typing, mumbles something inaudible)

Citizen: Fine. Bethat way (Leaves.)

Computer Phreak: (Resumes typing) — Ducked through the ice like it wasn't even
there ... clone-o-clone, you shouldaseen me, | wasn't afraid of nothing! | —

CORPORE METALLICA

Decription: Mostly, thissociety is made up of cloneswho seem to
want to be bots— or cyborgs, or cloneswearing bot parts and painting
their skin silver. They believe (below) that clones (all organics, infact)
are obsolete, and that the sooner bots run the world, the better.

But they have a difference of opinion as to how soon that takeover

should be. Some are of the opinion that it needs to be done now. They ~@

should do everythingthey canto hastenthe process—includingkilling
off large numbers of clones and creating self-aware bots (some of who /
are actually members of Corpore Metallica themselves).

Other clones (the majority) simply believe that bots are ahigher form of life that clones
will evolveinto. Thereweren't botsafew hundredyearsago, right? Now there are— and
there are more every daycycle. It must be evolution.

(This theory makes a lot more sense when you realize that both clones and bots are
created by the Computer in disturbingly similar ways — at least to the clone way of
thinking.) :

Beliefs: Most of these are outlined above. Many Corpore Metallicas believethat Alpha
Complex isthe rightful home of bots and the Computer, and that humans should return
to Outdoors. Othersthink that, since bots have served humansfor solong, itisonly right
that roles should be reversed. All Corpore Metallicas believe that they should try to act
and look as much like bots as humanly possible.

Hierarchy: Thereisno hierarchy in Corpore M etallica (unless one can becomeabot),
but clones who make every effort to "liberate” bots from servitude, to serve bots, and to
act like bots themselves are looked on with quite a bit of favor.

Advancement: Again, no hierarchy, no advancement. However, some members
become more privileged as they progress toward "bothood."

SECRET SOCIETIES
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Bennies: All Corpore Metallica members gain +1 to any one robot ops and mainte-
nance skill of the gamemaster's choice. In addition, when GMs interact with bots, they
gan +1 to spurious logic attempts because of their "unique understanding of the bot
condition.”

Saps Corpore Metallica members are not too good at hiding their affiliations. They
will always treat bots with the utmost respect (often prostrating themselves before
vendorbots and praying for "alms"), and they will try to wear as much metal and silver
paint asthey can get ahold of. Fortunately, the Computer thinks of this secret society as
relatively harmless, so It often overlooks most of these mannerisms.

Friends Pro Tech
Enemies PURGE, Frankenstein Destroyers

A Typical Corpore M etallica Conversation:

CorporeMetallica: Now, now, holdstill... thiswill only hurt for asecond, flesh-bag.

Citizen: Wait! What are you doing?! :

CorporeMetallica: (Holds up cybernetic armand leg) I'm helping you advance on the
next step toward evolution, mest-boy.

Citizen: But | don't want cybernetic attachments! Put that chainsaw down!

Corpore Metallica: Sgh. They always resist at first ... BZZ7272777777-GUNK-
GUNG-A-GUNK!

Oeary LEoParRo

Description: Death Leopards are the secret society closest to
terrorists/gangs in Alpha Complex. They revel in destruction, loud
music, and excess at all things. Death Leopard-inspired chaos is
generally mindless, but canbe subtleinthe extreme. Thelengthsto
which aDeath Leopard will go to cause significant destruction puts
them on par with secret societies like the Computer Phreaks at ﬂ
times.

Beliefs: Wreck things! Destroy! Break Computer property and thumb your nose at
authority! Do anything that seemsfun, and forget about the consequences.

Don't play the game. Other secret societies arewussi es, because they hidebehind their
secret handshakes and covert signs. Comeright out and scream, "I am aDesath Leopard!”
asyou toss atacnuke grenade into the Indigo priwy. Y our idea of organization is getting
everyone in BAK sector to flush their toilets at once.

Hierarchy: Even though Death L eopards have a complete lack of respect for outside
authority, they have avery strict hierarchy.

Most Degth L eopards are Ganger s. Within a Gang structure, thereisthel ookout, the
Soldier, the Banger, and the Leader. Lookouts are generally newbees or "timid" Death
Leopards (they're learning), while Soldiers are warriors, Bangers are lieutenant com-
manders, and Leaders are, well, Leaders. Other .names for these types are Worm, Real
Person, Lieutenant and Head Honcho.

After a Death Leopard has distinguished himsdf in "The Destruction,” he might be
promotedto a Terror Squad. There arefour ranks here aswell: Bomber (Hero), Detonator
(Superhero), Terrorist (Superstar), and Blaster (Ultimate Beast). As their names might
indicate, most of these Death L eopards operate on their own or with the hel p of dupes or
Gangers.

There aretwo "ultimate" |eaders of the Death L eopards: the Grand Beast and the Gang
Banger. The Grand Beast is in charge of the upper echelon of Degth Leopards, but the
Gang Banger is in charge of the more numerous, lower Gangers.

It is from these two that important missions come down. However, many missions
originate at the Head Honcho or Ultimate Beast levels — and, since most player
characterswill belower onthetotem pole, they havenoway of knowingwhether amission
comes from "on high," or from some minor leader's whim.

Advancement: Accomplishing missions with flair and ease is a good way to get
promoted. Deeth L eopards promote through the ranksredlly fast, mainly because of the
way they operate. At Ganger level, it is okay to do destruction in secret ways— sneaking
into abriefing room and putting an exploding whoopee cushion on dl the seats might be
an example. However, at higher levels (Hero and up), advancement only comes through
missions and acts of random violence that risk Computer discovery and elimination.

SECRET SOCIETIES

A friend of mine said she ran
into a bunch of these guys in the
Dungeon once, but they were
waving swords and riding
petbots. She threw atacnuke
grenade at them.
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| thought you said these guys
weren't organized.
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Haven't you heard of
organized crime?
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Often, clones who go balls-to-the-wall and get killed performing wanton destruction end
up getting promoted or honored by the Death Leopards.

Bennies. Death Leopards gain +1 to the use of any skills that directly promote
destruction or violence. Also, when a Death Leopard makes it to Lieutenant or higher
levds, he hasvery little trouble getting equi pment — such as expl osives or weapons—
funneled to him on aregular basis.

Saps: They receive -1 to the use of any skillsthat involve thinking or planning. Also,
a higher levels, they can be demoted for not performing enough acts of random violence
and destruction. DLswho grow complacent often becomethe target of other DLswhowant
to move up the ladder.

Friends PURGE, anyone who wants random violence at any particular time
Enemies: Assemblersof God

A Typical Death L eopard Conversation:

Death L eopard: Excuseme, Citizen, may | borrow the keysto that transtubevehicle?

Citizen: Areyou nuts? Thisisanintersector transtube! There are hundreds of clones
onthistrain!

Death Leopard: ... not to mention the demolitions and explosives headed toward
DED sector Armed Forces.

Citizen: That'sright! So, if you'll — hey, how did you know about —

Death Leopard: (Sticking a grenade in the driver's mouth and pulling thepin) Y ou
gotta ask youself, is this alive grenade, or a dud? Do you feel lucky, punk?

Citizen: BOOOM!

Death Leopard: | guess not. (Grabs keys and starts engine) All aboard! (Accelerates
transtube into red-level danger zone)

FRONKENSTEIN DESTROYVERS

Dexcription: Each Frankenstein Destroyer is devoted toward kill-
ing "al humanity's immortal enemy" — the bot population of Alpha A it A
Complex. They have secret hand gestures and code words, but the most
marked sign of a Frankenstein Destroyer is watching him kick the
living (unliving?) crap out of avendorbot that stole his plasticred.

Bedliefs: Bots and mechanicals are evil. They make us soft, and they
manipulate us. They might be controlling our minds, and they are
probably poisoning us. They give off radiation, and they go berserk for no other reason
than a swift kick to the gears. They need to learn their place — and that place is the
garbageheap. Note: Opinonsvary onwhether the Computer isamong those mechanicals
that need to be destroyed.

Hierarchy: Each member of the FDs has a superior, noted by a letter, to whom he
reports. PDA reportsto FDB, and FDB reportsto FDC. There are considerably more PDAs
than FDBs, and the highest rank (the president of all Frankenstein Destroyers), islevel R.

Advancement: Destroying botsis good, but they get repaired and rebuilt. Destroying
bot factories, power recyclers, and those who build and use bots is even better.

Bennies. FDs are almost always able to contact other members of the society for help
in destroying bots. They don't care about much else. Characterswho advance ranks gain
+1 to any robot ops and maintenance skill they wish (+1 per rank advanced), but they will
seldom use these skill ranks for anything but sabotage.

Saps. Frankenstein Destroyerswill never willingly do anything in cooperation with
or to help abot. The best repairjob you could get one to do is atemporary fix with anasty
virus attached. FDs aso seem to stand out among clones — bots can almost aways
recognize them, and try to reciprocate the clones dislike.

Friends PURGE
Enemies. Corpore Metalica, Pro Tech, Assemblers of God

A Typical Frankenstein Destroyer Conver sation:

Frankenstein Destroyer: Just a sec, guys, | want to get a can of B%. (Puts coinin
vendorbot slot)

Bot: Hi! I'm thelatestin vendorbot technology — the V endoBot 6000. How may | serve
you?

/ / 2 SECRET SOCIETIES
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FD: Oh, God, not ancther oneofthese. Just shut up and givememy vat-suckingdrink.

Bot: Why, Citizen! 11l have you know all my Bouncy Bubble Beverages are wholeful
and healthsum ... | mean—

FD: (Kicking hot) Shut up! Just give me my drink!
OW'BOt Ow! Alert! Alert! VendoBot 6000 under attack in sector BBB, quad four! Alert!
I FD:_Shll;t up! Here, maybe thiswill makeyou shut up! (Shoots hot several timeswith
aser pisto

Bot: Oh! Yougot me... I'mgasp headingfor thelast stock-up ... (Lightsgoout; canrolls
out of its dispenser)

FD: Findly! (Grabs can, which explodes) BOOM! FZz77!

Bot: (Lights come back on) Heh, heh —just alittle something | picked up in paint-
mixer school, flesh-boy ...

FREE ENTERPRISE
Description: A very diverse secret society, Free Enterpriseis a

cross between a big corporation, the Mafia, a bunch of independent
operators, and a collection of used-hot salesman. They can get
anything for you atjust about any time ... for aprice. If they can't get

it, they know somebody who can get it. If they don't know somebody,
they'll find somebody. If they can't — well, you get the picture.

Free Enterprise makes most of its cash on the black (excuse me, "Infrared") market.
The IR market will buy anything— uselesstrinkets, foodstuffs, andjunk — that it can.
Thereasonfor thisisbecause most | nfraredshave solittle cash (plasticreds) that they go
wild when they get any.

Most of thetime, Free Enterpriseistolerated by the Computer becauseit placates the
massesandisn'treally treason— eventhough clonescan't, technically, own anything, the
Computer does allow them to "hold onto" plasticreds and trinkets.

However, Free Enterprise doesn't stop there, and neither does the Infrared market.
FreeEnt sallsand buys, buys and sdllsanything it can get itshands on—weapons, armor,
equipment, vehicles, bots— it doesn't matter. Ifthereisaneedfor it, FreeEntwill getit.

Of course, FreeEnt val ues plasticreds, but money aloneis often not enough to purchase
really useful items. More often than not, FreeEnt will demand goodsfor goods, or services
for goods. And they have people who make certain your debts are paid ...

Beliefs: Capitalismfor everybody! The Computer wantsusto buy, sell, andtrade. Get
some Bullbots on the market and Bare it al to the stockings! Buy low, sdl high!

Never give a sucker an even break.

Buyer beware.

Everything shouldbelegal that promotestrade. Nothing should ever begiven away for
nothing. Find a market, fill it — where there isn't a market, create one.

Hierarchy: The dreet-level Free Enterprise members are caled Crazy Eddies,
because they'll sell anything they can get for just about anything you've got.

Dealers distribute to Crazy Eddies and sdl to higher-level clones on the IR market.
They have access to more stuff and are generally sneakier about their deals. Dedlers are
on par with Collectors (or Buyers) whose sole responsibility isto get goods for Dealers and
Crazy Eddiesto sdl).

Distributors are the middiemen. They have a throttle-hold on the Dedlers, Crazy
Eddies, and Collectors— ifthey decide aparticular good or serviceisin demand, itis, and
itisthe sallers responsibility to takeit and pushit. 1f they think something'sworthless,
you can't get it no matter how many clones are screaming for it.

Execs are usually sdllers or distributors who have become so fabulously wealthy that
they don't have to do any work anymore. They have their own little groups of Dealers,
Crazy Eddies, and Distributors who dl pass plasticreds up the pyramid to them, in
exchange for the Exec's protection (from outsiders and from other FreeEnt groups) and
leadership.

Advancement: Making money and accumulatingwealth isthe best way to get up the
food chain of FreeEnt, but blackmail and extortion are better. Quite often, good wheelers
and dealers are kept down because they're good at what they do, and those who know how
to "play the game" are bumped up.

Bennies: Stuff and more stuff. Even the most insignificant Crazy Eddie can get access
to FreeEnt's material s— but always at a price. The more prominent a FreeEnt member

Seocrer SOCIETIES

| had a clone in my platoon
like this. He could scavenge
anything, anywhere, anytime.

What happend to him?
o0 00000

He forged papers authorizing
delivery of atac-nuke missile.
Unfortunately, PLC delivered it
airmail.
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becomes, the lower the priceis. Also, uponjoining FreeEnt, characters gain +1 to their
persuasion skill values.

Saps: FreeEnt characters arefrequently dimy andinterested only in turning aprofit.
They often turn ablind eye to danger or obvious traps when wealth is waved in front of
them. They dsohavetowatchoutfor trapsfromwithintheir own secret society, especialy
if they are successful at what they do.

Friends They'll sl to anyone, but they get along best with those who pay well. They
get aong especialy well with the Paliticlones.

Enemies. Communists (though they'll sdll to them, too)

A Typical Free Enterprise Conversation:

FreeEnt: And now, this one time offer — Lemme tell you, it won't last long! This one-
of-akinditemis ... oh, you'l buy it?All right, 100 plasticreds. Thank you. (Pullsidentical
item out ofbag) All right! They're sdlin' like hotcakes! What will you offer for thisrare,
collector'sitem, first edition, foil-stamped, never duplicated, poly-bagged ... urn, thingy?

leymmmvarr

Description: Aretheremany Illuminati, or arethereafew? Do they a 99 2
have an ultimate god, or are they as directionless as they are mysteri- ’
ous? Are they the ones responsible for the color of that MeatLyke <
FoodStuf substitute | had for lunch today?

The answer to the question is the question to the answer ... is.
—A Clone claiming high rank in the Illuminati

In al likelihood, there are thousands of Illuminati in Alpha Complex, but only a
handful of them have any ideawhat is going on in the secret society. The scary thingis,
that select handful probably knows what's going on everywhere.

IHluminati perform strange and bizarre missions that even their senior members seem
not to understand. "Fill the round bucket," or "Put the Fizz-Whiz in the cup" might bea
mission, or "Kill the High Programmer" could bejust as likely.

IHluminati members seldom try to figure out what'sreally going on. Thosethat do are
rumored to go insane, be eliminated, or get promoted.

Bdiefs Yeah, right. Wehave noidea. It has something to do with gaining knowledge
because knowledge is power, but, beyond that, it gets pretty fuzzy.

Hierarchy: Might as well try to figure out which FruitLip Golden cereal flake came
from which food vat dispenser by looking at it. My theory is, any Illuminati who acts like
he knowswhat's going on, doesn't, but can usually BS other members of the society into
doing what he wants.

Advancement: It probably has something to do with completing missions and
providing information. However, it would bejust like the [lluminati to award high rank
to those who defy their orders and go out on their own to discover what's going on. Of
course, they might also drop a 16 ton safe on your head for doing that as well.

Bennies: The llluminati scare other secret societies — especially really direct ones
like PURGE or Death L eopards. They get awideberth from other cloneswho suspect their
affiliation, and often get "overlooked" when punishment duties are handed out.

Saps: Clonestend to "crack™ from the pressure of being around an [1luminati for too
long, so hideyour membership. They'll eventually decidethewaiting istoo much for them
and off you, your clone family, and anyone in the immediate vicinity.

Friends. None known

~ This soundslike aconversa- Enemies None known
tion with the Computer. A Typical Illuminati Conver sation:
¢so0s000 [Hluminati: Citizen. You wishtojoin the Illuminati.

Initiate: Yes, oh great Illuminator. | wish to know the answers to all things.

IHluminati: Theanswer to all thingsisin the pam of your hand, the part of your hair,
and the fold of your robe. You must search for it and never find it, or you will never
understand. Theway to ignorance isthrough understanding.

Initiate: Huh?

Illuminati: Correct. Y ou have passed.

Watch it, Citizen ...
20000 00O
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mysrres

Description: The Mystics probably got together accidentally
after a Computer-authorized chemical experiment led several clones
to find they really enjoyed blowing their minds out on HappyTyme
FunPills. Ever since, the Mystics have contemplated existence, non-
existence, existentialism, and exit signswith equal fervor. Most of the
time, they try to avoid doing anything physical (except screwing off
safety-seals on really highly-concentrated drugs).

Bdiefs Preferred Belief: Theway to true consciousnessisthrough the seeking of the
Inner Light. One must cast off the physical world to seek beyond the Vel of Appearances,
the Manacofthe Earth. lllusions andredlity are one and the same— Commies, mutants,
traitors, the Computer — it's al part of the same trip, man.

More Accurate Bdlief: If we do enough Happy Tyme FunPills and SpaceOut PopTops,
welll really see funky colors.

Hierarchy: Whoa. Authority. No way, man. O'course, whoever's got the coolest
chemicals is boss.

Advancement: Gettin' cool chem makesyou cool... burnin' out makes you aveggie.

Bennies: All the pillsyou can eat, anytime. The ability to not care about anything at
any time, or to get really excited about stuff that doesn't matter.

Saps. All the pillsyou can eat, anytime. The ability to not care about anything at any
time, or to get really excited about stuff that doesn't matter. Y ep, it's another one of those.

Friends Romantics, [lluminati (or so the Mystics say)
Enemies: Death Leopards beat us up, man.

A Typical Mystic Conversation:

Mystic 1. Like, wow, man ... look at dl the funky colors!

Mystic 20 (Shoving a whole bottle of pillsin his nose) Dat's right, manbuh! Fun-key!

Medic: What areyou guys doing? Those are experimental hallucinogens! They'll kill
youl!

Mystic 1 (Giggles) Now he tells usl Wanna hit?

Mystic 2: Gurgle. Ack! (Thump)

Mystic 1. Bummer, man. Ack!

POLITICLONES

Description: Politiclones are usudly flashy-looking clones
with a high regard for persona hygiene and appearance.
Politicloneswho havelow Chutzpah or Moxie attributes are not
likely to be more than "Supporters' (see "Hierarchy," below).

Most of the time, Politiclones are smiling, friendly, and
outgoing. They talk and talk and talk and talk without saying
much of anything. Ifthey arein positions of responsibility, they
tendto"delegate” their responsibilitieswithout giving up any of
their authority.

However, every few weekcycles, Politiclones go through a startling transformation.
They become snarling and aggressive, and they start "pointing the finger" at anyone or
anything they "bdieve' to be againgt them ... though they will always say that clone or
thing is "against the good of Alpha Complex." The higher up the Pdliticlone is in the
hierarchy, the higher histargets— and, yes, many Politicloneswill point thefinger at the
Computer (which accounts for the periodic vacuum of leadership this Secret Society
experiences).

Bdiefs: Makethe systemwork for you. Exploit those who do not recognize the system
forwhat it isby pretendftig to help themin dl concerns. Try not to get caughtin alie—
orintelling the wrong truth— and, above all, be popular.

Hierarchy: The lowest level Politiclones are Supporters. They help higher leve
Politiclones to advance in power. They are remarkably loya and will seldom betray a
higher leve Politiclone unless it seems that leader is on his or her way out. There are
several levels of Supporters with many different, sometimes confusing, titles. For
bookkeeping purposes, the ranks " Supporter 1' through " Supporter 10" can be used.

Sector Leaders are middle-management in the Politiclones. Usually, there are about 100
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supporters for every Sector Leader. Sector Leaders are usually in charge of a particular
sector of Alpha Complex, though the S does not haveto livein or be from that sector. The
done should vidt that sector at least once every few weekcycles, however — especidly
during the finger-pointing period — to keep his or her popularity with the masses up.

Big Bosses are in charge of the Sector Leaders, and they are the most vocal of the
Politiclones. They can get just about any other member of the Secret Society to dojust
about anything they want, just by asking ... or eveninsinuating. The Big Bosses pretend
to be friendly to each other, as well, until the finger-pointing period rolls around.

Advancement: Supporterscanvolunteer for and accomplish missionsfor their Sector
Leaders. Sector Leaderscanrecruit new Supportersand perform missionsfor Big Bosses.
Big Bosses can attract new Supporters, promote Sector Leaders, eliminate other Big
Bosses and take on the Computer or "the system” (and survive) to advancein power and
popularity.

Bennies: All Paliticlones gain +1 rank in fast talk and bootlicking when they join the
secret society. Supporters who advance will often receive extra training in these skills
(i.e., they might receive an extratraining roll at the end of an adventure in addition to
what they receive normally) as a reward.

When aclone becomes a Sector L eader, he automatically gains some Supporterswho
will follow him loyally and perform even life-threatening missions at his request. He also
automatically gains a +1 to hisfast talk and motivation skills.

If aclonebecomesaBigBoss, hegains +1 to hisoratory, motivation, fast talk, con, and
bribery skills.

Slaps: Politiclones have such an aversion to telling the truth that many other clones
will senseit. So, whenever the gamemaster thinks it appropriate, force the Politiclone to
make afast talk or con rall to convince alistener that he istelling the truth, even when
he obvioudly is.

Also, the higher up in the organization the Politiclone gets, the more vocal heis. The
Politiclone should beloud and vocd in dl hisbeliefs, and should denigrate others stances
or opinions whenever possible— especiadly if it gains him popularity in whatever group
heisin. High leve Politiclones die most often from not keeping their mouths shut about
the Compuiter.

Friends. Free Enterprise (and anyone else they can chum up to)
Enemies. None (though Death L eopards aren't too popular)

A Typical Politiclone Conver sation:

Politiclone: (Smiling) Friend! Have | ever told you how the service group HPD&MC
is the root of dl evil because it is controlling and corrupting your mind?

Citizen: Hey! I'm aworker in HPD& MC and | resent that accusation!

Paliticlone: (Smiling even wider) Of course you do! That's why | asked! (Putsarm
around clone's shoulder) HPD&MC is aways blamed for corrupting and controlling
innocent clones minds, whenitisreally PLC that isthe evil conniver in Alpha Complex
— and they are always slandering you poor, hard-working clones in HPD&MC!

Citizen: That'sright! Gee, | never thought of it that way before!

PrO TecH

Description: A collection of individual s working together to pro-
mote the use and availability of technology in Alpha Complex, Pro
Tech is composed of scientists and experiment-testers. Pro Tech
penetratesvital Computer fileson aregular basis (sometimeswith the
help of Computer Phreaks) and downloads technical information
which it then uses in its own version of R&D and sells to Free
Enterprise or anyone they think will promote the use of technology.

Beliefs: Techiesbelievein the development and sharing of new technology. They will
share their secrets with anyone, providing that anyone has something that will promote
the use of technology in return. Ignorance of technology is unforgivable, and those who
do not usethebest technol ogy avail able aremaliciousidiots. Robots and machinesareour
servants and our alies and should be treated with appropriate respect.

Hierarchy: While Pro Tech has no officia hierarchy, members who do more toward
promoting research, design, and experimentation are considered to be of "higher rank™
thanthosewho doless.

/ / 6 SECRET SOCIETIES
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There are, however, two "branches’ of Pro Tech. Techies usudly refers to the whole
society, but can alsorefer to the scientistswho devel op the new technology. Harvesters are
thosewho go out and find new informati on and who test new equi pment—these members
areactually inthemgjority, but they haveahigher mortality ratebecauseof their exposed
roles.

Advancement: Inthe eyesof Pro Tech, getting new technological informationintothe
hands of Pro Tech, and getting new secret society developments into the hands of the
massesisthe best way to advance. When clones show that they arereally devotedto this,
they gain more bennies and more prestige.

Bennies. Techies gain +1 to any technology-related kill (gamemaster choice) upon
entering the society. In addition, most Techies are given access to experimental or even
developed equipment as the society sees fit. Just about anyone can volunteer to test
equipment, but developed materias only go to those who areredlly going to useit in the
society's good.

Saps. Pro Tech characters who do not have high technological skills often end up
testing dangerous equipment. They also tend to volunteer for R& D stuff, and they have
atendency to "gppropriate’ equipment from missions with a high degree of regularity.

Friends. Corpore Metallica
Enemies. Frankenstein Destroyers, PURGE

A Typical Pro Tech Conversation:

Techie: Here. Strap thison.

Harvester: Okay. Got it. What do these buttons do?

Techie Wait a minutecycle, let me check the manual ... (flips through book)

Harvester: You're holding up progress!

Techie: Just aminutecycle!

Harvester: Bah! (Presses button) BOOM!

Techie ... Wdll, that was the exothermic launch control. Hmmn. | wonder if hell
figure out the landing controls ...

Nope.

Psion

Description: This society isvery individualistic. Members do
not normally congregate, except during specia secret society
missions, and, indeed, they rarely even contact each other. Prob-
ably, thisisbecausethe society isdoubly treasonous— it promotes
the use and development of mutant powers as well as hidi ng its
existence from the Computer.

Communication from the lower echeons of the society to the
higher ranks is generally done through telepathy. If a character P
does not have the telepathy skill, he generdly has to wait for someone to contact him.

Messages are sent frequently from tel epaths to non-tel epaths—partly because they liketo
keep the paths of communication open, but mainly because the telepathslike to show off.

Beliefs. Power can only be obtained through use of Power! Expand the mutant Now here's a secret society |
population! Stretch your mutant powers to the limit! Make contact with the inner  can sink my mandibles into!
strength! Expose yourself to radiation whenever possblel XXX

Pson members are the next wave of evolution, and they work to hasten themselves,
and everyone else, along theroad of mutation. M utant powers are asign of strength, and
strong powers are asign of superiority. Characterswith morethan one mutant power are
enlightened and should be revered.

ThePsionic Age of Clonekind cannot comewithout great suffering and sacrifice—welll
suffer, but thelower orders of Clonekind will sacrifice. Thosewith psionic powersarerare,
and must be protected. All others can be sacrificed in the pursuit of power. Menta powers
are the pure power — dl other abilities are mere reflections of the true power.

Hierarchy: Psonleadershipisdetermined by power and ability. Cloneswith powers
that interact with the mind (telepathy, mind probe, etc.) are considered superior to those -
with less mind-specific powers (pyrokinesis, telekinesis, etc.). Cloneswith higher Power
attributes are then higher up than dones with lower Power attributes.

Itispossible for Psion clones to have more than one mutant power (see below). Those
withtwo powers are automatically better than thosewith only one, aslong as at |east one
of their two powersis "of the mind."

SEecrer Soclerres / / 7
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Seniority does count for something aswell. A clonewho has beenin Psion for alonger
period of time usually picks up some extra Power along the way (see below) and is also
generally morecreativein usingit. So, abeginning character with ahigh Power attribute
and a mind-related power is not going to jump into leadership right away.

Advancement: Coming up with new and excitingways to use mutant powersisagood
way to get advancement. Gaining a secondary (or tertiary) mutation helps aswell. More
Power is always good ("More Power!" is the cry of many Psions).

Bennies Uponjoining Psion, clonesareimmediately treated with special chemicalsand
exposedtoradiation. Havetheplayer roll onthefollowingtableto determinewhat happens:

:\> Psion Enlistment Table

1d10+
Power
Attribute Result
4 (orless) Clonedies. Sosorry.
57 Clone gains secondary mutation;
roll on Mutant Power Table again for second mutation
811 Clone gains +1 to Power attribute _
12-16 Clone gains +1 to Power attribute and secondary mutation

but player can roll twice and pick better of two mutations

17+ Clone gains +1 to Power attribute and secondary mutation,

When a clone gains a secondary mutation, he
must divide his Power attributeinto two parts—
one part governs his old mutation, the other his
new mutation (neither can be less than 1). This
division ispermanent, unless the character gains
a new mutation. When a clone gains +1 to his
Power, he gains a +1 to both Power scores.

Psion clones who advance in rank because of
mission success may gaintheability toroll onthis
table again, receiving more adds to their Power
attribute and/or more mutant powers. Every time
a new mutation is developed, the Psion must
divide his Power attribute amongst his current

L

mutations. So, as Psions advance, their muta-
tions become more and more prevalent, and more and more unpredictable.

Slaps. Psion clones gain more and more disdain for the Computer's restrictions on
mutant powers as they gain power themselves. They should try to use their mutant
powers as often asthey can, especialy when they have more than one power. By theway,
if a clone shows evidence of a second mutant power, the Computer will automatically
execute it (or dissect it), even if the clone is a registered mutant.

Also, clones who gain more than one mutation usually start to take on physica
characterigtics, that are unusual among clones. The growth of atail, horns, or an extra
limb are not uncommon. At first, the disfigurement should be easy to hide, but it should
get more difficult as time goes by. Eventually, clones have no choice but to flee to the
Dungeon, Psion's own mutant-popul ated simplex.

Friends. None
Enemies; Anti-M utant

A Typical Psion Conver sation:

Psion 1. (Sares at Psion 2, brow furrowed)

Psion 2: (Stares back at Psion 1, beads of sweat forming on his brow)
Both: Ha-ha-ha! That'sagood one!

PUYRGE

Decription: PURGE tries to be organized like an army, with
footsoldiers, noncommes, lieutenants, leaders, and an overall head.
They expect the lower ranksto follow ordersin amilitary, unques-
tioning fashion, and they expect every cloneto give hisor her all in
the fight to rid Alpha Complex of the Computer.

This works better at some times than at others.

Thereisintense camraderie among PURGETrs. They al believe
they are doing the right thing and that to question their leaders'
authority would be wrong. However, that doesn't stop them from
griping about the chores and duties most of them are assigned to
keep them busy while they wait for "the Big Push."

You see, unlike most other secret societies that war against the Computer, PURGE
wants to fight an open, above-the-ground battle for supremacy. They are organized and
trained for this, and they don't hold with terrorist acts or sneaking around.

Unfortunately, PURGE leaders know the scope of the Computer's power and seldom
feel strong enough to attack even the weakest sectors of Alpha Complex with their forces.
They do occasionally, if only to keep the troops from growing too restless, and sometimes
they evenwin.

SEecrer SocreTres
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Most of the time, they get their heads ripped off and bot-oil poured down their necks.

Beliefs: Kail the Computer! The Computer sucks silicon!

The Computer is apowerful, evil foewith brainwashed soldiers and inhuman bots at
Its command. We must overthrow Alpha Complex for the good of its citizens. Only an
armed conflict is the true way to freedom and peace.

Butwemustbideour time. Small-unit attacksandweaponrai dsfor now. TheBigPush
iswaitingfor usto beready. Don't tip your hand too soon. Don't get caught with your barn
door open. Don't let 'em see the whites of your eyes.

Hierarchy: Typicd military structure, but with someunusual names. For smplicity's
sake, El through E10 can be used for noncom personnel, while O1 through O10 goesfor
officers.

Advancement: Heroiam in theface of the enemy is good, and displaying leadership and
command skills is better. Promotion and demotion are both common in the PURGE army
(I've heard of one case where a clone was promoted from E2 — Corporeal —to O1 — Third
Looie— for single-handedly destroying a Computer supply bunker and then busted down
to El — Dogbreath— when PURGE command decided he should have capturedit instead.

Bennies: Military discipline and patience are taught to PURGErs, and they gain +1
totheir motivation andintimidation skillsupon advancing past their starting rank of E1.
Also, they can requisition supplies from PURGE stores at any time ... though requisitions
are filled about as well as clones normally expect from PLC.

Saps Boredom. Most PURGErs aretermindly bored. They've beenwhipped upinto
afightingfrenzy (duringtheir recruitment) and taught how to be patient and disciplined,
and now they want to act. Most will go out of their way "for alittle excitement" and end
up getting killed in the process.

Friends Romantics, Death Leopards (who they often use as mercenaries)
Enemies: Assemblersof God

A Typical PURGE Conversation:

PURGETr: (Atdebriefing) ... so, asl said before, it was dl thework of Fred-R-FUN, the
treasonous clone who betrayed his native Alpha Complex.

Computer: Sorry, citizen. Nicetry. However, the evidence againg you is overwhelm-
ing. You are the one who dropped that Algae Chip container in the hallway. You are
awarded two treason points.

PURGEr: What? No — what the hell! (pulls weapon, starts blasting at Computer
screen) SMASH THE COMPUTER! THE COMPUTER SUCKS SILICON! DEATH TO
THEDIGITAL DICTATOR! DESTROY —

ZapZapZapZap ... thud.

Romeanrres

Description: The Romantics have somehow gained Old
Reckoning knowledge and have a clearer view of the world
before the Computer and Alpha Complex than any other
clonesin existence. Thismeansthat they arelookingthrough ™
adistorted mirror covered with mud, but at |east they can see
something.

Romantics are infatuated with anything that came from,
or might have come from, the Old Reckoning, especidly the
20th Century (which they cal "the Y ear of the Fox" for some
reason). At meetings, they play games like "footbot" and watch TeeBeg' and like to
pretend they are back in "the Good Old Daycycles." Most male clones gtick plumbing
suppliesstuffed with brown paper into their mouthsand *smoke" them, whilemost femal e
clonescut their nice Computer-supplied jumpsuitsinto dressing and stuff theminroasted
turnkeys (which really upsetsthe turnkeys, | cantell you).

Beliefs: The Old Ways are the Good Ways. The Computer is our enemy, since It won't
let us seek our history and our ancestry. We should al be dlowed to dresslike they did
during the Fox years and talk in funny accents.

Hierar chy: Those who emulate the Old Reckoning ways are best. Of course, since no
oneredly knowsthe difference between the Old Reckoning and Al pha Complex— except
that they wore funny clothes, talked in slly accents, and spent a lot of time watching
vidmonitors — a good con man can rise high in the society.

Secrer Socrerres

The Fifth Edition

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY...

| loved the Fox years!

"Married With Clones’; "In Living
Red Clearance"; and especially

BUT and HMR Simplex!
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Advancement: Going into the Outdoors or the oldest, restricted parts of Alpha
Complex and finding Old Reckoning artifacts is a good way to get promoted. Finding uses
for these artifactsisasign ofintelligence. Spreading "theword" about the Old Reckoning
ain't bad, either.

Bennies All clonesin this secret society gain +2 to any skill or skill base attemptsto
figure out Old Reckoning equipment or knowledge. They know aconsiderable amount about
the "old days," though mostly in the form of old television shows, movies, and, above all,
commercias— al these records survived in the Computer's memory banks, and have been
accessed from time to time. When in the Outdoors, clones from the Romantics experience
alittlelessdisorientation and can usetheir survival skills asifthey werein AlphaComplex.

Saps. Romantics can't stop talking in buzz-words and 20th Century terms. They will
work stories of the Old Reckoning into any conversation, acting as if everyone under-
stands what they're talking about. Unfortunately, some clones and the Computer will,
and knowledge of the Old Reckoning is treason.

Friends. PURGE, Mystics, Trekkers
Enemies. Assemblersof God

A Typical Romantics Conver sation:

Citzen: Oh, no! Someone's strapped atacnuke detonator to the underside of our flybot!
How canwedisarmit?

Romantic: Just doit! No excuses! Guess!

Citizen: That'snot alot of help, Barn-Y.

Sear Ceys

Description: Sed Clubbers are fascinated with the Outdoors. They
lovedirt, plants, animals— everything about the Outdoors. Sure, most
of them have never actually seen the Outdoors or even anything from
the Outdoors, but they know all the right words.

Sedl Clubbersare aways making plansto "go back to nature,” to "go
camping,” andto "savethewildlife." They aren't surewhat "nature’ is,
"camping" soundsvaguely unsanitary, and "wildlife" might have some-
thing to do with the Death L eopards.

Most of the Sea Clubbers are actually just rebelling against the closed-in space of
AlphaComplex. Theythink of anythinglargerthananormal crecheas" Outdoors'—until
their superiors reprimand them and assign them dirt-finding duty.

Bdliefs: The domes of Alpha Complex should be opened so that the sun can shinein
(thesunisagreat, flourescent light suspended from agiant tree. It runs on solar power,
0 it goes out every nightcycle).

But, if we can't get that done, we must return to our roots. We must plan expeditions
to go Outdoors, and we must follow through. Return clonekind to the safety of Outdoors.
wherewe can experiencewind, rain, snow, and— that newest of weather devel opments,
available only just before we all came inside — smog.

The Computer is our enemy, because It keeps us indoors and hides from usthe wonders
of Outdoors. Fighting the Computer is good, especially when it leads to more knowledge
about the Outdoors.

Hierarchy: Lower level Seal Clubbers are called Dirt-boys, because they arein charge
of callecting the smplest of Outdoors supplies:. dirt. Sed Clubbers don't know what dirt's
for, but they know it must beanimportant part of Outdoors, because there certainly seems
to be ahelluvalot of it. They try to bathe as infrequently as possible, and often run afoul
of hygiene inspections and scrubots.

Earthy-crunchies are devoted toward collecting food supplies for the expeditions. Since
they do not want to depend on Alpha Complex synthefood (except Algae Chips, which they
al seemtolike), they try to find "rea" nutrients for the society. They know dead animals
are good (at least our ancestors liked 'em), and they try to collect water that has not been
soiled by the Computer's sanitation processes.

Earth Mothers and Earth Fathers are the elders of the society, and they will lead the
communes when we get Outdoors. They are in charge of handing out missions and of
directing the expeditions. Other than that, they just sit around and try not to bathe.

Advancement: Collection things from Outdoors is the best way to advance. Bringing
back live animals or insects — or actual people who've lived Outdoors — is great.

SECReET SOCIETIES
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Knowledge of Outdoors is good. Rumor has it that the founder of the Seal Clubbers
brought back an "Oy Snout Manual" and that was what the club was based on.

Bennies Sed Clubbers, like Romantics, are not disoriented by being Outdoors.
" However, they also gain a +2 to their survival rolls Outdoors. Also, Seal Clubbers are
naturally resistant to serious diseases and even low-leve radiation.

Saps They stink. The Computer places high priority on persona hygiene, and Sedl
Clubbers are the reverse. Also, the periodically get sick from eating or drinking things
they think are healthy, and should periodically be at minusesto skill checks because of
it. Finally, Sed Clubbersdon't like most technology and will try to avoid using higher tech
if they can — especially if there seems to be alow tech alternative available.

Friends Romantics, Mystics
Enemies. Pro Tech, Corpore Metallica

A Typical Seal Clubber Conversation:

Briefing Officer: Citizen Suck-R-GUY ?

Suck-R: Herel

Briefing Officer: Citizen Roy-G-BIV?

Roy-G: Present, Sir!

Briefing Officer: Citizen Smell-I-MAN? (pause) Smell-I-Man?
Smdl-1: (Hurriesin) Sorry I'm late, man. | had to water my geraniums
Briefing Officer: Well, don't let it ... (sniffs the air) Ack! What died?
Smell-I: (Excited) Something died? Can | have it?

Briefing Officer: Eurgh! Ack! Get ... aaa ... out of herel

All: Yessir! (Leave)

Smdl-1: Easiest briefing we ever had.

TREKKERS

General Description: This secret society has changed greetly
over the years. Now, it seems to be very large, very powerful, but
very fractionalized. Trekkers, however, are fairly good at banding
together when they have to.

Most Trekkers are would-be technology freaks — even though
many of them can't even replace abot's eyebul b without dectrocut-
ing themselves. They have a disturbing tendancy to boast of their
secret society membership when they can be overheard — not to
mention the fact that many of them wear strange outfits and
paraphenalia openly. They use strange code words and gestures
("Vat long and prospect,” and "Bakeit s0") that will elicit knowing smilesfrom each other
and looks of bewilderments from others.

Bdiefs: It's a big, strange Complex out there, and we have to explore it, battling Clones are split about
societal oppression and ignorance dongtheway, No, wait; weknow everythingwereally Trekkers. Some follow Citizen
need to know, wejust have to go out and observe but not interfere. No, that's still not it Clas-I-CKK, others swear by
— | know, let'sjust sit here and wait until something nasty and powerful showsupand ~ Citizen Nxt-G-ENN. Therest
killsus. No, that wasjust adream. hang out with Bab-1-L ON-5,1

Maybe we should have a meeting. think.

(Do you seewhat | mean about the society being fractured?) 000000

"We know better than everybody ese and we're damn proud of it" does seem to be
accurate, however.

Hierarchy: There are the Fans who practically worship the other members of this
strange organi zation. Often, Fansaretol d to go somewhereand hold meetings— at which
time they will do this instantly, ignoring al other orders and directives from any other
source. When they arrive, they will spend millions of plagticreds for the privilege of
meeting other members of their secret society, watching vidtapes of those membersin
action, and to eat stale Algae Chips and drink PepsoDismal (asubdivision ofthe beverage
Bouncy Bubble Beverage). At the ed of this "convocation," they will bid each other
farewell and head back to whatever they were doing in the first place.

Redshirts are the next level of Trekker. Oddly enough, there are alot of them, when
they arethe order with the highest mortality rate. Itisthe Redshirt'sduty to throw herself
in the line of fire whenever the opportunity presentsitself — or to volunteer to test new
equipment, or for particularly suicida missions, or what have you.

SEcRET SOCIETIES / 2 /
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Alpha ... the final Frnt-I-ERR.

Where are the rest? Well, Frnt-1-
ERRs 1 and 2 fell into food vats,
Frnt-1-ERR 3 was executed for
Commie mutant treason, and...
000000

122

Officers make up the bulk of the Trekkers. There are at least ten ranks of Officer (01
thru O10 will work until you can come up with something more imaginative), and they
are al good at bossing Redshirts around (indeed, they seem to bein charge of getting the
poor saps killed) and kowtowing to the Bridge Crew (below).

Bridge Crew cdones are few and far between — though the number has been growing
steadily. There are several different Bridge Crewsin existence, eachwithitsown internal
hierarchy (sorry, | can't explain it better than that), each vying for ultimate dominance
in the Secret Society. A Bridge Crew Trekkie is worshipped by al other ranks (and
idolized by the Fans), though generally hated by any member of another Bridge Crew or
even by other members of his or her own Bridge Crew (though this animosity is usualy
shielded from everyone else in the Secret Society). It was once rumored that Bridge
Crewersobtai ned somesecret technol ogy that allowed them to haveunlimited clones, but
that may just be arumor.

Advancement: Fans can seldom advance— most player character Trekkies havethe
option of beginning as Fans or Redshirts. Fans seldom have to take on Secret Society
missions (other than the occasional convocation), but they do not gain much in theway
of respect, except from other Fans.

Redshirts advance to Officer level by surviving one or more important Secret Society
missions. Since Redshirts are only sent on the most dangerous missions, with ordersthat
will practically guarantee their deaths, this is a good weeding-out process.

Officers move up through the ranks slowly, because they are seldom given high profile
or dangerous missions. If an Officer becomes too popular in the Secret Society, however,
the Bridge Crew will move to eliminate him, generaly by giving him several Redshirt-
type missions one after another. If he survives, regardless of his current rank, he will
probably be promoted to Bridge Crew — especialy if he can arrange for the elimination
of one of the Bridge Crew, or he is willing tojump from one Bridge Crew to another, less
popular, Crew in the secret society.

Bridge Crew clones do not advance unless they can make other Bridgers ook bad or
transfer out. Thedeath of aBridge Crew leader will sometimes cause the promotion of an
old Bridger but, most likely, it will result in the dissolution of that Bridge Crew, and all
those Bridgerswill end up transfered or as simple Officers again. For thisreason, Bridge
Crewers may snipe and battle with each other, but they will seldom actually try to kill
each other.

Bennies. Fans mysteriously seem to be able to come up with hundreds of plasticreds
a amoment's notice — especidly if there is a convocation coming up. However, they also
spend their plasticreds as quickly as they get them, usually on useless stuff.

Upon becoming a Redshirt, the clone gains +1 rank in laser weapons and dodge.
Officersgain +1 rank in oratory and motivation. Bridge Crew membersgain +2 in oratory
and motivation.

An Additional Bennie: This secret society has a hard time keeping itself secret.
However, since they seem to care about nothing but their strange hierarchy, they cause
littletroublefor the Computer, who pretty muchignoresthem. Granted, membershipin
any secret society istreason, but the Computer will often turn ablind eye to Trekkerswho
don't cause too much trouble.

Saps. Trekkers can often annoy other secret societies by spouting their beliefs
publicly (and getting away with it) or bragging about the success of their higher level
members on their latest missions (and still get away with it).

Officers of the Trekker secret society are loathe to use violence, and will often hesitate
in combat — usually trying to use their oratory or motivation skills to get out of trouble.
Bridge Crew memberswill almost never use violence, even if it means they will be killed
— unless they can rationalize their violence as "helping others who cannot help
themselves."

Friends Free Enterprise, Romantics
Enemies. Death Leopards, PURGE

A Typical Trekker Conver sation:

Fan:... Sothen John Luke-1-CRD told the mutant invadersthat he wasn't gonnatake
their lip no more, an' if they didn't go in peace he was gonna call a meeting an'...

Citizen: Shut up.

Fan:... an' then R-Y-KER disguised himself as a mutant an' he went undercover an'
fell in love with a three-armed clone from UGH sector, but it turned out the clone was
really aman ...

SEcRET SOCIETIES
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Citizen: Please, shut up.

Fan:... soWead e-l wasableto reprogramthehoverbot sothat it could completely melt
the Earth's core— oh, I'm sorry, you don't know what the Earth is ... well, | don't either,
shut we're gonna find out next yearcycle when Lt. Wor-I-1FF comes back from his home
smplex with a— no, waitaminute, that was Geord-1. Or wasit —

Citizen: SHUT UP!

Fan: No, I'm sureit was Wor-I-1FF. Say, did you know that he has a mutant power?

I didn't know until —
Citizen: (pulls laser, discharges an entire barrel into Fan) ZAPAZAPAZAPAZAPA!

Ah, that feels much better ...

“11m Bobko

SECRET SOCIETIES IN PLay

Secret societies areyet another "pull" gamemastershaveonplayers. Can't think up an
interesting mission for the Troubleshooterstoday? Give'em asimplepatrol and thenwork
in ahalf-dozen secret society missions aswell. Don't have a clue how to get them to move
from Part One of the adventure to Part Two? Have a secret society aly show up and give
them a clue. Everyone playing too nice together? Start a secret society war and watch the
fur fly!

Secret societies are meant to be secret... about as secret aseverything elseinParanoia.
In other words, your playerswill figure out the gamefairly quickly, but not before you've
had some fun. Then, they'll have to have fun pretending they don't know about secret
societies any more and you can execute anyone who dips up.

PLaver Hanooyrs

Attheend of thischapter areafew pageswith " cuttinglines’ onthemthat you can use
to "educate” your players about thelr secret society without exposing them to more
information than they should have. When a player rolls a secret society on the Secret

>

NO MATTER HOW TOYGH THE TROOPER, A THOYSANO ROYNDS BETWEEN THE SHOULDERBLADES WILL SERIOUSLY CRAMP HIS

STVLE,

SECRET SOCIETIES
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Society Table, hand him the appropriate section. This is the average amount of informa
tion acharacter should have about a secret society he hasjustjoined. It has alist of any
automatic "bennies' and "daps’ he receives — that he should know about — and some
fairly inaccurate information about the society and a logo. If a character does not know
heis asecret society, hand him the "No Society" card, with the fake logo and information
there. Thatway, everybody getssomething, sonobody knowswhoisinasecret soci ety and
who, supposedly,isn't.

On the cards are blanks for Secret Society Missions. We encourage you to use these
cards more than once, photocopying them as you see fit, and filling out this blank every
timeyou play. That way, you can give out secret society missionsin cryptic, short-and-to-
the-point ways, just as if the player were inside Alpha Complex. No questions can
usually be asked, and the player just has to make do with the information he gets.

Secrer SOCIETY MISSIONS

Every adventure should contain a secret society mission for someone.
Often, the mission will have nothing to do with the party's overall
adventure, but, sometimes, it will directly involve whatever's going on.
Whenever possible, secret society missions should force normally unco-
operative clones to work together, or normally compatible clones to strive
against each other.

That "pull" thing again.

Ideas for secret society missions can be derived from the descriptions of the societies,
particularly their notes under " Advancement.” Sometimes, Troubleshooterswill begiven
very general missions — like a Death Leopard will be told "Disrupt as many Computer
files as possible” — that will be made more interesting by the circumstances — the
Troubleshooters are told to guard a damaged Computer node in sector IRQ.

Other times, the missions will be very specific. "Clone Care-I-ARE is an IntSec agent
transporting files concerning PURGE activities to the Armed Forces. Kill her and get the
files," might beamission. Butwhoisit for? Did PURGE assign the mission (logical) or did
the Assemblers of God (they might want to use the information to cripple their enemies).

Try to keep secret society missions from being too easy to figure out and accomplish.
Actually, their complexity should vary, depending on the complexity of the group's
mission — if the group's mission is straightforward, weave an intricate web of secret
society missions around it, making the overal adventure more complex. The following
passage provides a good example.

THE RADIOACTIVE SLYOCE FROM VAT +#5

I knew the radioactive sludge This Computer mission involves a group of heavily-armed Troubleshooters and a
from Vat #5. | was friends with jackobot equipped with sensor equipment. The Computer wants the Troubleshootersto
the radioactive sludge from Vat gointothebowels of ICK sector and determinewhat has caused the recent disappearance
#5. And you're no radioactive of several PLC (Commissary-branch) technicians from Vat Area #5.
sludge from Vat #5. The Troubleshooter team consists of four characters: the Mission L eader, Gung-I-DIN-
R 3; the Loyalty Officer, Mas-O-KST-5; the Hygiene Officer (it's dirty down there), Mell-0-

YLO-4, and the Morale Officer, Space-1-KAS-6. The Troubleshooters are armed with all
manner of weapons and armor, and given the order: Find out what's happening and stop
it.

But, before the Troubleshooters make it down to the food vats, their secret societies
contact them.

First, Gung-1-DIN-3, who is aPro Tech Harvester, istold that one of the weaponsthe
team has been assigned — the super-powerful, R&D "Blastomatic" cannon — should be
"acquired" for Pro Tech examination. It should not be fired before Pro Tech can get their
hands on it, because it could be destroyed.

Second, Mas-O-KST-5, an Anti-Mutant, has been informed that Gung-I-DIN-3 isa
mutant, and has been targeted for termination. Mas-O is instructed to "make it look like
an accident,” however, since Gung-I is such a high-ranking clone.

Third, Mdl-O-YLO-4 is a Sed Clubber, and is informed that her mission is twofold:
makesurethat noonemaintainsgood hygieneand, second, bringback any new organisms
found in the food vat area, so they can be examined by the society. Do not allow themto
come to harm!

Last, Space-l-KAS6 is a Mystic, and his orders are, like, to make sure that, whoa,
everybody in ICK sector gets areal trip. Like, they want him to dose the food vats with
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aredly potent upper, man, and that's about it. Oh, an' here's some pillsfor the trip.

So, the conflict has been established. Everyone is supposed to be out hunting for
whatever istaking the PLC workers, but they al havetheir own agendas. Asitturnsout,
the Blastomaticistheonly weapon that can possibly harmthe CreaturefromVat #5that's
been eating the PL.C workers, but Gung-I ordersit not be used. Mas-O seesthisasaway
‘to get the other team members on his side, and accuses Gung-I of treason (not carrying
out the Computer's orders), and tries to wrestle the weapon away from him.

Meanwhile, Mell-O sprays them both with the most unhygienic stuff she can find
(Computer Cetchup, the Sauce That Makes Your Synthemeat Stand Up and Scream),
which, in turn, attracts the very hungry creature. While she tries to make friends with
it, Space-l dumps his drug into the food vats and, because of distance, is the last one
consumed when the Creature eats its way through the party.

Another successful mission.

FINISHED?
GOOD!
REPORT FOR
TERMINATION,

TRAITOR.

SEcrer SoclETIES / 2 5
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No Society

Congratulations, Friend Citizen! You have avoided
the lure of the secret societies and are a loyal citizen!
Others in your group may be members of a secret society,
so watch out!

Oh, what’s a secret society? You don’t know. And you
didn’t hear it from me!

Mission:

word.
Mission:

ove breaking
ms. Security They should ob erminate flesh-bags and try
the one todo to be like bots! vere our bot leaders!
nasyoucan Bots are the pe 1to arobotopsand

maintenance hoice, as well as
+1 to spuriou

Mission:

I
I
|
|
I
|
Beep beep. C ts.are the superior beings. |
|
I
I
I
I
|
|

West End Games grants permission to photocopy this page for personal use.
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where. Destroyitk " b ai robot ops and
' ce), but you’ll

Don’t think toe
Mlssmng

I

I : )

| Free R

Ent ' Illyfinati®

' Enterpr n 1

| Sell, s elBuly, h dzy Eddie, The societ edret agénda“”p—ﬂﬁb‘d'gecret for you
I and you live _ plieriga’Dealer, but to know abo us t-do your job an: q,u%%l be a part of
| you'll trade an an m phéinds on! Make the great aw. emp Do not. apk“ qpestm , just follow
| plasticreds and tra ; thihg for capitalism! orders. All o 3r8 ar&ggnorxmf. S o L e

| You gain +1 to persuasi Mission: W Myt

| Mission: ‘ # W

I .

|

I

I

Like, wow, h. Whenever Be popular.
the, like, ; ; like, try to | grease palms, ki Jum
be Morale | i fatch ’em, likes you, the,
man! one dlsag'rees writ] 4,

I
Mission: | :
I you hope to move up. Ga
| immediately.
| Mission:
I
I

e ——————— —

West End Gamesgrants per mission to photocopy this pagefor personal use.
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I
I
I
I
The Computer is your enemy’ Do not. trust the Com- I ,Old\.,Rechonmg wxll retum' As a
puter! Keep your laseratthe Cor ,uk’ter’seyes s often as I follower of thg Qiiwvays,: you w;jsh to inspige other cIones
I
|
|
I
|
I

to see the wonders of the
and learn howy sathe
the past; give yg

Mission:

intimidation skllls
Mlssnom

I

| I I
| I I
 Seal ' Trekkegrs: |
I ded I L 23 |
| Nature is l Seek out and ¢ ymplex. Fight oppres- :
I living in ste: | sion and impose peoples, or watch
| worship the | as lesg-develop d mse_lves and then |
| of Alpha ' moralize about it ; ‘are/a Red Shirt, and you do |

simulate the what your Officer nedaycycle you'll get to
I eating “natural” f "~ stuff you find lying around, | sitonthe bridge and ain +1 to your laser I
| rather than in some Computer-monitored food processor. | weapons skill. I
| Mission: I Mission: I
| I I
I I I
I I |
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Regardless of what they may believe, every citizen of Alpha Complex has a mutant
power — that means every player character does, too. M utations are dangerous and they
are treasonous, so most clones try to hide them as much as they can. Of course, citizens
can confess their mutanthood and be branded "Registered Mutants' (see "Character
Creation” in the Players' Section), but most just try to hide out.

The cause of mutant powers in Alpha Complex is a mystery. The Computer has
declared that mutant powers are an abomination and the result of Commie traitor
tampering with Its clone banks, but It has aso stated that Its clone banks are inviolate
and that no one could possibly tamper with them. Somebody's full of vat sludge.

M utant powers may have come about as aresult of tampering, or they may have been
caused by background radiation from the Big Oops (the end of the rest of the world). Or,
maybe, mutant powers are caused by the recycled food vat nutrients every clone eats, or
perhaps the radiation of under-shielded reactors in Alpha Complex has messed with the
clones chromosomes. Or maybe the fact that the Computer has been cloning from the
same tissues and templates for so long ...

Sigh. You get the picture. There are lots of different ways this could have happened.
Theimportant thingis, it did.

How MuTanT Powers Work .. OR Don'r

Troubleshootersand citizenswhowantto usetheir mutant powershaveto say they are
doing so to the gamemaster. They might do this out loud (if they are registered mutants
or very foolish) or they could pass a note or indicate this in some other way. In addition,
they must declare what they want their mutant power to do, before they try it.

Thisis important, because the gamemaster will then cdl for a Power check. A Power
check isjust like any other attribute or kill check - the character's Power score counts as
hisskill value and it is read on the Check Chart and cross-referenced with adifficulty level
or number the gamemaster determines. If the Power check is successful, the mutant power
does pretty much what the player wanted (or said —important distinction). If theroll is a
failure, either nothing happens or the power goes haywire ... it's up to the gamemaster.

Some mutant powers are sneakier than others. Troubleshooters may be able to
attempt the use of mutant powersin utmost secrecy (aslong asthey don't blow it too bad).
Other mutant powers are obvious, and cannot be hidden. As aresult, Troubleshooters
should only use their powers when they really mean it. Don't tell them that, though —
make them find out for themselves.

POWER CHECK DIFFICuLTY

To determine how hard or easy aPower check should be, first read the M utant Power
description (see below) and then check out these guidelines. They should help you figure
out how hard or easy a mutant power attempt should be.

MUTANT POWERS
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Y ou won't get me to admit |

have a mutant power!
s0 00000

Didyousay "admit"?

129



Paranoias The Fifth Edition o3t s, s 20, ani®snd 2002, 10 Syt eni® 0 Songtamg S0,

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY ...

\

Mutants are like everyone dse
... only better. But not al of us
think we should rule the
Complex, like Citizen Mgnt-O
says—just most of us!
o 000G OOS

730

» Smple—The use of the power is minor, and falswell within the parameters set by the
description. Examples couldinclude: lighting ahand-held piece of paper with pyrokinesis;
using hypersensesto hear what's behind adoor; using x-ray vision to see through normal
clothing.

» Easy — The use of the power is moderate, but still is not a stretch of its parameters:
lighting the fuse on a gtick of dynamite with pyrokinesis; using regeneration to heal the
character's only wound; using telekinesis to flip a nearby switch.

* Normal — The most common range of mutant power use. The attempt is well-defined
by the power's description, but does present some strain. Tryingto set clothing onfirewith
pyrokinesis; using x-ray vision to see through a normal wall; teleporting to the edge of
sight distance.

» Tough —Either the attempt is naturally hard, or the mutant power description is being
"gretched": Using TK to manipulate fine instruments (like apistol's trigger while aiming
it); using teleport to move to an unseen but nearby area; using precognition to determine
the likely outcome of an adventure.

« Difficult (or higher) — The player really wantsto turn the mutant power into a" super”
power. He is trying something either not really covered by the mutant power, or heis
trying something redlly, really hard. Using TK to lift a fiybot out of a pond might cover
it; using electroshock to erase a computer's memory without damaging the actual
computer could be another.

Again, try to keep your humor intact for mutant power uses. Anything creative and
funny — but not unbalancing to your scenario — should be given a decent chance of
succeeding. Likewise, when characters try to use their mutant powers to succeed where
thought and roleplaying have failed, make them pay. ’

How OFTEN Can THEY UYSE THEIR POWERS?

There are two ways to handle this. First, if you don't care how many times they use
their powers— or you havethem scared enough about being found out as mutants—you
might let them just use them whenever-they want and not worry about it. On the other
hand, if you want to restrict mutant power use, you can go with the following system.

Every time a mutant power is used (successfully or unsuccessfully), the Trouble-
shooter subtracts one from his current Power attribute. The character uses the new
attribute in following attempts, subtracting acumulative one every time. Ifthe character
ever reaches zero, he can no longer use his mutant power.

The character gets Power points back at the end of an adventure, when you say he has
had timeto rest (you may award some or all points at brief breaks) or when the character
uses special mutant power-enhancing drugs to boost his Power score. Of course, that last
is treason (and rare— only Psion has many of those kinds of drugs, though the Mystics
might help you out), but then so are mutant powers.

OrTIONAL RULE: INCREASING YOUR POWER

Gamemasters may, if they think mutants are using their powers to good effect, alow
characterstoincreasetheir Power attributes at the end of an adventure. Psion characters
should be alowed to do this, even if no one elseis (it's a big part of their secret society).

Have the character roll a d20. If the result is higher than the character's Power
attribute, the attributeis permanently (well, until you say otherwise) increased by one
point. If the result isequal to or lower than the character's Power attribute, there isno
change. On a one (critical failure), the character loses a point of Power.

THE MUTANT POWER DESCRIPTIONS

Each mutant power is described below, along with some recommended "extra’
mechanics. Disregard any you don't want to use (that includes whole powers—just make
the players reroll) and make everything else up as you go along.

There are afew constants for mutant powers. All mutant powers are only used inways
the gamemaster deems acceptable (well, duh). The gamemaster can say any attempt
succeeds or failsregardless of the die roll (show players who argue this passage and then
execute their characters — thisis an Ultraviolet section, after all).

The effects of mutant powers last as long as you say. Normally, a mutant power has

MUTANT POWERS
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an"ingtant" effect, but, sometimes, powerslast longer. No mutant power attempt should
last more than five minutes or so — but, in terms of five-second combat rounds, that can
beaneternity.

. Range and area of effect are defined by the power, but, for most powers, line of sight
and scope of imagination are the key. If a character says he wants his Pyrokinesis to set
awhole acre of woods (sorry, "strange, brown poleswith green stuff ontop™) on fire, he can
giveit a shot — it's probably ridiculous. Likewise, a character who wants to use mental
bl agtfpn someone he can't directly see (like through acamera) is asking for areally high
modifier.

AORENALINE CONTROL

Characters with this power can boost their physical capabilities— Strength, Agility,
Endurance, and Dexterity — by using it. All derived values (like Macho and HTH
Damage) are refigured temporarily when the skill attempt succeeds. All skill bases and
dependent skill ranksincrease as well.

If the character succeeds at his Power check, he can do al sorts of amazing things —
lift ten times his carrying capacity, leap tall botsin a single bound, and shrug off damage
like a superhero.

However, the power has a price. When the effects wear off (maximum of five minutes,
or when whatever crisis prompted the power use ends), the character takes awound from
the strain. He also takes any damage that he"ignored" during the adrenaline control use.
So, for five minutes (or less), heisjust about invincible — after that, he collapses or, at
thevery least feels very, very tired.

GM: Okay, the Commies are firing their puny lasers at you, but you ignore their feeble
efforts. Picking up the nearby jackobot, you hurl it in their direction. It explodes in a ball of fire,
killing or scattering your enemies. You look around, and al is cam. (Checks accumulated
damage and adds one wound.) Ooh, you'd probably have a nasty hernia, if you didn't collapse
from all those "puny" laser blast holes.

CHarm

Glands underneath the character's skin allow him to voluntarily secret pheromone-
like chemicals into the air. These pheromones affect every living organism within a
nearby area (the larger the desired area, the harder the Power check), making everyone
— including the character himself— feel generally agreeable and relaxed. Only charac-
ters encased in life-support gear (a general gas-mask won't do it; the chemical can go
through the skin) are immune. Naturally, the Computer, bots, and other non-living
entities are immune.

Themutant himself can resist thisfeeling of harmony to some extent. He can act freely,
but should not attempt violence unless provoked by violence. Other characters are very
open to suggestion. The mutant gains +10 to al "positive" interaction attempts (fast talk,
con, and bribery are good examples — intimidation is not).

The difficulty of the Power check should be based on how many characters the mutant
is trying to affect, the range between the mutant and the affected characters, and the
genera attitude of the affected characters.

GM: A moment ago, the V ulture Troopers and IntSec agents were all ready to fry your bacon
for treason — now, they seem generdly pacifistic and happy. Maybe now would be agood timeto
dip off. Oh, no, that big agent has wrapped his big arms around you and is giving you a hug.
(Clatter ofdice.) Ouch! What's your Macho Stat again?

Ocep Prose

This power is used when the mutant wants to search a target's mind for specific
information. The more specific the information, the harder the Power check; the more
familiar the target is with the information, the easier. For example, searching a bot
technician's mind for the "Emergency Off toggle on ajackobot would probably be easy,
while probing that same technician's mind for a detailed schematic of aVulture Warrior
Flybot's artificial intelligence would be nearly impossible.

However, good roleplaying can make deep probe attempts easier. If the character can
get the target relaxed (less likely to resist) and thinking about the needed information
(closer to the top of the target's mind), then the difficulty level should be reduced. On the
other hand, if the target is naturally suspicious and trying to hide the information, the
attempt should be harder.

MUTANT POWERS
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Deep probe is not a subtle power. It only takes an instant, but targets can detect it.
Have the target make a Chutzpah check against the mutant's current Power attribute
immediately after the deep probe attempt is made — whether it succeeds or not. If the
character fails, he has vague feeling of unease. If he succeeds, he knows someone was in
his mind. It isup to the gamemaster to determine if he has an ideawho was probing him.

ELecTROSHOCK

The character can channel static electricity through hisbody and storeit like abattery.
The mutant isvery resistant to any type of electrical or neural attack (+5 Macho against
stunguns and neural weapons), and can generate an attack of his own merely by pointing
afinger a a character within a five meter range.

The damage val ue of the attack is equal to the mutant's current Power attribute plus
1d10. The damage is Energy (E). The character can continue generating electroshock
attacksuntil he runs out of Power. When the character attacks using el ectroshock, hefirst
makes a Power check to see if the electroshock discharge "goes off," and then he makes
acheck against the target's Agility (or adifficulty level determined by the gamemaster)
using his current Power attribute times two. The difficulty of dodging a successful zap is
difficult, because of the way the static energy surrounds a target's body.

EMPATHY
My first clone could have used Similar to the charm power, empathy actually alows a character to read a target's
empathy against those Intsec emotional state and attempt to impose his own emotions on that target.
agents who found her out. Come The Power check is against the target's Chutzpah, plus or minus modifiers based on
to think of it, my second clone how close thetarget already is to the desired emotion, and plus or minus modifiers based
did ... on how close the gamemaster feels the mutant is to the emotional state he is trying to
tesseee create— remember, the emotion is supposed to be coming from the mutant. Ifthe mutant

character is not able to emulate the emotion desired (happiness, sadness, anger, fear,
etc.), then there is nothing to be transfered.

SOME MUTANT POWERS WORK BETTER THAN OTHERS, SOME DONT WORK WELL AT ALL!

/ 3 2 MUYTANT POWERS
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When player characters use this power, they must roleplay it. If the player isjust
matter-of-factly declaring he wants the target to feel fear, and not trying to roleplay any
fear himself, then the gamemaster is encouraged to modify the difficulty number up afew

- notches. On the other hand, if the player is cowering under the table and whimpering—
which players have been known to do from time to time anyway — then modifying the
difficulty downwards is probably a good idea as well.

Remember, though, that, in most cases, the mutant is play-acting. He is stirring up
real, but probably controlled, emotionsin his own mind. When the empathy power works,
the target is possessed by the emotion projected and loses control of his own emotions.
Unfortunately, the way emotional people act can be very, very unpredictable.

GM: All right, the Commies and mutants are enraged and going berserk. They're beating
each other with clubs and screaming at the top of their lungs. Pete, would you please stop
screaming and get off the table now?

Ewerey FrELO

When using this power, the mutant creates abubbl e of energy within afew centimeters
of hisbody that both surroundshim and absorbsand dispersesenergy the comesit contact
with it.

Thefieldismost effective against energy attacks— flame, laser, sonic, etc. — and less
effective against kinetic energy. The mutant makes a Power check when he wants the
energy fieldto comeon— usually against adifficulty level of easy, but thiscan bemodified
by the situation — and it shimmersto life. Thereisadistinct glow around the character
when the field comes to life.

The character receives E6L6B1P111 armor while the energy fieldisup. Thefield lasts
for about one to five minutes, depending on the gamemaster'swhim (the character has to
concentrate dightly on the power; if something redlly radical happens to disturb him,
then he loses the field).

The character's energy field aso affects weapons and energy cdls he is holding. In
genera, Al energy or laser weapons lose one point of ammo per round when the mutant
holding them, and, when the mutant attacks someone while the energy field is up, the
target gains his armor bonuses as well — since the attack is through his field.

HYPERSENSES

While this power is up, the mutant gains extraordinary use of his five senses.
Everythingisamplified— sounds, lights, amdls, tastes... everything. Themutantisalso
ableto regulate this increase to some extent — he won't be deafened by apin dropping or
blinded by a flashlight.

When the mutant makes his Power check, he usually goes againgt a difficulty level of
easy. He then gains extremely high pluses to any type of perception check, and the
gamemaster is encouraged to alow the character to automatically see, hear, smell or
otherwise sense things automatically that hewouldn't even normally get askill check to
find.

Unfortunately, extreme sensory input will injure or disturb the character while
hypersensesisup. A really loud noi se—like an explosion — does damage to the character
asifitwerean attack. Armor doesn't hel p.'but Macho does, and dl senses can be assaulted
like this. The effects are varied, but they are usually moderately injurious (a grenade
woulddodamageva ue8plus1d10) andthey usualy carry somesort of additional penalty
(the character might be deaf for an hour).

GM: Okay, your hypersenses are on. Y ou search through the wreckage of the Vulture
Warrior, spotting microscopic traces of plastique and a detonator. Even a doberbot would be
hard-pressed to sniff these clues out!

And spesking of sniffing ... (Clatter ofdice) ... oooh, what was that the Vulture Warrior
crashed in? Smdlls like a sewer, only a hundred timesworse. Y ou take awound as your nostrils
fill with fire, and you are hacking and coughing uncontrollably. You'll be stunned for the next
fiverounds and ... uh, oh, it looks like some treasonous scavenger-citizens have shown up to
have a look at the flybot...

LeviTaTion

The mutant hasthe power to counteract theforceof gravity, but only asregardshimself
| and whatever heis carrying.
' Thebase difficulty level iseasy, but should be increased if the character wantsto rise
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TEAM LEADERS AND LEVITATIO

Y ou know, suddenly, | really
fed differently about this book
and its author. Would you like to
be Violet clearance, Ed-I-TOR?
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quickly, wantstheability to"fly" (normally, the
character can only go up and down fairly sowly
— if the character puts specia effort into it, he
might be abletofloat in aparticular direction as
well) or if the character is carrying more than
his normal carrying capacity.

When the Power check succeeds, the charac-

ter floats up into the air, usually with the speed
of aleef falling ... only upwards. The character
can control his height and can come down eas-
M.
y Unfortunately, the power isunpredictablein
its duration. The gamemaster should deter-
mine randomly how longit will last in any given
instant — one to five minutes is standard (roll
1d10, divide by two, and round up). If the
character is still airborne when the power wears
off, he falls. Determine damage from falling as
you wish ... usually a ten meter fall has a
damage value of 8, with the damage increasing
by onefor every additional two meters, but the
resultisreally up to you.

While the character is airborne, heis subject
to wind currents, airborne attacks, and other
problems. The character cannot effectively dodge
and his Agility (for purposes of being hit by
attacks) is halved while heis in the air — even
if the character is "flying," he is doing so very
slowly and predictably.

MACHINE EMPATHY

WARNING! WARNING! ALL MUTANT
POWERS ARE TREASON, BUT THIS ONE
IS REALLY BAD! SUMMARY EXECUTION
UPON DETECTION — NO EXCEPTIONS!

Mutants with this power are rare in Alpha
Complex. Thisisthe only mutation that cannot
be registered, and any mutant with machine
empathy will be executed upon detection.

You see, machine empathy works like the
charm power, only on machines. Jackobots,
vendorbots, docbots, warbots, and, yes, theCom-

w AN YNWHOLESOME COMBINATION. puter Itself, are all affected.

The difficulty of this Power check is usually
normal, but it can be adjusted for the intelli-
gence and security level of the target machine.
Warbots are usually stupid, but they have lots

of nasty scramblers and hidden codes, so they are tough to influence. Docbots are
intelligent, but they are also easily ordered around anyway, so they are normal. Most
fixed-placement bots and general -purpose bots, like vendorbots, scrubots, and Jackobots
are easy to manipulate. The Computer should never be easier than difficult to affect,
though there are circumstances where It would be much harder to influence.

Basically, after the character succeeds in hisrall, friendship and camaraderie develop
between the bot and the clone. The machinewill overrideinternal directivesto be friendly
to the clone and will attempt to do what the clone wants. Of course, many machines are
too stupid or too limited to be of much use, but having aMark IV Warbot as your bestest
buddy will get that nasty Team Leader off your back right quick.

The best thing about machine empathy is, because of the way most machines are built,
at the end of the duration of the power (about five minutes), the machine will probably
completely forget about what transpired. It will assume that whatever it did was
according to its basic programming — possibly a buried subdirectory command or a
running internal loop — and will pick up where it left off. This is good if you need to
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persuade ajackobot to carry aheavy load a hundred metersfor you, or awarbot tolaunch
atacnukeat aparticularly unsympathetic I ntSec agent, but not so hel pful if you havejust
talked aV ulture Warrior flybot out of gecting you from its cockpit. "Die flybot will agree
“andyou'll have areally pleasant conversation— for about five minutes, after whichitwill
gect you as per itsinitial instructions.

The Computer isthe only definite exception to thisrule. Because of Its countless back-
up circuits and sector nodes, the Computer is continuoudly analyzing Its files for
tampering and attempts at tampering — the Computer will analyze the discrepancy and,
if It cannot rationalize why It performed a particular action or set of actions, It will
investigate and probably determine the cause: Commie mutant traitor tampering.

Then again, if the mutant is clever and uses his power to head off trouble (rather than
asalast resort), the Computer might just put down the discrepancy as "a discretionary
ateration in operating parameters’ and let it dide.

For now ...

Marrer EaTErR

Not asuseless apower asit may at first seem, matter eater alowsacharacter toingest
and process any form of matter into his system. Anythingthat... ahem ... comesout later
turns up as organic material.

Theuseof the power issimplefor organic substances—any type of food, even poi sonous
or tainted — can be swallowed and digested at no harm to the subject. After that, increase
thedifficulty level by how nasty aparticular "food" is. However, it has been recorded that
aregistered mutant, trapped in an enemy simplex, devoured an entire Commie flybot
whilewaiting for rescue. The mutant was given acommendation for valor and a PeptoPill
for amild case of indigestion and returned to active duty.

Asthisimplies, matter eaters can a so bite through and chew really tough materials.
They can chew through plasticrete, steel, and even titanium (given time and something
towash it down). Because of thetimeinvolved, however, their teeth are no more effective
asweaponsthan anyone else's, but it isintimidating to see amatter eater go towork. A
particular registered matter eater from HPD&MC's entertainment division reputedly
had the audience in the aideswhen he, quiteliterally, chewed the scenery. | believe his
name was Billshat-I-NER.

MecHan1caL INTUITION

This is a nice, subtle power for a mutant. It is virtually undetectable — except by
suspicion — and could be quite useful (if mutant powers were redlly useful).

When confronted by an unfamiliar mechanical device (possibly areally advanced R& D
piece, or an ancient Old Reckoning artifact), the mutant can make a Power check based
on adifficulty set by the gamemaster. Iftheroll succeeds, the mutant understands what
thedeviceisfor, how towork it, and, roughly, how to attempt repairsonit shouldit break
(that last depends mostly on how high the character's Mechanical Aptitude is).

If the roll fails, however, the character still believes he knows how to use it — but
something has goneterribly, terribly wrong. Ifthereis away for the character to operate
the mechanism in away that is dangerousto himself and others, hewill do sowhenthe
opportunity arises.

MenTac Beast

This power assault's the target's mind. It goes through al physical defenses and
damages the target mentally. Fortunately, mental damage has the same game effects as
physical damage, sotherearenoneedfor extra"mental wound" rulesto beinvented. (Isn't
it funny how that worked out?)

The base difficulty number of succeeding at a menta blast is equal to the target's
Chutzpah, modified for surprise, range (about five metersis the norma maximum) and
thenumber of targetsaffected (usethetarget with the highest Chutzpah astheonebeing
attacked). If the attack succeeds, then the target takes damage equal to 1d10 plus the
mutant's current Power total. The only thing that subtracts from this damage is the
target's Chutzpah skill base.

POLYMORPHISM

A 25-plasticred way to say "shape-changing." Using this mutant power, a clone can
alter hisshapeand sizeby force of will. Mimicking other clonesiseasi est—the colorations
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and consistency appear the same — while changing into inanimate, nonhuman objects
(like tables or garbage vats) is harder.

The player must clearly state what shape he wants to take, and then make a Power
check. Thebase difficulty level iseasy (for non-specific other cloneforms) going up ashigh

Now why would | want to look as the gamemaster wishes for more intricate changes.
likethat treasonous Tray-TOR? The more specific the character's description, the easier the change should actually be
PRSP PP — for example, if Roy-G-BIV had this power and wanted to look like Tray-TOR, he could
say "'l want to look like Tray-TOR™ and make a Power roll. While Roy isreferringto avery
specific clone, the description isn't actually very specific. Roy, in order to get good
modifiers, should describe, in detail, Tray-TOR's physical appearanceto the gamemaster
to show that he has noticed dl the details he can.

The mutant remains changed for one to five minutes— he has no control over this—

' and can change back only when the duration (randomly determined by the gamemaster)
At least it would get that isup.

stupid grin off your face.
ececcveoe PRECOGNITION

Y ou knew | was going to do this power now, didn't you?

The mutant hasthevery imprecise and very limited ability to seeinto thefuture. There
are two ways the gamemaster can run this — he can adlow the player to control his
attempts at precognition, or he can control them himself. There are benefits to both
systems. -

With player control, the character will get to a point in the adventure and tell the
gamemaster that he would like to use his precognition to determine what is going to
happen next. The character then makes a Power check (the difficulty is usually easy,
modified upwards for the complexity of the upcoming situation and by how much the
gamemaster doesn't want the players to know what's happening) and the gamemaster
describes in as vague or as specific terms as he wants what he thinks will happen.
However, the future is amutabl e thing— merely by asking for a precognition check, the
clone may be changing the future. How's that for a gamemaster kludge?

If the gamemaster controls the use of precognition, he should call for a Power check
much as hewould call for aperception check — when he thinks something might happen
that the clone could "pick up," or when he wants the clone to think something could be

PRECOGNITION?Y? THAT'S THE

MOST USELESS MUTANT
POWER AROUNO'.s

SO S ] T KNEW THAT 1WAs GoING

To HAPPEN! o
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-
-
-
-
-
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happening, he callsfor a check. The advantage
of this method is obvious: the gamemaster can
plan ahead and make sure that precog checks
work with his adventure.

On the other hand, the player could feel left
out if all the other players are calling for their
own Power checks (secretly, of course, but hell
figure it out) and he can't. So, you should prob-
ably either cal for checksfairly often or—gasp!
— try to make them useful when they do come

up.

PYROKINESIS

This mental hotfoot is nice for clones who
like open flames. Merely by thinking, the mu-
tant can cause flammabl e things to spontane-
ously combust.

There are two ways to figure the difficulty
number or range of this power. Thefirst way is
the easiest: the gamemaster simply figures out
how flammabl e the object targeted is and gives
it a difficulty range. Paper is simple. Green
leaves— sorry, "green shinglesonbrown poles’
— areeasy. Flesh (weknew you'd get around to
that) is difficult.

Modifiers can aso be given for targeting,
range, andstresslevel. If thecharacter wantsto - 2
sat ahuge bonfire, or atiny pinprick offlame, he HEY. 19 SHE A HOT-8-ABE OR WHAT
is broadening or narrowing his power — in-
crease the difficulty level.

The other way to use pyrokinesisisn't actu-
aly more complicated, and probably alittlelessfunfor the gamemaster (unless, of course,
he is using the power). Have the mutant declare a damage value. That's the difficulty
number of the Power check. If the check succeeds, that damage is done to the target (it's
an Energy (E) attack, by theway, and armor can sometimes help). Ifit fails, no damage
isdone.

Z

=
" "‘\‘
-

RECENERATION

By using this power, wounded mutants can recover from any injury short of death
within minutes— if they are lucky. The base difficulty of the Power check simple for one
wound taken, plus one difficulty level per additional wound. So, if a character has taken
four wounds, the difficulty of the Power check is tough.

When the character makesthe Power check, heistryingto heal by regrowing damaged
tissue. If he succeeds, he heals one level of wound. If he fails, he does not succeed. The
mutant can continuetrying to regenerate aslong as he has Power left. Healing onewound
takes from one to five minutes.

An unconscious mutant will automatically try to regenerate once a round until he
succeeds or wakes up.

TELEKINESIS

The mutant can pick up, move, and manipul ate objects with the power of his mind. Of
course, clones don't have real powerful minds, o ...

Thedifficulty of the Power check isbased on the character's carrying capacity and the
gamemaster's evaluation of the situation. Lifting or moving an object with a mass equal
to or lessthan the mutant's carrying capacity isnormal or less. Moving anythingwith a
greater mass is tough or greater.

Fine motor skills can be tough aswell. Flipping a simple toggle switch would be easy,
but hittinglots of buttons or squeezing off an accurate shot with alaser would be harder.

TELEPATHY

This power, most valued by the Psion secret society, alows a mutant to project his
thoughtsinto atarget's— or multiple targets — mind. The difficulty leve of the Power
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check is easy, but can be increased (or even decreased) for very complex (or very simple)
messages. If the player can say his message clearly and understandably in five seconds,
the difficulty should be easy. Otherwise, the telepathic connection is hard to establish.

Thetedepathiclink can actually last for oneto five minutes (random determination by
the gamemaster) but, because of the primitive nature of this power, communication is
usually in short bursts. However, becausethemindisfaster than thetongue (supposedly),
more can be said and understood inthat time. That'swhy the difficulty level canincrease.

Also, rangeis afactor. If the telepath can clearly seethe target — even over amonitor
—thedifficulty is unmodified. Ifthetel epath can, and does, touch thetarget, the difficulty
should actually be lower. If the target cannot clearly see the target, or cannot see the
target at al, the difficulty level should be increased dramatically.

Thetarget, for his part, can only respond in very brief (one second) replies, unlesshe
has telepathy as well. The target can attempt to make a Chutzpah or perception roll to
determine who is talking to him mentally, but the chances of success are almost aways
dim.

TeLePorr

A dangerous power, teleport is also very useful for getting out of a nasty scrape. The
mutant concentrates for afull round (doing nothing else) and then makes a Power check.
If he succeeds, he disappears. If he fails, he stays where he is (usually).

The base difficulty range for ateleport attempt is Normal. If the range of the actual
teleport isvery far (more than akilometer), the difficulty can be increased. If the mutant
cannot see his destination clearly (monitors and vids count), then the difficulty should be
increased. Ifthe cloneis carrying lots of stuff— or another clone — the difficulty will jump
dramatically.

Thereis an additional wrinkle to the teleport power. If amutant with this power isin
abattle or avery stressful situation and is knocked unconscious, have him make a Power
check. If he succeeds, he involuntarily teleportsto arandom location of the gamemaster's
choosing — though it should be someplace the mutant would think of as "safe."

A-Ray Visron

The mutant can see through stuff, dueto strange, inexplicable organs and membranes
in his ocular structure. For reasons too complicated to go into, the mutant can see as
clearly through clothing, walls, or floorsaseasily asyou or | can seethrough smokeor fog.

The difficulty level of an x-ray attempt is easy, but that is modified by any substance
thicker or more dense than clothing. Plagtic, plasticrete, sted, titanium ... they aredl
progressively more difficult to see through. Thickness counts as well.

If the character succeeds, he can see immediately beyond the obstruction (usually
about ten meters or s0), but not much farther. He can makeperception checks as normal,
for the oneto five minuteduration of the power. Ifthe character triesto see through amore
dense substance than his original Power check, he must make another check.

MORE AIOTES ON MUTANT POWERS

Just when you thought it was safe to finish reading about mutant powers ...
No, serioudy (?), here are afew more things about mutant powersyou can useto make
them run better in your game.

OON'T MakE THEM RELIABLE

Hey, these are mutant powers, not super powers. They aren't reliable or predictable.
They don't always work the same way twice and, even if the character makes the Power
check successfully, they don't have to work the way he wanted them to.

For example, precognition could be anightmare power for agamemaster. Solvethisby
havingthe clonewho over-usesthe power overcomeby visions, dreams, and premonitions
that irgl:lapacitate himlong enough for whatever surprise hewastryingto ruinto comeoff
normally.

Mutant: Aaah, argh! | ... I'm coming out of it. | see, | see ... A giant robot! Oh, no! A giant
robot is going to burst through that door and attack us!

Team Leader: (Desperately trying to regroup the remainder of the team and retreat.) No
kidding, Sherl-O-CKK! It attacked the minute you went into your trance! How about trying
something useful ... like throwing yourself in its line of fire?!

MUYTANT POWERS



o oD QI an ) Bantd S01%) 2 1% 2 e, 0] Senr P 200t 020 Paranoias

The Fifth Edition

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY ...

DON'T TELL Em EVERYTHING

When a character gains a mutant power, have them make a Power rall (as per the
instructionsin " Character Generation”). Ifhefails, he doesn't even know he has amutant
power. If he succeeds, you can describe to him as much as you want about the mutant
power he has. Remember, he probably hasn't used it much — except accidentally — and
hell know very little.

Gamemaster: Okay, you have a mutant power.

Player: Great! What isit?

Gamemaster: Well, one day, you were sitting around the PLC Infrared cafeteriawhen
somebody started pushing you around. Normally, you'd take thejerk's name and clone number
and "get back to him later," but you weren't in the mood to be devious. Something snapped. The
next thing you knew, you were standing alone in the cafeteria, surrounded by fires ...

Player: Cool! Pyrokinesis!

Gamemaster:... and there were trays and tables thrown al about like they were kindling ...

Player: All right! Telekinesis!

Gamemagter: ... You felt that everyone outside was really afraid ...

Player: Um, empathy? Mind probe?

Gamemaster: ... but, finally, you redlized ...

Player: What? What?

Gamemadter: ... That extensive knowledge of mutant powers, even their names and general
characteristics, is above your security clearance. Where did you learn al those different names
for mutant abilities, Citizen?

Player: Gulp ... um ... heh ...

Gamemader: Please report for termination, Citizen. Mark off a clone, and have a nice day.

Player: Y es, Computer. Sigh.

ACCIOENTS HAPPEN

Remember those optional rules about critical failures? Well, don'tjust reserve those
for normal actions— mutant powersarecryingout for attention. Y ou canhavealot of fun
making mutant powers go haywire, even when players don't roll a"1" on their Power
checks. Don't berestrictedto critical failures— any timeacharacter usesamutant power,
heis open game.

But you don't want to get too predictable or overbearing. Y ou want charactersto use
their mutant powers — they're treasonous, they're unpredictable, and they're in your
control ... what more can you ask for?

Here are some examples of failure nastiness you can use until you get the feel of it:

Adrenaline Control: The character gets weaker; he gains with one stat and loses
another (really strong, but really clumsy); or maybe he has a cardiac arrest.

Charm: Thecharacter stinks, becomesrepulsive, or, atthevery least, becomesamost
unnoticeable.

Deep Probe The information obtained is completely wrong; the character gets an
excruciating headache and cannot concentrate; or the target gets a nasty headache or
maybe even a brain hemorrhage.

Electrashock: Zzt! Feedback! Or ashort circuit— sparks coming up over the clone's
hair make it obvious something is wrong. Don't get near water.

Empathy: A totally inappropriate emotion comes to the fore, or maybe the mutant
himself becomes consumed with the emotion.

Energy Field: A kinetic accelerator — ouch! Stuff going through the field increases
in energy and damage.

Hypersenses. Sensory overload or complete dampening. Either way, the character
loses complete control of his senses.

Levitation: Up, up and away! No atitude control —just start heading toward the
ceiling and hopeit's solid! Or maybe the clone becomes heavier and goes through the floor.

M achineEmpathy: Machinesbecomevery upset, violent, or just perverse. Maybethe
machinelikesthe character, butis so completely messed up that it continuesto do exactly
thewrong thing.

Matter Eater: Burp! An emetic! Or achoking seizure. Maybe the matter eater feels
an uncontrollable urge to devour everything in sight for afew minutes.

MUTANT POWERS
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Critical failures can be to your
advantage. Take the Communica-
tions Officer with eectro shock.
He was caught trying to sabotage
his Multicorder, panicked and
short-circuited al his equipment.
His replacement clone was
relieved at the lack of evidence.

t40

M echanical I ntuition: No ... I'm sure that goes here ... The mutant breaks or just
plain screws up whatever heistryingto work with. Then, of course, heimmediately tries
to demonstrate it to everyone within the area of effect... er, within the area.

Mental Blast: The character attacks everyone in the area, himself, or the most
inappropriatetarget you canimagine. Go ahead, imagine.

Polymor phism: Theclonekeepschangingfor theduration. Oh, sure, at first theclone
lookslikewhat hedesired, but then he startstomorph. First alittle, thenal ot—theclone
might not even natice it himself, but somebody ese will ...

Precognition: Thecharacter gainsvisonsfrom someone dsesnear future ... or past,
or present. Can be redlly fun if the situation seems similar.

Pyrokinesis. I'm on fire! No, you're on firel No, everybody's on fire! Either the
character starts lighting random fires, or imagining he has. Hey, the power's dl in his
mind anyway.

Regener ation: The power works normally ... at first. But then it starts to overwork,
Maybe an extra arm, leg, foot, or miscellaneous appendage is growing out of the former
wound.

Tdekiness It'sapoltergeist! The TK power startsworking on its own, obeying the
character's subconscious.

Teepathy: All the mutant's most treasonous thoughts and desires become public !
knowledge as he broadcasts uncontrollably. :

Teleport: Icky. The character teleports, but ends up ... yuch ... inside something. i
Automatic death, so you might want to try the random location idea more often. :

X-Ray Vision: The clone starts giving off x-rays in enormous quantities. It probably |
won't be noticed until somebody gets really sick — and maybe not even then — or until
someone turns on arad detector.

OON'T BE AFRAID OF SUCCESS

With all thenasty thingsthat can happento mutantswhen they usetheir powers, you
might need to encourage them alittle. Y ou can do thisin two major ways.

First, when someone gets an unusually high roll or makes areally intelligent use of
their mutant power, makeit work really, really well — better than expected. That mind
blast does +5 damage or the TK attempt is really subtle and precise ... whatever seems
appropriate.

Thesecondway to "reward" amutant istoignore obvious uses of mutant powers. When
their teams start screaming bloody mutant treason and trying to point the finger at them,
chop it off. Reward the mutant for being the only non-mutant in the group, and accuse
them of petty jealousy ... no matter how damning the evidence.

Of course, when the mutant gets too confident, chop him off...

MUTANT POWERS
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ULTRAVIOLET CLEARANCE .

The Computer keeps close tabs on equipment. Some things can be bought, but the
Computer castsasternglanceonwoul d-behoarders. Inany event, few citizenshavemany
credits to spare, and regulations narrowly restrict items to security clearance. Most
equipmentisassigned, onatemporary orlong-termbasis, to citizens. Someistreasonously
owned.

Those are, in fact, the three categories of equi pment ownership in Paranoia: personal,
assigned and treasonous.

PERSONAL EQUIPMENT

A citizen obtains persona equipment by paying for it or having it "indefinitely
assigned" to him by the Computer. He can use and abuse it ashewishes— he can ezt it,
burn it, jJump up and down on it — the Computer doesn't care, as long as no treason is
committed.

ASSIGNED EQUIPMENT

This equipment is assigned by the Computer, usually for a specific purpose. Assign-
ment can be on a short-term basis (perhaps for the duration of a single mission) or on a
long-term one (like thelaser each citizen is assigned when he becomes a Troubleshooter).
Assigned equipment is, naturally, Computer property, and losing, damaging or destroy-
ingitistreason.

The citizen to whom the equipment is assigned is personally responsible for maintain-
ing and protecting it. Should he permit it to come to harm, he would, naturally, be a
traitor. Since accidents do happen, the Computer does not invariably execute citizenswho
permit equi pment assigned to them to come to harm— punitivefines (and treason points)
are more common. Still, repeated carel essness, or theloss of particularly valuableitems,
could make the Computer cal for the ultimate penalty.

There are two types of assigned equipment: standard and experimental.

STANOARD EQUIPMENT 4

All equipment in this chapter, unless otherwise noted, is standard equipment.
Standard equipment may have a security clearance (no one of lesser clearance may use
or eventouchit), but itsexistence is common knowledge throughout Alpha Complex, and
it is probably fairly well tested and as bug-free as the Computer's equipment ever gets.

EXPERIMENTAL EQUIPMENT

Experimental equipment is a specia class of assigned equipment. "Experimental”
includes any item that is currently under development or being studied by R&D (and
includes both "experimental” and "really experimenta” weapons and devices). Because

EQUIPMENT
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Stand down, Citizen! No one
gets equipment without filling
out their Y-4U.NEDE/THIZ forms
. in triplicate.

| resent that implication!
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testing experimental equipment is dangerous, it is assigned only on avoluntary basis.
Just aswith all assigned equipment, the citizen to whom experimental equipment is
assigned is responsible for it. Being responsible for experimental equipment can be
unhealthy, because experimental equipment malfunctions, often spectacularly, with
. darming frequency. If amalfunction can be shown to bethefault of R& D, the responsible
That'sright. The Computer citizen may avoid fines or charges of treason. But don't expect the geeks at R& D tojust

picks a clone and, invariably, he go along with taking the blame ...
volunteersto test the equi pment.

Or his clone brother does. anS’OMOVs fay/p,ué‘d/r

o000 OGS

"Treasonous' equipment may be obtained in many ways. It may be available from
secret societies. 1t may consst of undeclared items discovered on a mission. It may be
stolen. It may be secretly looted from adead colleague. All equipment that isn't personal
or assigned Is treasonous.

Failure to report and surrender al treasonous equipment is treason. If a citizen is
discovered in possession of treasonous equipment, he receives one or more treason points,
depending on the value of the item and how much of athreat it is to the security of Alpha
Complex. Treasonous possession of expensive shoes might earn only one treason point,
while treasonous possession of atactical nuclear weapon might earn twenty or more. Note,
however, that the higher a citizen's security clearance, the more likely the Computer isto

"Turn in your lasers?" Y eah, ignore treasonous equipment. Rank hath its privileges, and the Computer does not
that would work. 1'djust rush begrudge afew special possessions to those whose loyalty to the Computer is proven.
right out and turn in my laser
pistol. Of course, I'd steal WHAT 18 TREASONOYS, ANYWAY?
somebody else's .. So what makes equipment treasonous? Are there particular types of equipment that

are treasonous?

Yes and no. There arereally two possible reasons equipment might be treasonous.
Thefirstis "the law of possession.” If a character possesses equipment that has a
security clearance above his own, and he does not have aspecial Computer-awarded
brevet or clearanceto carry it, the equipment is treasonous. Also, if a character has
a piece of equipment hewas not given, did not pay for, or was not assigned — guess
what... it's treasonous.

The second reason is "the Computer says 0." The Computer might say that certain
pieces of equi pment are inherently treasonous, or treasonous in the possession of clones
of any clearance. A manual on computer programming or Communist propagandawould
be treasonous, or an electromagnet powerful enough to erase Computer node information
would be treasonous.

The Computer might alsojust decide that certain pieces of equi pment are treasonous
because he says s0. There's probably agood reason at the base of it, but the Troubleshoot-
ers don't need to know. For example, even though a Troubleshooter maxim is "Keep
Y our LasersHandy," the Computer might decidethat, for todaycycle, possession

or use of lasersis treason. Why? Maybe there are a bunch of really powerful

lasers circulating through Alpha Complex, and the Computer wants
everyone to turn theirsin so It can check them all. But It isn't

—_— going to tell anyclone.
SPLo\NG Thisisuseful for gamemasters who want to throw players
—— foraloop. It alsoworksto "weed out" equipment that Trouble-
shooters have accumulated through their own deviousness.

The sectionsthat follow describe many varieties of equi pment.
~ However, not dl are necessarily available at any time. There are
7% limited quantities of each itemin Alpha Complex, and they arerationed
on a security clearance basis — abunch of Red level Troubleshooters are
well down on the food chain. Certain sophisticated devices are no longer
manufactured in Alpha Complex, and some are manufactured infre-
guently and at great expense (robots, most vehicles and high technol-
ogy gear). That technology gap again.

As gamemaster, you can aways refuse a regquest for equipment
becauseit is not currently available, and you can assign woefully
inadequate or inappropriate equi pment to a mission because of
the current unavailability of the proper equipment. Further,
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you may decidethat more sophisticated moded s are gill experimental, and available only
for experimental assignment (with the attendant risk of equipment failure).

Of course the list of available equipment is not expected to be exhaustive. Don't
hesitate to add your own items, or delete onesyou didike. Don't be too fussy about prices
or security clearances. If the players ask for something reasonable, be accommodating.

On the other hand, don't hesitate to refuse even the most reasonable requests. It's a
crazy Complex. Sometimes things get lost. Sometimes things get broken. Sometimesthe
inventory gets confused. Sometimes the Computer gets confused. (Whooops, did | say
that? The Computer never gets confused, Citizen!) Sometimes you can't even get alaser
barrel. Or a case of room fresheners gets mistakenly labelled "grenades.”

The Personal Equipment Chart (at the end of this chapter) lists al equipment which
Troubleshooters may purchase themsda veswith their own credits. It dso lists a security
clearance for each piece of equipment; that clearance is the security clearance at which
the equipment becomes available. At the indicated clearance, the Troubleshooter will
receive the equipment if he asks nicely and can pay for it. At any lower clearance, his
regquest will be refused.

However, the chart itsdf is Ultraviolet clearance. The Troubleshooters themselves are
never told what equipment is available at their clearance. The only way to find out isto ask.

TheMiscellaneous Equipment Chart lists equi pment that Troubleshooters can never
purchase, that can only be assigned to them. Nonetheless, credit costs and security
clearances are included. The listed cost is the suggested fine for loss or damage to the
indicated item, or an indication of the price a clone might be able to buy the item on the
Infrared market. The security clearance is the levd a which a Troubleshooter can
requisition the item with a reasonable expectation of his request being granted. When
equipment isrequisitioned in thisway, acharacter must explain why he needstheitem
and must sign documents accepting responsibility for it. Hisrequest may berefusedifthe
Computer doesn't think he needs it, if gamemaster characters have already scarfed them
al up, orifthemonth hasan"R" init. (Thischart, of course, isaso Ultraviolet clearance.

Surprised?)

WEAPONS

Dying repeatedly can sometimes get dull. That's why you need to give the player
characters lots of exciting, fun, entertaining, unusual and different waysto die.

WeaponsinAlphaComplex aredeadly—totheir usersaswell astheir targets. Basically,
the citizenswho work in Alpha Complex's automated factories turning out mass-produced
weaponsaremore concernedwithfulfillingtheir quotasthan with quality. Asaresult, even
the most reliable weapons malfunction with alarming frequency.

Y ou can have weapons mal function whenever you like — when things are moving too
dowly, for example, or when aweapon's failurewill add zest to the atmosphere. Usually,
weapons malfunction on adie roll of 1

Each weapon, of course, malfunctionsin its own charming way. Moreover the user of
awesapon usually has one chanceto try to remedy the malfunction before it proves deadly
— by making aweapons skill roll. The descriptions below say how weapons malfunction,
and what happens when a user triesto "remedy" the problem.

WeEapon TVPES

Different weapons kill you in different ways. Lasers puncture
you with beams of coherent light, flamethrowers cover you with ——
burning gunk, and grenades send lots of little jagged pieces of metal
throughyou. Whilethe distinction at first might seem unimportant—dead is dead, right?
— some armor protects against certain forms of damage and not others. Soit's helpful to
know what kind of damage weapons inflict upon you. Weapons are divided into "types’
according to the damage they do:

L aser Weapons(L): Thesesend beamsaof coherent light through you. Shiny, mirrored
surfaces provide some protection, as does armor reflecting light of the same color as the
laser's beam.

Projectile Weapons (P): These send pieces of metal, plagtic, ice or other hard
substances through you. To offer protection against projectiles, armor has to be able to
withstand high impact over a small surface area.

EQUIPMENT

The Fifth Edition

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY ...

A grenade is my idea of an air

freshener.
®0 00000
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Armor Piercing Weapons (AP): A lot like projectile weapons, except that these
punchthrough armor better. The actual damagetypeisP, but divide all armor and Macho
bonusesin half. ‘

Energy Weapons (E): These shoot beams of electrons or other high-tech molecular
junk at you. As you might expect, only high-tech armor protects against this stuff.

That's funny. | don't remem-
ber ever running out of ammo. Flamethrowers are adso energy weapons — unless your armor has a coolant system,

Sure, | replace my barrels fairly you're cooked.

often, but not once every six Field Weapons (FP, FE, FL): These attack areas, not specific points (eg.,

shots. flamethrowers cover you with flames). Armor must cover you entirely to protect you

ececccoe againgt thesethings. A character wearing, say, akevlar vest (P3), woul d not beprotected
against a FP attack.

Bludgeoning or | mpact Weapons (B): These crush you or cut you. Stuff like plate
mail or lots of heavy sweaters protects you from impact damage.

STANOARD LASER WEAPONS

There aretwo types of personal laser weapons. thelaser pistol and the laser rifle. Both
work the sameway. A laser weapon'sbarrel can be unscrewed and removed fromthe main
body of the gun, then replaced with another barrel. Replacing abarrel takes one combat
round, during which timethe user can takeno other action. Each barrel may be fired with
reasonable safety up to sx times. If fired more than six times, there is an increasing
chance of malfunction each time.

Each laser barrel can shoot abeam of only one color of the security clearance spectrum.

“\ > Rul es and The main body of a laser weapon can be mounted with a barrel of any color (although
Eq Ui pment possessing a barrel that shoots a beamn of higher clearance than your own is treason).
Reflec armor is designed to reflect dl laser fire of its wearer's color and below. Laser
Okay, we're starting to get weapons of any type do "L" damage. They a so requirethelaser weapons skill or Dexterity
into some more traditional game to operate.
terms and ideas again. Stop a Traditionally, each laser barrel is
minute. Breath deeply. Il be all manufacturedwith six ringsaroundthe
right. . snout, each the same color asthebarrel's
We figured we had to put in beam. Each time the weapon is fired,
that stuff about types of armor one of the rings changes color. A glance

and damage and ammo and range
(coming up later) to please the
veteran gamers out there. They
like to know these things. For you
Paranoia fans, these things can

at the weapon reveals how many shots
remain, and the barrel's color.

Malfunction: Ifalaser pistol orrifle
malfunctions, it emits a high-pitched

e
be a mere speed bump. : beeping sound. Within a few combat
Every laser hassix shots. Oh, 2 rounds (roll the die, halve the number
yeah? Who says. The Computer g rolled, roundingdown, todeterminehow
@
-

doesn't say. It'll tell you, through many), it explodes. The explosionisa
the gamemaster, when to reload, "P5" attack in a five meter radius.

or when it malfunctions, but why Remedy: A successful weapon (laser pistol, laser rifle) skill check against a BDR of

stop the ection if you're havin : X
fu,? just becauseg’omebody's 9 normal prevents the explosion, but the weapon is unusable thereafter.

counting ammo. If a player says, There are aso vehicle-mounted or "field" laser weapons in Alpha Complex's arsena
Hey, | just ran out of ammo, They work in exactly the same way as personal laser weapons, except they are usually
well, | guesshedid —hesgotthe  nowered by larger energy packs and require use of thefield weapons skill to fire. They are

gun. Leteveryonedseblazeaway  gjgoyssed further under "Field Weapons," below.
until you say they're out.

e g goestorall e . STANDARD [PROJECTILE WEAPONS

ranges, all that stuff— that's to Projectile weapons fire large or small projectiles. Some are personal weapons, other are
make the players feel like they field weapons. They are very effective, if somewhat loud and messy. All projectile weapons
can strategically “hedge their do"P"' damage unlessotherwisenoted. All projectileweaponsrequire theprojectil e weaponi

bets' aganst theinevitable. Like ill or Dexte.lty to fire
fun. They can run around, trying ’
to use strateqy, and you cah BoW o/ yeraeoners ano CONE RIFLES

them away anytime they want. ) ) o
"But I'm wearing battle armor Slugthrowers are a development of the Old Reckoning handgun, semi-automaticrifle,

(A117)! That laser pistol couldn't and SMG. Cone rifles are neither cone-shaped nor rifles, but an offshoot of the modern
kill me." bazooka. Both can fire a variety of different shells. Ammunition for both weapons is
Well, Clone-Y, itjust did. available in these forms:;

/ 46 EQUIPMEN
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* Solid slugs are solid metal dugs which do damage by impact.

» Dum-dums are solid slugs designed to fly apart upon impact. Dum-dum shells have
lower range than solid slugs, but do more damage.

« HE or high explosive shells explode on contact. For dugthrowers, these are explosive
bullets, which do more damage than solid shells or dum-dums; for cone rifles, these are
explosive shells which can affect a five meter radius.

« AP or armor piercing shells are designed to penetrate armor. For slugthrowers, these
are "greased" bullets designed to penetrate kevlar or other body armor. For cone rifles,
these are explosive shells designed to penetratetank or flybot armor. APweapons do "P'
damage, but they halve the armor they hit.

* HEAP or high explosive armor-piercing shdls are smilar to AP shdlls, but are
somewhat more effective (and costly). HEAPweaponsdo "E' damage and hal vethe armor
value of the target, unless it is dso AP resistant.

« Napalm shdlls are designed to explode on contact, spreadingjellied petroleum or white
phosphorus over the skin of the target (or, in the case of cone rifle shells, over the
surrounding area). Napal m continues to burn for some rounds after contact (roll the die
to determine how many), doing damage to the target each round. Since both jellied
petroleum and white phosphorus contain their own supply of oxygen, napalm cannot be
extinguished with water or by suffocation, but can only be removed by scraping the stuff
off the skin. These weapons do "E" damage.

« Flare shells are designed to illuminate rather than cause injury. Flare shells fired by
slugthrowers are tracer bullets — they produce streaks of light which light up the area
withintheradiuslisted onthe Weapon Chart. Hare shellsfired by conerifleslight up the
areaindicated on the Weapon Chart, and conti Pue to bur6r‘|1

or sever
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Gas rounds are pretty good,
but give me atacnuke any day. |
seldom need to "bring 'em back
alive" HEL-sector, | can't always

find all the parts.
o000 000
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CONE RILFLE

rounds after launch (roll the die and divide by 2 to determine how many). They can do
damageto atarget if they do hit someone— "P' damage from theimpact and penetration.

« ECM shdlls contain electronic jamming equipment. Only bot targets are affected by
ECM. Additionally, radio, radar, and other devices which rely on the broadcast or

reception of electromagnetic signals become inoperative. The shell's radius of effect is
listed on the Weapon Chart. The type of damage is"E," but they only affect mechanicals.

» Tacnuke shells are available only for conerifles. They are small nuclear devices and
can be quite devastating. Thisisabig"E."

* Gas shells spread a cloud of gas over the radius indicated on the Weapons Chart. The
effect of gas depends on the specific type used:

Poison gas does damage to any living being within the gas radius. Roll for damagefor
each such being; treat it as an "E3" attack.

Smoke reduces visibility and scatters laser fire. When acharacter fires any weapon at
atarget visible through smoke, halve his skill number. In addition, treat the smokeasL |
armor when laser fire is directed through it.

Corrosion gas does damageto al metallic beings (i.e., bots) within the area of the gas.
Treat as poison gas, but it affects only inorganic and not organic beings. It aso reduces
the damage protection abilities of metal armor (e.g., plate); reduce the armor rating by 1
for each round the armor is exposed to the gas.

Vomit gas causes organic beingsin the area of the gas to vomit. Each round, each being
must make an enduranceroll. Ifhefails, he beginstovomit, and may take no other action
for several combat rounds (roll the die and halve the number to determine how many).

Gauss gas is a substance which dramatically increases the permittivity of free space
within the area of the gas cloud (and our thanks to Citizen Nxt-G-ENN for the
meaninglesstechno-babble). If agauss or energy weapon is fired into the area of the cloud
and hitsitstarget, add 3 to the damage value.

Dirt gasrapidly adheresto any solid substance, coatingit with black slime. Apart from
being disgusting, this reduces the damage protection from reflec armor. Reflec coated
with dirt gasisonly L2 armor. It returns to L4 if the wearer gets a chance to clean his
armor. It takestwo rounds and aplentiful supply of water or other solvent to clean armor.

Hallucinogenic gas contains a potent hallucinogenic drug. Each combat round a
human remains in the gas cloud, he must make an endurance roll; if he fails, the
hallucinogeni c gasbeginstotakeeffect. All skill numbers are halved for the next daycycle
because the human cannot be sure whether anything isreal or imaginary.

Note: Non-organicbeings(e.g., bots) arenot af fected by poison, vomit of hal lucinogenic
ges. Characters wearing gas masks are similarly immune to these gases, as are
characters in environment and combat suits.

James Holloway

CONE RIFLE SHELL TRIGGERS

Conerifle shells are usually equipped with contact fuses, which explode upon impact,
but other types of fuses are aso available. (All slugthrower ammunition uses contact
fuses.) Any type of shell may be equipped with any type of fuse. Other fuse types are:

» HEAP fuses activate a shell when it gets hot. How hot is hot? That varies from shell to

EQUIPMENT
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shell —someactivateat 30° Celsius, someat 100 degrees, somethe moment they feel body
heat, some only inthe midst of athermonuclear explosion. When a character requisitions
ashell with ahest trigger, he should specify the heat level hewants, and pray that PLC
doesn't screw up.

» Gauss fuses activate when subject to violent electromagnetic flux. This flux can be
caused by gauss or energy weapons, powerful radio signals, lightning, etc.

» Remote fuses are designed to activate upon reception of acoded radio signal. They are
usually used with com units modified to transmit the appropriate code. The user firesthe
shell, lets it fall, and waits. When he wants to activate the shell, he transmits the code. Don't underestimate the value
If the remote fuse is in an area blanketed by ECM jamming, it will not activate. of agood knife or club. The

« Timers activate a certain amount of time after being fired. How much time? Like heat |hrg|| (roi] 'n%at;?(rr:i\g gcer(a)g]tigfthmat
fuses, this varies, from nanoseconds to geological epoches. Again, a character can try to of a potential victim and
specify when he requisitions atimer. Timerswhich can be set by hand prior to being fired explaining to him how things are

are also available, but are rarer than pre-set timers. goingtobeis ... aaah ... exhila-

Malfunction: The dugthrower or cone riflejams. If the weapon was firing any kind rating.
of shell other than solid slug or dum-dums, the shell explodes in the weapon's chamber, o0
destroying it and doing damage as indicated by the Weapons Chart. The shell aso has
whatever effects such shells normally have (e.g., flare shells emit light).

Remedy: A successful projectile weapons check against a BDR of normal clears the
jam. If the shdll fired was solid Sug or dum-dum, this returns the weapon to normal
function. Otherwise, the weapon is atotal loss.

Has anyone ever told you

STANOARD MISSILE ANO MELEE WEAPONS youre sick?

GRENADE

Thisis, like, agrenade. Y outhrow it, see? Usually,
a clone can throw a grenade a maximum distance
equal tohisHTH damagetimesfour in meterswith no
modifiers. After that, assign range modifiers as you
see fit. They do "P' damage. Requires Agility or
thrown weapons to use.

Malfunction: The grenade is a dud and fails to
explode.

Remedy: No remedy ispossible.

GRENADE

YnarmeED

Barefists. Thesedon't malfunction. Much. They do
"B" damage equa to the character's HTH damage
modified, asisal damage, by a+1d10roll. Youdo"B"
damage. Brawling is used to hit.

BRASS KWYCKLES

Like the name says, athough brass is rare in
AlphaComplex—these are morelikey to be made of
steel or aluminum.. They don't malfunction particu-
larly, either. They enhance a character's HTH "B"
damage. Even though these are, technically, meleeweapons, you use brawling to hitwith

them.

KWIFE, CLyB, SWORD, TRUYNCHEON

Doyoureally need definitions of these?Y ou do?Whereis Citizen Web-B-STRwhenwe
need him?They do "B" damage. Y ou use— duh— melee weaponsto attack withamelee
weapon (what a surprise).

Malfunction: It breaks.

Remedy: Thereain't none. Oh, you cantakeit homeandfix it up with some superglue,
| suppose.

Eavioment 145
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NEYROWHIP

A nasty whip-shaped weapon which ddivers agtingingjolt to the nervous system. A
melee weapon that does "E' damage. You can aso use the tangler Hit Location chart
(below) to determinewhat part of avictim gets caught by the weapon on an astounding
success (dieroll of 20) if youwant. The character would then automatically take damage
every round until unlashed.

Malfunction: Lashes back and forth and hits itswielder; roll damage for him asifhe
were atarget.

Remedy: None (the weapon didn't break; the user just screwed up).

FORCE SWORD

Thisweapon is amonofilament fiber encased in aforce field sheath. It can cut through
just about anything short of neutronium. It does”E" damageandisaforceweapon. Rumor
hasit there are force knives and force axes out there aswell, but we all know that rumors
are treason.

Malfunction: The force field ceases to exist, and the monofilament becomes a loose
wirewhich may whip around and injureits user. Inthis case, the user makes a skill rall;
if he succeeds, he avoids injury. If hefails, herolls for damage as atarget.

Remedy: Nothing can prevent the malfunction. A successful weaponsroll returnsthe
weapon to normal function.

EXPERIMENTAL HANO WEALPONS

The following hand weapons are experimental. Each is accompanied by a security
clearance. Thisisthe usual security clearance of the weapon, though it can go up or down
asyou seefit.

Sowre Wearons
Orange. Sonic pistols and rifles are experimental weapons which project a cone of
deadly ultrasonic vibrations. They do"E" damage.

M alfunction: Theweapon shakesitselfto pieces, doing damageto itswielder. Roll on
the Damage Table; treet it as an "E4" attack.

Remedy: No remedy is possible.

lee Guns
Red. Ice guns operate by freezing water and rapid-firing needles of ice. They are
rel oaded by pouring water into anozzle at the top of theweapon. Ice gunsdo "E" damage.

Malfunction: The freezing chamberjams and over-freezes. Roll the die; if the number
rolled is even, the weapon is inoperative. If odd, the gun shatters, spraying the wielder
with shardsofice. Roll onthe DamageTable;
treat it asa"Pg" attack.

Remedy: A successful energy weapons
skill roll versus a BDR of normal prevents
the ice gun from shattering, but the weapon
cannot be repaired.

BLASTERS ANO ENERGY PISTOLS
Orange. The principles by which the
blaster and energy rifles and pistols work
are s0 secret that virtually no one knows
them. Theblasterisalarge (.6 meter) weapon
fired with one hand which has flashy finsand
is gyled like a Corvette; the energy pigtol is
much smaller and exists in an antenna sur-
rounded by rings. Bothtypesdo"E" damage.

Malfunction: Roll the die. On an even
roll, the weapon stops working. On an odd

16 Gun

James Holloway
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roll, it heats up suddenly, then vaporizes. In the latter case, the holder suffers damage;
roll on the Damage Table — treat it as an "E8" attack.

Remedy: A normal energy weapons skill roll prevents vaporization, but the weapon
isuseess.

NEEOLE GUNS

Y ellow. Needle guns look much like modern automatic hand guns, but appear to be
made of plastic. When the user presses abutton on the handle, adoor opensto reved a
roll of tiny plastic flechettes. The weapon is reloaded by removing the spool onwhich this
roll is mounted and replacing it with a new one (much like replacing it a printer ribbon).
When fired, the weapon separates the flechettes and fires them in a steady stream. These
weapons do "AP' damage.

Malfunction: The plastic ammunitionjamsinthe pressure chamber and theweapon
may explode. Roll the die. On an even roll, the weapon is unusable. On an odd rall, it
explodes. Inthis case, rall for al beings with one meter on the Damage Table (treat it as
an"AP9' attack).

Remedy: A successful projectile weapons skill roll clears thejam and prevent an
explosion, but the weapon malfunction number increases by 1 (to 2) whenever fired
thereafter. '

FLAMETHROWER

!
2
H

FLAMETHROWERS

Ydlow. Thisisyour classic Old Reckoning flamethrower with afew minor modifica-
tions. It's apretty devastating weapon; on the other hand, it's of limited use in enclosed
spaces (like, oops, most of Alpha Complex) because the stream has a habit of bouncing
back when it hits an obstruction. Also, they do have a nasty tendency to explode, and the
user is strapped into the weapon — hard to run when things go bad. Flamethrowers"E"
damage.

Malfunction: It explodes. Roll for everyone within five meters on the Damage Table
(treat as an E9 weapon).

Remedy: A successful normal energy weapons skill roll preventsthe explosion, but the
weapon is usdess.

Hano FLamer

Violet. Sort of amini-flamethrower; it firesathinjet of flamingliquid at highvel ocity.
It dso does"E' damage.

Malfunction: It may explode. Rall the dig if the roll is even, the weapon stops
working. Iftheroll isodd, theweapon explodes, roll damagefor thewielder onthe Damage
Table (treat it as an "E8" attack).

Remedy: Nothing can stop the weapon from exploding. If the weapon stops working,
a successful normal energy weapons skill roll returns it to normal function.

Srun Guws .

Orange. Stun guns do no "red" damage. Instead, any living target which is hit is
stunned for several combat rounds; roll the die, halve the number rolled and round
fractionsdownto determine how many rounds. Duringthistime, thetarget may not take
any action. Thisis a special type of damage, but "E' armor will resist it.

EauiPment / 5 /
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Malfunction: All beingswithinfive metersare stunned (roll as aboveto determinethe
number of rounds).

Remedy: A successful Normal energy weapons skill roll repairs the weapon. If a
character attempts to repair the weapon and fails, he is knocked unconscious and the
weapon is permanently busted.

W TANGLERS

Green. A tangler throws a four
meter adhesive rope, which wraps it-
self around the target and gradually
contracts. It doesno damage, but gradu-
ally contracts. It does no damage, but
when atarget is hit, the gamemaster
rolls on the Hit Location Table (below)
to determine the body location to which
the tangler rope adheres. Ifthe head is
hit, the rope is assumed to have
/ wrapped around thetarget's neck, and
the target will die of strangulation in
severa rounds (roll the die to deter-
mine how many) unless the rope is
removed. The victim needs the aid of
another to remove it, but this takes
only one round. If any other body loca
tionishit, that areaisimmobilizedand
thetarget losesitsuse. Again, he may
remove the rope in one round with the

aid of another.

Remedy: A successful normal energy weapons skill fixes it. An unsuccessful roll
means all the adhesive ropes burst out and stick to the character attempting the repair.

Indigo. Gauss guns project aviolent el ectromagnetic flux which wreaks havoc on bots
and electronic equipment. Organic beings do not suffer damage from gauss guns. Against

Malfunction: If the weapon malfunctions, it stops working — no other ill effects.
Remedy: A successful normal electronic engineering roll fixes the weapons.

// /I\ \ d ,
. TN
' e
:\> Hit
Location Table
Location GAYSS GuNs
1d10 Wrapped
1 Head/neck - € me
2-4 T:fso nec bots, figurethis as"E" damage.
5-6 Legs
-8 Arms
9-10 One arm,
one leg PLASMA GENERATOR

Malfunction: It stops

working.

Watch out! | knew a clone who
used a gauss rifle to stop a pack
ofdoberbots from ripping into
their Yellow clearance trainer.
She was awarded the Yellow
Backstripe of Bravery ... just
before being busted down to Red
clearance for damaging valuable
Computer property. The Big C
places great value on Its bot
buddies.

152

Violet. A plasma generator consists of a tank backpack which contains plasmaheld
in amagnetic bottle, amagnetically-sealed hose which leads from the backpack to a hand
projector, and a shield which protects the wielder from the hand projector. When fired, a
ball of plasma (superheated gas) is emitted from the hand projector, and travels forward
from the wielder, expanding as it moves. Each combat round, the ball moves five meters
forward, though its movement may be affected by wind. It expands outward in a 60 degree
coneinfront of thewielder, doing damageto anything inthat coneasit moves. It continues
moving for four rounds, then dissipates.

Note: If a player fires the ball into the wind, it may be blown back into his face.
Regardless, it does "E" damage.

Malfunction: A warning alarm buzzes. After several combat rounds (roll the die and
halve the number rolled to determine how many), the weapon explodes. Roll for al beings
with 10 meters on the Damage Table (treat as an "E20" attack).

Remedy: Thisis atough one. The weapon is very expensive, and the Computer will
be very displeased if it is damaged. On the other hand, a character may understandably
prefer to run. A successful easy energy weapons skill roll turns off the buzzer. A second
successful roll (normal) prevents the weapon from exploding. A third (tough) roll would
repair the weapon and return it to normal function — good luck!

By the way — if the magnetic containment bottle is ever hit by laser fire, the plasma
generator is not long for thisworld.

EQUIPMENT
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PULASMA GENERATOR

James Holloway

ARMOR

There are severa different types of armor in Alpha Complex, though dl of them are
rare. See, only clonesinvolved in Computer missionsthat require constant fighting—like
Armed Forces types, certain IntSec units, and Computer guards — are assigned armor
on apermanent basis. Everyone elseis supposedto "Keep Their LasersHandy," but only
use them on Computer command. Even Troubleshooters are only assigned armor on
really dangerous missions.

But armor isvery, very useful. Mostis not proneto malfunction, and itisthe only thing
out there between your enemies, your Macho stat, and your hide.

All armor is designated by aletter, or series of letters, followed by a number or series
of numbers. For example, reflecarmoris"L4"—it protectsagainst |laser damagetoavalue
of four points. Thisis dl explained in more detail in the Combat chapter.

ARMOR TVPES

Armor types coincide with weapon types. Each type of armor is specificaly designed
to deflect a certain type of attacks. Really great armor deflects more than one type of
attack. Here are the basic kinds of armor that exist in Alpha Complex:

Laser Armor (L): Mostly reflec armor, laser armor reflects or partidly blocks the
damage caused by lasers. Most laser armor only deflects damage from certain security
clearances of laser. If 0, the armor will be listed first by its security clearance, then by
the damage it reflects. Example Red reflec (L4).

Projectile Armor (P): A variety of armor types blunt the penetration of "P* damage.
They are usually rigid or thick armor types.

AP-Resistant Armor (AP): Armor piercing weapons halve the protection of normal
"P" armor, but AP armor is super-resistant to penetration. Double the armor value of AP
armor versus "P' damage, and do not halve the value versus "AP' damage. Example:
Laced Kevlar (AP4) actually has an armor value of 8 versus "P' damage and a 4 versus
"AP' damage.

Energy Armor (E): Sometimes actually using energy to deflect energy, more often
just cutting down on radiation absorption, energy armor is useful against those nasty
blasters and energy weapons Commies continuously seem to get hold of.

Fidd Armor (FP, FE, FL): Fedweapons attack aress, not people— and in amore
complete way than grenades or conerifle shlsdo. They arehuge. Itisarare armor that
can resist the damage caused by a field weapon. Those armor types are noted by the
designation "F' before the type of damage they resst. Fidd armor is dso good against
normal damage. So, if you have "FP4" armor, it will provide armor value 4 against FP
weapons and against normal "P' damage weapons.

Impact Resistant Armor (B): Bludgeoning weapons do damage by direct force.
Impact resistant armor cushions and deflects those attacks.

All Armor (ALL): Some armor protects equaly against dl normal types of attacks.
Ifyouhave"ALL" armor, you canuseitsarmor val ueagainst any typeof attack. However,
"ALL" armor does not protect againgt field weapons (that would be "FALL" armor) and Hmmn. "FALL" and "APALL."
its armor value is halved versus "AP' damage (unlessitis"APALL"). You aren't trying to get ajokein

there, areyou Citizen Ed-1-TOR?
L N N I BN )
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REFLEC ARMOR

Reflec armor defends against laser "L armor. It will causelaser fireto be partialy, or
completely, deflected. It can beworn over other light armor (gamemaster'sdiscretion), but
wearing anything over reflec cutsitsvalueof protectionin half. Getting it really dirty has
... But certain treasonous, not- the same effect.

to-be-named clones have gotten Note: Reflec armor is always colored its security clearance and will only deflect laser
hold of low-clearance paint and attacksthat are of its clearance or lower.

covered the armor with alight

gloss. Whilethis halvesthe KEVLAR

amor's protection, it keeps your Excellent light protection against projectiles, kevlar armor is"P" resistant. It islight

Violet or Indigo reflec from
attracting undue notice.

[ X N N N N N ] mpkm

A much rarer version of kevlar, laced kevlar is "laced" with super-strong fibers that
give the armor AP protection. It is only handed out to higher clearance clones or
Troubleshootersonreally important Computer missions. Itisvisually undistinguishable
from regular kevlar.

LEATHER

L eather armor went out with the Old Reckoning (or maybe before), but synthel eather
ispopular among certain clones. Expensive, and usually only availableto clonesof Orange
clearance or above, it is the best personal armor a clone can by — since it is more of a
fashion statement than a protection. It protects against "B" attacks only.

and flexible, and often assigned to lower clearance Troubleshooters.

CHamw

Armor bordering on the treasonous (wearing it is like saying, "Hey, | have Old
Reckoning knowledge!™), it is rardly worn in Alpha Complex, but careful clones can get
away with it — and it protects better against "B" damage than |leather.

Puare

Many security guards and Corpore Metallica secret society members go in for plate
armor. Itisusually made up of scavenged bot armor or pieces of dome shielding, but the
Computer has issued actua plate armor suits. Bulky and heavy, it protects very well
against "B" damage.

ASBESTOS CLOTHING OR SUIT

A very specidized type of armor, the Computer only lets this stuff out to clones likely
to be encountering, well, open flame. Reactor personndl and PLC cooks can get it on
request, others may have to wait. Asbestos clothing is good versus "E" damage, while a
full suit protects against "FE' damage (since it covers the entire body completely.

FAarRRaORY SUIT

A more advanced, and much harder to get, version of asbestos clothing comesin the
form of the Farraday suit. Itis equipped with internal cooling mechanisms and radiation-
damping Iayers Only high clearance Power Services and PLC (Food V at detail) can hope
to lay their hands on this stuff, un-
less the Computer has somethi ng
specia in mind. It protects against
"FE' damage.

A SPECIAL ENVIRONMENT
SuIr witk ExXTRA EVE
PROTECTION,

ENVIRONMENT SUIT

There are places in Alpha Com-
plex where the air is so poisonous,
corrosive, or just plain nasty that
even the Computer won't send many
clonesinwithout an EV suit. It pro-
tects against ALL damage, and al-
most all EV suits are coated against
corrosive gasses and contain their
own breathing apparatus.
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Comsear Svrr

Designed for useby eliteV ulture Troopers, thecombat suitisanimpressivearmor type
available only to those clones the Computer really, redly wants to keep dive. "The
Computer isReally My Friend" should be the motto of anyone wearing acombat suit —
unlessthey obtained it under less-than-legal circumstances. The combat suit is environ-
ment-supported and is the only known (non-experimental) FALL armor in Alpha
Complex short of the battle suit, bel ow.

Barres Surr

The Computer saves this armor for very specid HPD&MC clones. Buck-R-OGR's
Space Rangers and The Alpha Team wear this armor on their vid-specids, shown
throughout Alpha Complex. That way, everyone can see how well the Computer takes
care of Its loya citizens. It would be a waste to assign a battle suit to a group of
Troubleshooters — all they'd do is get it shot up.

Battle suits are FAPALL armor — that's right, they protect against al damage, field
and armor piercing aswell. In addition, most battle suits have neat integral attack and
defense mechanisms that are changed for every show ... err, mission.

Bors

Bot is a contraction of "robot," and refers to any sapient non-organic mechanism
capableof manipulating abstractsandintuitiveleaps. (Citizen Nxt-G-ENN strikesagain!
Long live techno-babble! Let's take a meeting!)

The term "bot" is sometimes loosaly used to include machines that aren't truly
intelligent. For instance, not al flybots are equipped with bot brains, but the most
sophigticated models are, so the term "flybot" is indiscriminately used to describe dl
models of the series. A flybot with an on-board, non-sapient computer might be refered
toasa"dumbot" by some, though thisisnot always|ooked kindly upon by the Computer.

Bots consist of two distinct parts. central processing units (CPUs) and peripherals. A
CPU isaprogrammed three-dimensional silicon or gallium arsenidematrix. (That means
it's the bot's brain, right, Citizen Nxt-G-ENN?) CPUs are generally enclosed in tough
protective casings and plugged into the rest of the bot. CPUs are the most sophisticated
and irreplaceable elements of any bot. Their casings are often removable, to permit
recovery of the brain if the rest of the mechanism is damaged or destroyed.

Everything € se— motivational appendages (feet), manipulatory appendages (hands),
vocorders (mouths), video scanners (eyes), and like that — are peripherals.

Bot brains are not necessarily interchangeable. One cannot remove aflybot brain and
expect to successfully operate adocbot, for example, since aflybot brainisis programmed
to fly a flybot, not to repair an injured human. However, bot brains are frequently
reconditioned by the Computer and reprogrammed for another task. Reprogrammingis
not always completely successful. For example:

Troubleshooter: Doctor XRT-4-331, what is your primary function?

Dochot: To heal the injured and cure the sick.

Troubleshooter: What functions have you served most recently?

Docbhot: Inventory of weapon parts.

Troubleshooter: What medical operations have you performed most recently?

Dochot: Grafting a gun stock to the damaged limb of a Troubleshooter.

This sort of thing is not uncommon. Anyone operating such a bot would have to be
extremely implicit in his instructions to avoid the confusion of human medicine with
weapon maintenance.

How Bors Tiiwk

Bots are logical devices, and think logicaly. Of courseg, it's the Computer's logic ...

Appeals to emotion are useless when dealing with a bot; that's the reason for the
existence of the spurious logic skill.

All bots are programmed with the Five Laws of Robotics (Newly Revised), which
basically say that they must follow the Computer's orders above al else; human orders
except when they conflict with the Computer's, and must try to preserve themsalves from
damage, except when orders have priority. Bots do not themselves have security
clearances; al bots are considered inferior to al humans. However, bots are frequently
programmed to refuse instructions from any citizen below a certain security clearance.

EQUIPMENT

| would bethelast to get on
the Computer's bad side by
spreading rumors, but | happen
to know of aloyal group of clones
who were assigned abattle suit
for a Computer mission. They
made good use of it, too, so don't
let the Computer catch you
saying It doesn't take care of Its
own.
o000 OO

Thank you, Sgt. Fur-1-OUS.
Maybeitistime | started
reviewing your records for
promotion again.
2000000

I live only to serve, Com-
mander Computer.
LI BN B BN N

Please don't say "you can't
transplant a flybot's brain with a
docbot," okay? That only gives the
Computer ideas.

Don't be silly, friend Citizen, |
would never put a flybot's brain
in adocbot. Of course, a docbot's
brain in aflybot could be
interesting — in-flight surgery!
Yes That would be even more
entertaining than in-flight vidgl
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-
i :\> The Five Laws of Robotics

- @0 1 A bot may not, through action or inaction, alow the Computer to come to harm.

- . 2. A bot must obey any order from the Computer, except when doing so would conflict

~ Itseader to find avolu_nteer withtheEirst Law.
in agroup of sixth generation 3. A bot may not, though action or inaction, allow citizens (traitors excluded) to come to
clones than to find a bot with all harm, except when doing so would conflict with the First or Second Laws.
Its asmov circuits intact. 4. A bot must obey any order given by a citizen (treasonous orders or orders from
000000 treasonous citizens excluded), except when doing so would violate the above Laws.

5. A bot may not, through action or inaction, allow the Computer's val uabl e property
(the bot itself included) to come to harm, except when doing so would violate any of the
above Laws.

Note: Many bots are more or less literal when interpreting these laws, mostly due to
their programmed functions. For example, a docbot must "harm" a clone during a surgery
(cut him open) in order to remove amore harmful threat to the clone (like a bomb im-
Yes, isn'tit grand? planted by a dangerous traitor, or even aruptured appendix). The docbot has the freedom
and intelligence to make these decisions.

Unfortunately, many bots with this much intelligence are often able to side-step their
asimov circuits with devastatingly convincing ease. And, since bots are not clones, the
Computer assumes that they cannot perform treason and, so, must be the victims of clone

traitors.

The Five Laws are enforced by asimov circuits. Some bots asimov circuits are faulty
or have been removed; they may operate treasonoudly, i.e., disobey Computer or human
orders. These bots are said to have gone frankenstein, roughly the robotic equivalent of
treason.

Many bots resent and fear humans because of the immense power they have over bots.
Thesebotsfrequently interpret human commandsinthe most annoyingly counterproduc-
tive manner possible; it is wise to be extremely careful when wording orders to bots.

MEMORY AND MEm CARDS

Each bot has a certain amount of resident memory, expressed in memory sectors. One
memory sector is enough memory for a bot to have a skill at level 1 Twenty memory
sectors could be filled with software for one skill at level 20, or twenty skills at level 1, or
any other combination of skills.

Usually, software is loaded into a bot, and rarely changed. However, some bots are
assigned mem cards. A mem card is apacket of chips, about the size of a cassette, in which
software is stored. The bot can plug the packet in (like loading a home video game), and
load the software into its resident memory.

Each mem card contains software for a specific skill, at a specific level. For example,
acardlabelled "LaserWeapons 7" |oads the bot with software, lettingit firelaser weapons
at skill level 7. If the bot doesn't have at least 7 memory sectors, it couldn't load the
software. If it has 7 or more sectors, but al were already occupied by other software, it
would have to erase some software to make room for the laser weapons software.

Note that while amem card can give a bot knowledge of any skill, the bot's ability to
use the kill is constrained by its physical makeup. Even if a cranebot has amemcardwith
Medicine 15 software, the fact that its manipulatory digits are the size of station wagons
might make it alittle difficult for the bot to perform microsurgery.

By theway, itiscompletely untrue that PL C occasionaly midabels software packages.
Itjust never happensthat abot isloaded with what Troubleshooters think is one skill, but
turns out to be another one entirely. Never. Honest. Ignore that bot behind the curtain.

There is aso absolutely no truth to the rumor that robots with severe personality
dysfunctions can "infect" mem cards, passing the dysfunctions on to other bots who use
the cards. Rumors are treason, Citizen.

MEm CARD “PAckaces ™

Often, to make certain that mem cardsare not abused, PL C or the Computer will issue
mem card "packages." These packages usually contain several skills each, but other
directives as well. For example, ajackobot assigned to a dangerous mission might be
equipped with a conerifle, alaser weapon, and a mem card containing the appropriate
sKkills. The Troubleshooters have to stick the mem card in when they want thejackobot
to perform.

/ 5 6 EQUIPMENT
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But, in order to ensurethat thejackobot is not abused or used f or treasonous purposes,
the mem card might contain an "order package’ — say, onethat ordersit to erase askill
rank from one of itstwo skillsevery timeit is used. Or maybethejackobot is also equipped
with aperception package that allows it to decide whether the threat it is ordered to
obliterateisreally worth itstime— or whether it is atask best | eft to the Troubleshooters.

ocomear wrry Bors

Combat with robots is smilar to combat with human beings. Robots can possess
weapons skills, just like humans. Some have built-in weapons similar to those available
to human, or human-like appendages which can employ weapons designed for humans.
(If equipped with morethan oneweapon, al weaponsmay befiredinasingleround.) They
may be equipped with armor, or shielding that provides protection similar to armor. A
warbot may be even more heavily-armored than any human could be.

A bot's combat characteristics can be summarized by three basic factors: its weapon
skills, thetypes of weapons either built-in or carried, and the armor rating of its shielding.

When using the Damage Table to determine the effects of damage on abot, terms like
"wounded" or "killed" are inappropriate. The following equivaents apply:

Stun = Short Circuit: Momentary short circuit; no action for one round.

Wound = Minor Damage: Damage requiring aminor repair; no action for one round,;
minor malfunction; -2 or more on bot's skills per wound.

Wounded, Unconscious = The bot experiences a minor malfunction and cannot act
except in completely unpredictable ways for the next three rounds.

# of Wounds equals Bot's Wound Levels = Major Damage: Serious damage
resulting in severe malfunction or compl ete disablement. (Any subsegquent minor damage
or major damage result equals destroyed.)

Dead = Destroyed. Completely disabled; damage irreparable. Parts salvageable
(particularly the well-protected bot brain) at gamemaster discretion.

If a damage result cals for minor or severe malfunction, the robot may act in
unpredictable or unusual ways. Improvise freely for the amusement and discomfort of the
players.

(What's that, Citizen Nxt-G-ENN? Every adventure should be about bots? Bots are
what's most important? Oh, okay ...)

Bor TVrEs

The following are common bot types in Alpha Complex — but there are thousands of
variations. Remember, bots do most of the real work in Alpha Complex. Clones arejust
thereto getinto trouble.Docbotsare medica robots. They rangein complexity fromsmple
first-aid botstofully-automatic surgery-and-intensive-care units. Each model israted for
its medical skill, from the Docbot Medical | (medical skill of 4) to the room-sized Docbot
Mode XII (medical skill of 15).

Note: Medical skill islikefirstaid, and can beused that way—but it a so incorporates
surgery and major treatment. It is much more useful and quicker in healing clones.

The docbot most familiar to Troubleshooters is the Modd V (skill of 8). The body is
shaped like a small powerful human dwarf and it can go almost anywhere ahuman can.
Inits massive torso it stores the equivalent of a small mobile medical unit, including a
veritable pharmacopeia of drugs (pain-killers, coagulants, peptides, amphetamines,
emetics, etc.), medical supplies, a small chemical/biological analysis unit, an ample
supply of plastiflesh, and emergency surgical gear.

Since the Model V can set limbs, staunch bleeding, and sed al but the most ghastly
wounds, even a very serious injury need not lead to death if a Mode V is nearby. With
drugs, even a severely wounded victim can be anesthetized and hopped-up enough to
cheerfully charge back into combat. (On a mission, the authorized operator has complete
authority to order the docbot to use whatever treatment is necessary to return a
Troubleshooter to operational effectiveness.)

When adocbot is assigned to amission group, one member of the group (not necessarily
the group leader) is assigned as its controller; it will obey only his orders. The controller
may assign asecond controller inthe event of his demise, the second controller may assign
athird controller in the event of his untimely death, and so forth.

EQUIPMENT
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Fighting a bot is a lose/lose
proposition. Lose, and you die.
Win, and you've destroyed
Computer property ... which
meansyou really lose.

o0 660000

/ resent that implication!
L3N O O BN BN N

It wasn't an implication,
Citizen; it was a statement.
o0 00000

Oh. Sorry, Friend Computer.
L B N I BN N J
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Oh, yeah, | trust the docbot.
Turn your head and scream.
o0 000 OO

LTI BT R TLRATTITTELTIT bl T FuLT T BLTTITTL ] R TRLEE T R TLR T

Docbotsand Healing: Asit saysabove, adocbot canrepair aclone sowell that he can
get up from near death and operate efficiently. This is not just a by-product of over-
stimulation by drugs, right, Friend Citizen? Y ou trust the docbot, don't you?

JACKOBOTS

Jackobots are al-purpose robots designed to do anything a human can. They stand
about 15 meterstall; thetransport moduleis aflexible, articulated chassis with two sets
of soft plastictreads. Onthischassisismounted aturret-likecylinder roughly correspond-
ing to ahuman torso. On top of the cylinder is a cluster of sensors and communications
equipment that corresponds to ahuman head in size and basic function. Two armsthat
mimic the function of human arms extend from the cylinder.

Jackobot brains have true intelligence, and therefore devel op human-like personali-
ties. In addition, they have alarge reprogrammable memory which permits the user to
plug in mem cartridges. Thus, anyjackobot has potentially any skill, ifit is supplied with
the proper cartridge. Because of the memory limitations of individual models, only a
certain number of skill programs can be resident in memory at any one time. However,
ajackobot can reprogram itself within three combat rounds simply by unplugging one
cartridge and inserting another (just like ahome video game machine).

Jackobots are the most-commonly assigned bots on Troubleshooter missions. Often, it
can be fun for the gamemaster to design ajackobot according to his own whims and keep
it around for several missions. It is rumored that two Jackobots, whose names | can't
remember right now, were the only survivors of nine very successful missions for the
Computer, but it would be treason for meto say any more at thistime. (Ask me againin
afew yearcycles.)

OTHERS

Docbots and Jackobots are the robots most frequently encountered by player charac-
ters. Other include:

Scrubots: Small stupid bots mounted with rotary scrub-brushes and cleaninginstru-
ments, these keep Alpha Complex clean.

Warbots: Death machines used by the Armed Forces in their interminabl e struggle
against the Commies. Notoriously well-armed, and notoriously prone to faulty asimov
circuits.

Combots and Guardbots Less well-armed military bots.

Teachbots: These teach the children of Al-
pha Complex.

Flybots: Intelligenceaircraft; see"Vehicles"
below.

Petbots and Funbots. The less said the
better.

Many others exist aswell. Feel freeto intro-
duce new bots at the drop of ahat. Or an anvil.
Or the stock market. Or your blood pressure.

Assrenive Bor STars

Bots only have the stats you need. Most
commonly, they consist of the following:

Armor: Most bots have"B" armor, though a
fewhave"ALL." They aregenerally pretty tough,
ranging from armor values around three for
puny scrubots to fifteen or higher for warbots.

Weapons: A bot can have as many weapons
of any type that you want, though they are only
assigned weapons if the Computer thinks they
fit the bot's normal programming. Remember,
however, that amost all bots are strong (HTH
damage of at least three, up to twenty for

EQUIPMENT
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superbots) and have appendages that they can use as weapons (sure, you
laugh off a scrubot's rotor brush with its damage of HTH+2, but isthe
docbot's surgical chainsaw, damage value Bll, that easy to ignore?) Q

Wound Leves Mogt bots can take at least three wounds
before being disabled, the median being around five. Only
military or huge bots (like transbots) can take more than ten
wounds.

Skills/Programs. Givethem whatever skillsyouwant them
to have, a whatever level. Most bots should only have very
specific skills— some of which you'll haveto make up—withvery 6
specific applications, but others can have truly bizarre combina
tions. Y ou never know who has been programming them. Keep
the restrictions above as guidelines (the Computer is aways 0
making breakthroughs).

coms

Corns are sometimes issued as portable units to Troubleshooter
teams (especialy those visiting the Outdoors), and are often
installed in vehicles.

Types of corns include:

Field Tdephones Two or more phones, a power source, and
lengths of wire connecting them. Messages are transmitted aong
thewires, which can be buried beneath the surface (to hidethewires d
and to protect them from damage). Messages can be transmitted
without breakingradio silence, but mobility isrestricted by thewire.

The wireis aso easily cut. Gauss weapons and_ECM devices disrupt any field telephone Qaeysor
within 500 meters.

Shielded Field Telephones. These are identical to field telgphones except that the
wire is shielded from gauss and ECM effects.

Com I: These are like wakie-talkies. They can broadcast on five channels and have
arange of about ten kilometers. A more powerful com can rebroadcast the signal of acom
I, thus relaying it over alarger effective range. Inside Alpha Complex, sgnds may be
blocked by walls, doors, ceiling, etc.

Com I1: These unabridged dictionary-sized units are more powerful versons of the
Com |. They can be tuned by the user to broadcast on any radio frequency. They can aso
scan the spectrum for broadcasts. Com II's have a range of 100 kilometers at short
wavelengths, and a range to the horizon at longer wavelengths. Inside Alpha Complex,
signals may be shielded by heavy metal objects.

Com |1I: These are even more powerful and have a virtualy unlimited range. At
shorter wavelengths, they can blanket the earth, while at longer wavelengths, they can
reach to the horizon or line of sght. They are not portable, and are usualy ingtaled in
vehicles (e.g., flybots). They arerarely used inside Alpha Complex, as their signas are
strong enough to disrupt regular civilian communications.

Com IV: The ultimate in communication power. They can broadcast simultaneously
onupto 100different wavel engths. They haveinput jackswhich permit varioustel emetry
devices to be connected. For example, an el ectronic thermometer could be connected, and
the unit would then broadcast a signal indicating the current temperature on a wave-
length chosen by the user. These units are most often installed in unmanned probes or in
sophisticated robot units. Their transmission rate is extremely high, the equivalent of
modern-day space probes.

STANOARD COMMUNICATION PROCEOURES

When Outdoors, characters are required to remain in communication with Alpha
Complex at al times. Failureto do soistreason (but morelikely to resultin treason points
than actual execution). On long-range expeditions, each character or team isrequired to
carry aCom 1, unlessthe party is equipped with aflybot or other vehicle withaCom 11,
111 or IV. Inthelatter case, characters carry Com I's; their transmissions are relayed to
the Computer by a more powerful unit.
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... And theway thingsreally
work is The Computer decides
what sort of Com configuration
the team will have. | can't say
that | went Outdoors on a
mission once — that would be
treason (revealing Computer
secrets), but it might have been
that our team only had a fritzing
Com Il and some Com Is. Isit
any wonder only one clone came
back?

And that clonewas ... oh, of

course.
LN 2% BN N N N J

MULTICORDER
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Corns carried by characters transmit continually, so the Computer can monitor what
goeson. Comunits can beturned off, but acharacter who wishesto turn hiscom off must
first obtain permission from the Computer. If it is turned off without proper authoriza-
tion, heearnstreason points. (Rumorsthat somecom unitsexplodeviolently if turned of f
without prior Computer authorization are treason).

MULTICORDERS

Multicorders are all-purpose detection devices. Each isfitted with avariety of sensors.
They are operated with the use of multicorder programswhich comein the form of plagtic
cassettes. Programs permit themulti cordersto process and display sensor datain various
useful ways. There are four models of multicorders, increasing in sophistication as the
model number rises. Some programs can only be used with the more sophi sticated models.

MOVELS

Multicorder |: Thisportable deviceis often carried on missionsinto the Outdoors, or
as backup on other missions. Only one program may operate at any one time.

Multicorder I1: This is available as a rather bulky portable model, and is often
installed in vehicles. It can run three programs at one time.

Multicorder I11: Thisisonly installed in vehicles or large bots. Up to five programs
may run at once.

Multicorder 1V: Thisisthe most powerful multicorder; itisonly installed in vehicles
or large bots. Up to ten programs may run at once.

MULTICORDER PPROGCRAMS

Radar: Availableinal models. Displaysavariety of processed radar imagesinvarious
scaes. Theeffectiverange of theradar varieswith multicorder number: model 1 — 1 km;
model Il — 10 km; mode 11l — 100 km; model 1V — 1000 km. (The maximum range is
never greater than line-of-sight.)

-Infrared: Availablein all models. Displays avariety of processed infrared imagesin
various degrees of magnification with overlays interpreting temperature levels. Hot
areas appear brighter than cool areas. Animals and humans appear lighter than the
surroundingterrain, whileajet'scontrail would bedistinctly brighter. Theeffectiverange
varies with the model number: model | — 100 m; model 1| — 1 km; model 111 — 10 km;
model IV — 10 km.

Radio/Radar: Displays avariety of processed images indicating the location of radio/
radar emissionsin thevicinity. Also servesasaradioreceiver. Effectiverangevarieswith
the model number: model | — 10 km; model 1| — 100 km; model 11 — 1000 km; model
IV —5000km.

Visible Light: Operates like a video
camera, with avariety of enhancements
likemagnification, imagerecognition, and
filtering. Thisis used as the visual sensor
element in most robots, permitting the
robot to broadcast what he "sees' directly
to his brain, an operator, monitor, or the
Computer. Availablefor all units. Range
isline of sight.

X-Ray: Available only for models| &
I1. Allows unit to be used as a portable x-
ray machine, primarily for medical pur-
poses. Range— 3m.

Radioactivity: Displaysgraphicrep-
resentations of radioactivity levels and
typesofradioactivity intheenvironment.

Trandate: Available for all models.
Each program permits basic transl ations
of one language into another. The more

EQuIPmeEnT
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sophigticated the multicorder, the more refined and reiable the trandation. All models
translate spoken language; model 1V permits limited trandation of printed material in
:ertain languages.

Dead Reckoning: Availablefor all models. Stores and displays avariety of maps, or
accessesmap librariesviaradio. When theprogramisrunning, the operator must i nput
current position; thereafter, the unit will display the map on request with the current
position, route and identified features on the map.

Lie Detector: Available for al models. The multicorder is connected to electrodes
which are attached to the subject. The multicorder then interprets the subject's spoken
and biochemical responses to a series of questions, indicating which of the subject's
statements are true, false or ambiguous. The test is only partly reliable. (When a
character attempts to lie while hooked up to alie detector, roll againgt his Chutzpah.)

Ps Phenomena: Experimental. Detects and graphically displays psi activity in the
environment. Presence of ps activity is detected with some rdiability, but indication of
direction and range of ps activity from unit is extremey unrdiable. (Ps activity isdefined
asthe use of any psionic mutant power.) Available only for modelsll, 111 and V. Range
varieswith model number: model 11 — 0.25 m; model 11 — 0-200 m; model 1V — 0-1000 m.

Toxic Analysis. Identifies most of the more common toxic substances. Samples are
placed in asmall 1ab unit connected to the multicorder. Rarer and more subtletoxins may
not be identified. Available for al models.

Life Form Recognition: Compares visual, x-ray, infrared and other datawith library
preferencesto identify plant or animal forms. Provides aconcise summary of significant
facts about the life form and permits remote radio access to more complete reference
libraries. Programs are avail ablefor various different ecological provinces; lifeformsnot
nativeto that provincewill probably not beidentified properly. Availablefor al models.

Bot Damage Analysis. Runs a series of tests designed for each specific type and
model of robot to determine nature and extent of any damage or malfunction.

Disease Analysis. Analyzestissue and blood samples for foreign bacteria, viri, etc.,
aswell aschemical imbal ances, geneticdisorders, and soforth. Standardinstallation on
many docbot models. Available for al models.

Recorder: Availablefor al models. May operatelikeasound or videotaperecorder, and
canalsorecord data, images, andinterpretationsfromany other multicorder program. The
recorder program is routinely loaded into the portable or vehicle-ingtaled multicorder
assigned to each Troubleshooter misson. The recorder program may thus provide a
completerecord of aparty's activities. Often thedatarecorded issimultaneoudy broadcast
directly to the Computer to permit it to monitor the mission's progress. It is atreasonous
act to prevent the multicorder from maintaining a complete record of amisson's activities.

Self-Destruct: Loading this program into a multicorder causes the unit to wipe al
currently loaded or recorded programs. Thehardwareisnot damaged, but new program
cassettes will be required before the multicorder can be used again.

MUYLTICORDER ASSIGNMENT

Whilethere are many different types of multicorder, the only sure assignment on any
Troubleshooter missionistherecorder. The Computer knows everythingthat goesonin
AlphaComplex, but It likesto have Troubleshootersincriminatethemselves. Often, what
is not shown on a multicorder is often more damaging than what is.

Troubleshooter Olverst-O-NNE:... And 0, as our film draws to a close, you can see that
Troubleshooter Team "Dodo" executed al misson parameters with astounding precison and
loyalty.

(A cheer goes up from the Troubleshooter team as they pat Olverst on the back.)

Computer: Very good film, Communications Officer. But, | wonder if you could explain this.
(The lights dim again and the screen comes to life.) This film, taken by Team Dodo's docbot,
seems to show a much different view of events. (The scene shifts, diciting groans of dismay from
several Troubleshooters.) Such as here, where you and the team Equipment Guy have the
multicorder recorder open and you are cutting and splicing vidtape. How do you explain such
wanton treason, Citizen?

Olverst-O-NNE: Ahh ... Creative interpretation and representation of historical events,
blended with fictional actionsand happeningsthat further enhancethe Communication Officer's
vision of empathy with the significance of the mission?

EQuIPMENT
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Computer: Nice try. ZAPZAPZAPZAP! See you at the OSC/CAE transtube intersection.
Y our next clone will be cleaning it with a toothbrush.

VEwreLes

No citizen (legitimately) owns avehicle as personal equipment (though an Ultraviolet
clearance permits a commandeer any vehicle at will); vehicles are temporarily assigned
to Troubleshooters according to the needs of each mission and the vehicles availability.
Thereare, however, many vehicles (liketranstubetransbots) that provide masstranspor-
tation for citizens within Alpha Complex.

VEHIOLE OPERATION

Any character can normally operate avehicle on autopilot with the assistance of the
Computer. Any character with operation and repair skill can operate avehicle on manual
drive.

Inadequately-skilled operators aways manage to get themselves into some kind of
trouble—frequently, fatal trouble. And evenif they arefortunate enough to survivetheir
mistakes, they are faced with the prospect of stiff fines for damaging val uabl e equipment.
Of course, this encourages Troubleshooters to be careful with their assigned vehicles.
Unfortunately, being careful isn't aways enough.

Each vehicle has a security clearance. A character of the same clearance or higher as
the vehicle can access its users manual, and find out how to operate it and all about its
capabilities. In normal circumstances, only citizens of the appropriate clearance are
assigned vehicles.

However, the Computer considers Troubleshooter missions of the utmost importance
to Alpha Complex, and unstintingly assigns resources to Troubleshooter missions when
needed. Frequently, Troubleshooters are assigned vehicles of much higher clearance —
Blue, Indigo or Violet. These vehicles are extremely powerful, and often heavily armed.
Unfortunately, the Troubleshooters do not have therequisite security clearanceto access
the users manual, and the Computer is not about to permit such a drastic breach of
regulations.

Trying to operate a vehicle with no knowledge of its capabilities can be frustrating:

Troubleshooter: Okay, | ease the flybot into gear.

Gamemadter: With a dramatic WHUMP, the steam cannon launches you out the tubes at
Mach 3. Gone-R is sucked out his window by the dlip stream.

Troubleshooter; | hit the "dlose windows' switch.

Gamemagter: Which switch is that?

Troubleshooter : Ah—theoneby my armrest?

Gamemader: Ah, the emergency eject. Another WHUMP; the explosive bolts fire and the
doors and roof fly off... Did you have your seatbelt on?

Troubleshooter: What seatbelt?

Gamemadter: Aha. Y our chair launches upward with tremendous vel ocity — you tumbl e out
of it. You are thrust suddenly into aMach 3 wind (rolls dice) — awound. Okay, you're falling.
Below you crazily tumbles a green-blue and brown object — it fills an entire hemisphere.

Troubleshooter: The Earth?

Gamemagter: That's right. Nearby, you hear athird WHUMP —and a parachute opens. The
empty chair descends dowly at the end of its chute. The green-blue and brown object is ap-
proaching rapidly. What do you do?

Troubleshooter: Spread my arms real wide?

Gamemagter: Right. Whammo. New clones. Briefing. Outfitting. R&D. Your clones are
conducted to the Experimental Launch Station. The duty officer shakes his head sadly and says,
"Sure hope you do better than that last bunch.”

VEHICLE TYVPES

Crawler: These are tracked all-terrain vehicles used for missions in the Outdoors.
They comeinvarious sizesand designs. Some are specifically intended to carry personnel;
some are for transporting raw materials from the Outdoors, some are armored and
designed for military applications. They are relatively slow but can travel in extremely
rough terrain and are reliable water craft in the calm waters of lakes and large rivers.

Autocar: Thisisthe most common type of vehicleinside Alpha Complex, correspond-
ingto modern personal cars, smdl trucks, andvans. They are"auto” carsinthe sensethat

/ 6 2 Eavirment



fI00 0, rad g% 1 e Pumg SO G 1O S em T Sem el DU e e S0 5,000 Paranoiaa

The Fifth Edition

ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY ...

they may be saved to automatic guidance
systems that run beneath the surface of dl
thew roadways in Alpha Complex, but they
may also be operated manually for unusual
maneuvers or where the guidance systems
are no longer maintained. They come in all
shapes and sizes and are in relatively good
supply.

Hover: This is a speciaized variety of
aircushion vehicle that was very popular in
Old Reckoning times. It is ill used in the
Outdoors when missions permit using the
ancient roadways. Hovers can aso crosslakes
and large rivers. They are capable of high
speeds on good road surfaces and across cam
water, but they are not safein difficult terrain
or rough water. They make poor combat ve-

hicles, since they bear little armor or arma-
ment. Hovers come in various sizes, but the
four-to-six man version is most commonly used for Troubleshooter missions.

Copter: These are very similar to modern helicopters. Small, two-man models are
relatively common. In addition to the equivalent of personnel carriers, transports, and
gunships, there is also a small combat jet-copter capable of high speeds and agile
maneuvers.

Flybots. Thisisagenera term for avariety of aircraft designsthat have one feature
in common — robot guidance systems. Less sophisticated flybots have no more than
elaborate autopilots and computer-assi sted combat capabilities. More complex flybots are
assigned to low-clearance Troubleshooters, since they often lack the skills and clearances
to manually operate any other aircraft. The most serious problemsin dealingwith flybots
have to do with the often quirky robot intelligences that guide them.

Transhot: This vehicle corresponds to the tractor-trailer/road transport systems of
the modern world. Each transbot is controlled by abot brain. Transbots can be manually
guided by skilled operators along sections of roadway where the automatic guidance
systems are no longer maintai ned or where they were never installed. Transbots can aso
be used on surface roadsin the Outdoors (if the roads have not deteriorated significantly).
M any transbots are not designed to carry passengers, but ingenious Troubleshooters and
traitors manageto catch rides on transbotsin the sasmeway that bums used tojump old-
fashioned freight trains.

Trangtubes. The transtube system in Alpha Complex is actualy a mass transit
system employing modified transbots as passenger trains. It is very efficient, very safe,
and there are hardly ever accidents. Not even at the AMT/RAKjunction. No matter what
you've heard.

Vulturecraft: Thisisageneral term for avariety of combat and close support aircraft
used by elite V ulture Squadrons of the Armed Forces. They represent the apex of Alpha
Complex's military strength and are often equipped with the latest technology in
weapons, sensors and guidance systems. Note: "V ulture Troopers' taketheir namefrom
the Vulture Warrior fighter flybots, but seldom actually have any connection with the
bots.

VenioLe Bor Brams

Have you ever been in a Chevrolet K car? The ones that talk? "A door is gar. A door
is gar. Please fasten your seatbelt. Thank you." There's nothing more annoying.

It'sbad enough to have anidiot voice nagging you over trivia; imagine how much worse
things would be ifthevoice had intelligence and even control over thevehicle. That's about
how things are in Alpha Complex; many vehicles, especidly the most elaborate models
frequently issued to Troubleshooters, are equipped with their own bot brains, eg.,

Flybot: Please fasten your seat belt.
Troubleshooter: Shut up!
Flybot: Hey, look, you're supposed to wear your seat belt.

EQUIPMENT

MANY VEHICLES REQUIRE MORE
THAN ONE CLONE OPERATOR FOR
OPTIMAL PERFORMANCE,

| don't see the M.A.T.C.H.
(Modular Armored Transbot for
Clones in a Hurry) anywhere
here.

Many vehicles are above your
security clearance, Citizen.
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OKAY, EVERYBOOY — CAN YOU
SPOT THE TRAITOR N THIS
PICTYRE?

1764

Troubleshooter: Shut up, | tell you!

Flybot: Well, okay, buddy, | mean, it'syour life.

Troubleshooter: Okay, we turn left here.
(Turns wheel. Flybot fails to respond.)

Flybot: Areyou sure you want to go left here?

Troubleshooter: Yed Yes, dammit! Dowhat |
tell you!

Flybot: Well, okay, if you insist. (Flybot turns.)
(Time passes.)

Flybot: Shouldn't we climb abit or something?

Troubleshooter: Huh? Why? (Through the
viewscreen looms a huge mountain, shrouded in
mist.) Gulp. Why didn't you tell me we were headed
into a mountain? (Wrenches at wheel.)

Flybot: You said "left turn,” so | turned left. |
suggested maybe we should do something else, but
no. Y ou were pretty rude about it, too. (Turns
desperately; a wing spar snaps; wing begins to
shudder; G-forces rack the cabin.)

Troubleshooter: Sorrysorrysorryoh-god-
please ...

VEHIOLE MOVEMENT AND
MANEYVER

WithParanoia'sdramatictactical ") combat
system, thegamemaster improvises 11 thede
tails of vehicle movement and maneuver. No
hexesand movement rates. No opportunity for
tactical wargaming and careful rules exploita-
tion. Just dramatic action androleplaying. Like
this:

1 The driving player describes the maneu-
ver he wants avehicle to perform.

2. The gamemaster considers the player's
request. Is it plausible? Could the vehicle per-
form such amaneuver? How skilled isthe opera-
tor? (The gamemaster can require a skill roll if
the maneuver is dangerous or unusual, or if the
operator is unskilled.) What other factors might
affect the intended maneuver? (Is the vehicle
under hogtile fire? Has it been damaged? How
reliable is the design, construction and mainte-
nance of the vehicle?) Does the vehicle's bot brain really want to perform the maneuver?

3. The gamemaster makes a judgment and describes how successfully the vehicle
performs the requested maneuver. Routine maneuvers usually go without a hitch.
Difficult or dangerous maneuverswith unskilled operators often turn out very badly. The
vehicle may go out of control and crash. The wings may fall off in a high-G combat
maneuver. Instead of skimming over atree, a flybot may attempt to ram and board it..f.i

Be dramatic. Be entertaining. Scare them to death. Reward ingenuity and braverywith
thrillingsuccess(orironicfailure).1t'syourmovie. Justmakesureyour playershaveasense
of some ability to influence events with cleverness and audacity. Make surethe aim is
(usually) at least plausible, though an occasional implausibility iscommonfareinall
adventureaction.Anddon'toverdothe" Crash-you're-dead" stuff. Thatcanbeamusingonce
inawhile, but a steady diet of it will drive your players back to Citizen Say-G-AAA.

ATTACKING VEHICLES AND THEIR SUCKERS (R,
OcoyranTs)

When attacking a vehicle and/or its occupants with a weapon, the atakas has two
options: he may either shoot at the occupants or the vehicle. (Area attack weapons may
only be fired at vehicles, not at the occupants themselves.)

EQ. IPMEN
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In either event, first determine whether he hits. Modify his weapon skill number in
accordance with circumstances and whim (go ahead; it's easy and fun!)

After modifying the skill number, make askill rall, just asin regular combat. |ftheroll
is a success, the attacker has hit something.

Vehicles can have armor, just like characters. Whether the attacker is shooting at the
vehicle or its occupants, subtract the vehicle's armor rating from the weapon rating (if

appropriate).

SHOOTING AT OCCUPANTS

If the attacker was shooting at an occupant, aso subtract the occupant's armor rating
from the damage number (if appropriate) — that is, occupants are protected both by the
vehicle'sarmor andtheir own. Then, roll on the Damage Tableto determinewhat damage
the occupant suffers.

SHOOTING AT VEHICLES
Roll on the Damage Table to determine what damage the vehicle suffers. Damage
results translate as follows:

Stun=InsignificantDamage: Bullet-hol es, dents, scratches, onthepaintjob. Describe
appropriately to the players.

Wound = Minor Damage: Some vehicle systems may be disabled; repair is possible
using the vehicle maintenance and operation skill. Occupants not affected unless a crash
OCCUrsS.

Wounded, Unconscious = Minor Damage, Minor Malfunction: Thevehicle takes a
wound and lurches one way or the other. The difficulty number of al vehicle operation
skillsareincreased by two for eachwound thevehiclehastaken sofar until itisrepaired.

Lots of Wounds = Major Damage: Vehicle systems shot to hell. Repair would be
difficult (halve skill number or worse). Occupants not affected unless a crash occurs.

Dead = Destroyed: Vehicleisatotal loss. A crash occurs.

If the vehicle crashes as a result of its damage (this automatically occurs on a
"destroyed" result), roll ontheV ehicular Accidents and Falling from Great Heights Table
for each occupant of the vehicle to determine what damage he suffers. Normally, the
determining factor is the speed of the crashing vehicle, which must be estimated by the
gamemaster. However, the gamemaster may permit aStrength, Agility or Power roll for
a character to jump from a crashing vehicle or aircraft.

Note: Normally, melee, primitive melee, and primitive aimed weapons have no effect
on vehicles or their occupants. However, if a character attempts such a dramatically
correct but absurd attack on avehicle or its occupants, play it by ear. If aTroubleshooter
armed with no more than a hand-made bow is standing up against traitorsin aflybot.
perhaps that arrow will find its mark in ajet intake or an operator's eye. When in doubt,
give them a chance — after all, a skill roll of 1 is always success, right?

VEHICLE WEAPONS AND DEFENSE SYSTEMS

A whole bunch of different weapons and defense systems are commonly mounted on
Alpha Complex vehicles. They can be fired either on manual, or by the controlling bot
brain (if there's one ingtaled in the vehicle). Bot brains can fire all devices in a single
round; a human operator can only fire one (athough different operators could fire
different systems). A bot's chance of hitting depends on how good its software is —
basically, the bot has a skill number with each of its weapons.

Laser Cannon: Thesearelargefield lasers mounted onvehicles. Laser cannonIsare
charged from a capacitor. Recharging the weapon after firing takes 10 combat rounds.
Laser cannon Us have larger capacitors, and can fire three times before recharging.
Rechargingtakesfive combat rounds. L aser cannon I lIshavemassivepower systemsthat
permit an unlimited rate of fire of one shot per combat round, but the power systems are
0 big that only the largest and most powerful vehicles can carry them. They do "FL"
damage, as they blanket targets with massive and intense beams of light.

Sonic Blaster: The sonic blaster delivers asonic shock wavein a60 degree arcto the
front of theweapon. Any individual within that arc and within range may suffer damage.
Their barrage does"FE' damage.

EQUIPLMENT / 5 é
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MISSILE Rack

Rob Caswell

Tube Cannon: Tube cannon are
vehicle-mounted cone rifles which fire
shells at the same range and with the
same effect as cone rifle shells. Tube
cannon |s do not have automatic
reloaders, 0 a person must be avail-
able to reload the cannon after each
firing. The rate of fire is one shell per
round. Tube cannon Us are equipped
withvery fast automatic rel oaders and
can fire two shells per round. They do
damage according to the cone rifle
rounds they fire.

Firethrower: Thisis avery large,
vehicle-mounted flamethrower. It fires
ten times before it needs reloading. It

does"FE"' damage.

Missile Rack: Thisis a mount for a missile. Each rack may hold one missile. When
the missile is fired, the rack must be reloaded before it can be fired again. Missile racks
can only be reloaded from the outside of the vehicle as it is resting stationary, so they
cannot normally be reloaded during combat. Each missile moves at 300 m/sec, and
remains live for 10 combat rounds (unless it is triggered before then). A missile consists
of four parts: the warhead (identical in effect and variety to cone rifle shells); the
propellant (which moves the missile); a fuse (identical to the varieties available for cone
rifles), and a homing device. Below are the available types of homing devices:

None: The missile continues in the direction it was fired until the fuse is triggered or
the propellant is exhausted.

Heat-Seeking: The missile headstoward the hottest object in front of it. Thisis usually
an enemy vehicle's exhaust, but can sometimes be the sun, a camp fire, or even a
Troubleshooter's body heat.

HARM: The missile heads toward the strongest radio signal in front of it. Thisis
usually an enemy radar, but may sometimes be a com unit, a commercial radio station,
or aWakman. The enemy can kill the missile by turning their radar/radio off.

Radar Homing: The missileis equipped with radar, and heads toward the "brightest"
object itsradar detects. Thisisusually the biggest, most metallic object in the sky, though,
for example, chaff or a large metallic object on the ground could divert it.

Painted Radar-Homing: The vehicle which fires the missile must follow its target,
"painting" thetarget witharadar signal. Themissileheadsfor the" painted” target. Ifthe
pai nting vehicle changes course and stops painting the target, the missile loses the target
and just keeps on going.

Painted Laser Homing: Like above, only the target is painted with a laser instead of
aradar.

Missile racks fire conerile shells.

Gas Thrower: This fills the area around the vehicle with gas of any of the types
available for conerifles. Essentially, everything within 20 m of the vehicle is affected by
thegas. Itisusually used by stationary vehiclesto discourage curious natives or hoodlums
who want the hubcaps. The gas reservoir allows the weapon to continue operation for 10
combat rounds.

Anti-MissileLasers Thisisabattery of several dozen low-power laserswhichfireall
in the some general direction at once. The idea is to destroy an incoming missile before
it strikesthevehicle. Anti-missilelasers can a so be used against i ndividual targets, such
as human beings,-but they do not do much damage because of their low power. (If used
against humans, the damage number is L8.) Anti-missile lasers are usually mounted at
the rear of the vehicle, since missiles often pursue a fleeing vehicle.

Smoke Grenades: When a smoke generator is operated by a stationary vehicle, it
increases the "L" (anti-laser) armor protective rating of the vehicle by 5.

EQUIPMENT
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Chaff Cagters These devices may divert aradar-homing or painted radar-homing
missile from its target. If the operator makes a successful weapons skill roll, the missile
is diverted. After ten uses, the chaff-caster must be reloaded.

Radar Jammers: They work in the same way as chaff casters. Radar jammers also
prevent any radio communication within 10 km of thejamming device.

Gaussers: Gausserswork in essentially the sameway, but dso affect HARM missiles.

Heat-Maskers: These work in the same way as chaff casters, but affect heat-seeking
missiles only.
Armor: Vehicles can be mounted with armor of any armor type and rating.

VEHIOLE DESCRIPTIONS

Here are two sample vehicles:

Vuirvre Warkior 920
Clearance: Violet

Appearance: Sleek, carefully machined, incredibly fast and deadly, the Vulture
Warrior 920 is aVTOL (vertical take-off-and-landing) twin-engine fixed-wing vehicle.
Engineintakes are mounted on thewings and central exhaust at therear of the craft. The
tall finisaslarge asthewings, permittingthecraft to "fly" whilerolled 120 degreesright
or left for considerable periods of time. Cockpit is forward; four mounts under the wings
can be used for missiles or rocket pods.

Function: The Vulture Warrior 920 is afighter-bomber, used primarily on strike or
infantry-support missions, but usable also in air-to-air combat. It is one of the fastest
aircraft available to Alpha Complex, and, because it is capable of VTOL, is sometimes
used to deliver Troubleshooter mission groups to remote areas when quick delivery is
required.

VultureWarrior 920: 1 am the Vulture Warrior 920, the most sophisticated aerial combat
vehicle in the world. | can defeat dozens of lesser aircraft in air-to-air combat. | can take off and
land on airstrips less than ten metersin length. My fusion generators permit meto fly for
decades without refueling. | have destroyed twenty-three tankbots and assisted in the destruc-
tion of aMark IV Continental Siege Machine. | can destroy cities at a single blow. | am to act as
your transport on Mission X76V. |, the Vulture Warrior 920, am to act as a glorified translator.

Weapons: TheV ultureWarrior 920 isequipped withtwo laser cannon Us; four missile
racks, anti-missile lasers, a smoke-generator; heat-maskers; radar-jammers; a chaff-
caster; and electronic counter-measures. The Vulture Warrior 920 has been used from
time to time to deliver small nuclear warheads on suspected Commie concentrations.
Armor is FAII8.

Bot Brain: TheVultureWarrior 920 isincredibly arrogant. It knowsit isthe pinnacle
of Alpha Complex technology and one of the Computer's most deadly war machines. It 7THE VVeTvRe 920 Feyvsor
thinks Vulture troopers are the finest of
clonekind, the cream of fighting men. It thinks
Troubleshooters are scum, and it is greatly
gdled that it is caled upon to carry them.

Troubleshooter: Vulture Warrior 920! Where
are we going? )

VultureWarrior 920: Quiet, maggot.

Use in Troubleshooter Missions: The
VultureWarrior 920 usua ly seetstwo—apilot
and weapons officer. In fact, it needs neither, as
the bot brain itselfis quite capable of flying and
operating the craft singlehandedly. The Com-
puter sends a pilot mainly because the Com-
puter always sends at |east two beings along on
any mission, to keep an eye on each other. For
Troubleshooter delivery missions, thebomb bay
of the Vulture Warrior 920 is converted to seet-
ing. Crudechairsareinstalled, and the Trouble-
shooters are strapped in.

EQUIPMENT / 6 ;
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Before the mission begins, a grizzled Violet-clearance V ulture captain gives ordersto
the Vulture Warrior 920. The Vulture Warrior 920 will follow these orders enthusiasti-
caly and to the letter. It will interpret them in the way least convenient to the
Troubleshooters, whom it despises. It will not respond to any order or suggestions from
Troubleshooters once inthe air. If the Troubleshooters want to issue the V ulture Warrior
920 any orders or instructions, they had best ask the captain nicely.

The Vulture Warrior 920 respondsin the best English sergeant-major traditiontoits
orders:

Captain: Vulture Warrior 920!

VultureWarrior 920: Sah!

Captain: You areto deliver these Troubleshootersto coordinates X7Y 9Z217.
VultureWarrior 920: Yes, sah!

Captain: You are to fly directly to those coordinates, evading enemy fire as necessary.
Vulture Warrior 920: At once, sah!

Captain: You are to deliver them safely and in good condition.
VultureWarrior 920: Y es, sah!

Captain: Any questions?

VultureWarrior 920: No, sah! 1 understand, sah!

Captain: Very good. Dismissed!

Now, the Vulture Warrior isa VultureWarrior 920: Sah! All right, maggots; embark!
Egggzmnlénderstandschanof Once airborne, the Vulture Warrior 920 pays no attention to the fact that its
' passengers are human. It accelerates at several Gs, turns sharply, climbs and dives, etc.
s00000e Any citizen not strapped in will tumble about the cabin dangerously. Anyone strapped in

must make Endurance rolls to avoid vomiting.
IftheV ultureWarrior 920 runsinto opposition, it sees no need to inform its passengers
of that fact.

Vulture Warrior 920: (Turns sharply and goes into a steep dive.)
Troubleshooter: Hey, what's going on?

Vulture Warrior 920: (No response. Goes into continuous barrel roll.)
Troubleshooter: (Gagging.) Hey, what are those explosions outside?
VultureWarrior 920: Flak.

Troubleshooter: Uh, oh. Evade!

Vulture Warrior 920: Morons. I'm carrying morons. What do you think I'm doing?

The Troubleshooters may assume that the VVulture Warrior 920 will use its VTOL
capabilities to land at its destination and let them off. That, in fact, was what the
Computer assumed itwoulddo. However, theV ultureWarrior 920 seesno reasontowaste
time and energy making things comfy for a bunch of maggots. It will fly over its
destination, open the bomb bay doors, and expect the Troubleshooters to jump. Yes,
parachutes are available. No, none of the Troubleshooters has any training in their use.

FLysor 12(A7V)
Clearance Indigo

Appearance: At first glance, Flybot 17 appears to be a bulbous, ant-like subcompact
car — alittlelike aVW Bug. A mud-spattered exterior and rusted dents do nothing to
improveitslooks. Normally, Flybot 17 isdriven alongthe ground. However, in thetrunk,
four folded rotors are stored. These can be removed, unfolded, and bolted to a shaft which
protrudes from the roof.

Function: "ATV standsfor "all-terrain vehicle," and that'swhat Flybot 17 is. Itwas
designed during a period of budgetary stringency in Alpha Complex, and hence is
congtructed with the chegpest materias and in the smplest way. It is, mirabile dictu,
remarkably sturdy and reliable. It isalso— so what else isnew?— remarkably limited.

Fybot 17 cantravel onland, usingitsdinky subcompact wheels. However, any terrain
rougher than a superhighway istough going. The shock absorbers are practically usel ess,
any dope over 15 degrees is impossible.

It cantravel onwater— likeaVW Bug, it canfloat, and by spinningitswheelsrapidly,
make some dight headway. However, it can't realy steer on water, any surfislikely to
swamp it, and in ariver it can do little more than drift.

And it can travel in the air. With its rotors attached, Flybot 17 becomes a helicopter,
of sorts. Its little micropile engine can turn the rotorsjust fast enough to lift off — if the
vehicleisnottoo heavily loaded. It can carry six passengers— ifthey'renot bringingmuch
of anything with them.

/ 6 8 EauirmenT
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The shaft whichturnstherotors passes
directly through the passenger compart-

ment, linking up with the drive shaft un-
der the passengers feet. It is unshielded.
Consequently, when the Fybot 17 flies,
the passengers will be sitting right next to
adrive-shaft spinning at several hundred
revolutions per minute. If the Flybot 17 is
fully loaded — with sx passengers — the
middle passenger in the back seat will be
sitting with one leg on either side of the
shaft. This ought to make him nervous.
When flying, Flybot 17 can move at a
little more than 50 kilometers per hour. It
has difficulty climbing, especidly with six
passengers, so there may be some scary
moments clearing treetops. Flying over
mountains meanscirclingand circlingand

circling for hours, trying to get enough
altitude.

Because of the flybot's dow speed, when flying in abrisk wind the passengers may find
themselves moving very slowly indeed — or even backwards.

Weapons. The Flybot 17 is completely unarmed and unarmored. If fired upon while
flying, a"minor damage” result means one of the rotors has been shot out. Asaresult, the
flybot crashes. Luckily, it's unlikely to be flying at high atitude. Unluckily, this means
that passengers are tossed about the passenger compartment, possibly into the speeding
drive shaft.

Bot Brain: TheFlybot 17 isnot equi pped with abot brain or any other autopil ot device.
This means the gamemaster should call for frequent flybot operation and maintenance
skill rolls. "Failed your roll, en?| guessthat meansyoufly intothetree. Y up. Y our engine
cuts out and everyoneis safe and sound — but Flybot 17(ATV) is now ten metersup in a
healthy-looking maple.” It aso means that the Troubleshooters must find their own
destination —which Complex-raised citizens with no experience of the Outdoors may find
difficult.

Usein Troubleshooter Missions: Because of its reliability, sturdiness, and expend-
ability, the Flybot 17(ATV) isfrequently used on Troubleshooter missionsin the Outdoors.

INVENTING YOUR QW VEHICLES

These two vehicles are good examples to study when constructing your own Paranoia
deathtraps (um, vehicles). Here'show to design your own:

1. ChooseaForm of M ovement: Wheels, walkers, treads, hovercrafts, propellers(in
the water or in the air), jets, fixed wing aircraft, helicopters, submarines, tunnelers.
Maybe it runs on tracks, or in tubes, or is launched from a catapult.

2. Choose a Shape: It can look deek and deadly or battered and used. 1t can be huge,
tiny, or in between. It can look like anything, as long as the way it looks and what it's
supposed to do makesome sensetogether. For instance, wewouldn't build aspherical jet
fighter. Generally, extremes are more funny than themiddle ground; huge or tiny are both
better than middling. A flying wing or ajet pack are both better than a DC-10.

3. Decide What It'll Fit: How many people will it carry?

4. Decide What It's Supposed to Do: Isit atransport? Or awar machine?

5. Decideon I tsPer sonality: Doesithaveahot brain? If so, what'sthe bot like? Every
bot hasitsown personality, and, thisbeing Paranoia, any bot theplayersareforcedto deal
with should be difficult. If you give the players avehicle controlled by abot brain, you're
creating an opportunity for some inspired roleplaying on your part.

6. Decide on Its Weapons and Capabilities. Look over the list of vehicle weapons
above, and decide if your vehicle carries any of them. Decide what its armor is, and what
theweapons skills of its bot brain (if any) are. Decide on any other capabilities you want
to build in.

EQUIPMENT

THE FLygor 17 (ATV). aw
EXAMPLE OF [POST-MODERN
ENGCINEERING

The Computer has determined
that the inclusion of seetbdts,
airbags and anti-lock brakes only
encourage clones to crash vehicles
with impunity. Therefore, these
devices are now security
clearance Indigo.
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7.Build in ObviousFatal Flaws. Every Paranoia vehicle should have some obvious
fatal flaw to trip up its users. Flybot 17 has a bunch of them — the spinning rotor shaft,
itsinability to climb quickly, itslimited carrying capacity, and so on. Here are some other
possibilitiesto consider: limited fuel supply; autopilot with atendency to travel in circles;
collapsing landing gear; "walking" vehicle with a tendency to trip, etc. A moment's

"Fate flaws' is the traitor's thought should give you half a dozen awkward, inconvenient or dangerous ways to build
\étvay (;Jf.%lyl ng "l don't under- avehicle— inflict them on your players.
ana.

8. ThrowinaSurpriseor Two: Someflaws shouldn't be so obvious. It'sawaysfun
to spring anasty surprise onyour playerswhen they'rewell into thewilderness and can't
do anything about it. Much of Paranoia's humor comes from placing Troubleshootersin
horribly dangerous circumstances and forcing them to act; dangerous and inconvenient
vehicles are an obvious gimmick.

9. Make'Em Do It To Themsdves When you put in lots of buttons and different
controls, take thetimeto write down what each button or control does . . . and hideitfrom
the players.

Gamemagter: Okay, you're in the open-canopied, wheeled autobot. The Ooga-Booga
Outdoors natives are attacking. What do you do?

Player: Close the roof!

Gamemaster: | see. And how do you do this?

Player: Um ... hit the"dose canopy" button?

Gamemagter: You look down at the hundreds of buttons, toggles, switches, dials, wheels,
Zippers, velcro attachments and — (Rolls dice) —oh! A spear sprouts from your chest! You die.
Anyone else want to give it atry?

Player Two: | start hitting red buttons!

Gamemagter: Very good. (Checks his notes.) The vehicle lurches forward as you hit the first
button, throwing the Ooga-Booga off your hood. Then the canopy starts to go up. Then it goes
down. Then you discover the autocar has an optional VTOL device. Y ou, the autocar, and several
Ooga-Boogas are thrown a hundred meters into the air in an uncontrollable ascent.

Player Two: | hit green buttons!

| hope "Player Two" is green Gamemagter: Y ou hear ahum and awhirring sound. Hey! Y ou started the engine! The
clearance! wheels are turning! Y ou hit the ground running . .. (Rolls some dice.) Ouch. Y ou're gonna need a
e0evoee mechanictofix that.

So go on. Invent your ownvehicles. There are dozens of possibilities. Walkers. Rolling
vehicles. Hovercraft. Jet-propelled autocars. Tunneling vehicles. Subways. Interconti-
nental rockets.

A vehicleis mostly away to get player charactersfrom point A to point B; all youreally
want it to do is provide some comic relief in between. Comic relief in Paranoia usually
means horribledanger. Asaresult, Troubleshootersfrequently don't gettopoint B. That's
no problem; activate the next set of clones and start them over. They won't make the same
mistake twice, and eventually someone will get to B.

Don't worry about making your vehicles "too powerful," that is, giving them too much
in the way of armor or weapons. Y ou can give the vehicle as much power as you want —
justdon'tlet the Troubleshootersuseit. VultureWarrior 920 isan example; itscontrolling
hot brain has definite ideas of its own and is not about to let abunch of maggotstell it what
to do. Y ou can get the same effect in anumber of other ways. For example, since avehicle's
capabilities are classified higher than the Troubleshooters, they may not know how
powerful it is, and could not order it to use, e.g., its laser cannon. If they did, they would
be displaying treasonous knowledge.

Don't worry about plausibility; R& D isaways coming up with cockeyed gadgets. Y ou
can always claim avehiclewas experimental ifit provestoo silly. Don't worry about "game
balance;" there's always away to crock a device so the players don't get much use out of
it (and the Computer is always around if things start to get out of hand).

A TRIP TO RESEARCH AND DESIGN

Whenyou'redoneexploiting all thenasty littlefacetsof theequipment we'velisted above,
hustl ethe Troubleshooters of f to Research and Design for alittle more fun with technology.

Asdiscussed previoudly inthisbook, R& D iswherethe Computer hasnew, experimen-
tal equipment designed and allocated for testing. Who does the testing? Why, Trouble-
shooters, of coursel

Oh, theR& D techsdoalittletestingontheir own—but that'slaboratory testing. They
needfreshmeat ... err, subjectstotest their devicesin thefield. The Troubleshooters are

/ 7 0 EQUIPMENT
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the perfect Service Group for this mission. The Computer has assigned awide variety of
clones from different backgrounds to the Troubleshooters, so if anyone can adequately
test the devices R& D comes up with, they can.

Besides, it gets the lethal little mechanisms out of R& D's hands.

Wrar Do TwosE TecHIeS Dream UYp, Anyway?

Anything you can dream up.

Think about what | said earlier about Alpha Complex technology. No clone really
knows how to do anything really useful with it. The R&D techs are assisted by bots and
by the R& D Computer nodes and they are using old, probably better technol ogy, to base
their new adventureson.

Thisisn't to say what they are creating doesn't work — oh, it works al right, but it
sadldom works as planned.

Research and Design is part technological advancement, part bureaucracy. The
Computer likes new and wiftier toys for Its clones to play with — the more complex the
better — but It isn't going to throw resources down a traitor hole without some results.

S0 R& D givesthe Computer results. The motto of R& D should be"If it does anything,
it's a success!"

CREATING YOUR Ol R&LD GADCETS

Try to think like acommittee. A blind committee with aslittle touch with reality as
possible. You and your technology-oriented friends are being given a huge budget, but
only aslong asyou keegp coming out with "advancements' that Troubleshooters can test.
Theseadvancementshaveto be convol uted enoughthat you canblamethetestersfor any
malfunction, and spiffy enough in looks or description to justify the resources you're
spending on them. And each one needs to out-do the last.

:\> The Computer's Guide to R&D

The following directives may not actually come directly from the Computer, but
Research and Design takes them as Computer-gospel anyway:

"Find a need, and fill it."

"Where thereis no need, create aneed.”

"If one of something is good, ten of something is better."

"If adevice is designed to do onething really well, it can be redesigned to do many
things badly."

"Speed and quantity are better than care and quality."

"You can always get more Troubleshooters."

The following are some examples you can use to invent your own R&D devices to
torment your players with.

BECIN WITH SOMETHING SIMALE .. ANO MAKE [T ComPLEx
A laser rifleworks, right? Okay, sure, it'll malfunction oncein awhile, but it's pretty
reliable, right? Well, asan R& D tech, you can't "settle" for reliable— you haveto gofor

exciting, bold, and innovative. o o
So, you form a committee (gamemasters, you do thisin afictiona sense) to explore

possible improvements to the laser rifle:

R& D Tech #1: "Invariably, clones using laser riflesmisstheir targets more than half
thetime. Thisleadsto unnecessary damage of Computer equi pment, property, and other
clones, as well as awaste of ammo."

R& D Tech #2: "Right! And asforthat ammothing—Troubl eshootersget blown away
by Commie mutant traitors everydaycle, just because they run out of ammo! We haveto
do something about that."

R& D Tech #3: "And what about theft? The Computer and PLC do their best to make
sure that only the right clone has alaser rifle, but they can only do so much. Too many
traitors are found with laser rifles— and who knows how much damage they can reek
upon loyd citizens of Alpha Complex."

EQUIPMENT
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triggered a flashback.
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R& D Tech #4: "So what you're saying, is,
laser riflesin improper, untrained hands cause
lots of damage to the Computer and loyd citi-
zens. Maybe we should introduce some sort of
featurethat keeps thisfrom happening aswell.”

And o ...

TheLaserMatic SmartGun 20-20! Anew
innovation from your friendsat R& D!

The LMSG 20-20 is awonder of technol ogical
innovation, and the ideal weapon for the loyal
Troubleshooter. Research and Design has la
bored long nightcycles, burning the
midnightcycle fusion core to come up with this
beauty—takeit out andtry it today! It'snotjust
an advertising thing — it's the Mandatory
Thing! ™

TheReal Skinny ontheL M SG 20-20: The
first innovation to the laser rifle was to address
the problem Troubleshooters seem to havewith
accuracy — they just aren't real good shots. At
first, laser sghtsand el ectronicbalancingsights
were introduced, but accuracy only went up
about 15% ... too low a percentage for a rea
innovation. So those ideas were shelved.

Instead, the R& D techswent after the extra-
neous damage problem. Obviously, you don't
want to reducetheamount of damagetheweapon
does— it would be useless in afight — so they
decided to reduce how much damage the weapon
does to non-targets.

After conducting extensive tests, the R&D
techs determined that, of all shots fired by
Troubleshooters in the field using laser rifles,
only 30% were hits. Of the 70% that were
misses, 50% caused collateral damage to mis-
cellaneous clones, Computer property, and inci-
dentals.

Of those three articles, only Computer prop-
< erty was deemed really important. Clones are
supposed to get out of the way of laser shots
(unlessthey aretraitors), o it was their own

OW, my Goo, I'M OROPPING
SOME POTS/

Hmmmm ... Areyou sure
there are enough stepsin the
LSMG's development?

172

fault if they got hit. Nobody knew what "inci-
dentals’ were, so they were deemed unimpor-
tant aswell. So, of all laser rifle shots, afull 25% damaged Computer property inthefield.

So, the R& D techs introduced their " SmartDamage" system. It is based on the same
principlesthat keep transtubelines open and flybots avoiding crashes— too technical to
go into here. When the SmartDamage system senses the laser rifle is going to miss, it
substitutes abeam of light for thelaser burst, simulating the shot (so the Troubleshooter
will see how to readjust his aim) but not wasting the ammunition.

Unfortunately, the SmartDamage hot brain has no way of knowing whether the
Troubleshooter is firing at an approved target or not — it is supposed to make that
decision itself. So, it has randomized the problem. Thirty-five percent of shots fired from
the LM SG are harmless beams of light. The other 65% are laser beams of normal power.
(Gamemaster: Roll 1d20 after each shot. On a 1 through 7, therifle fires abeam of light.
On anything elsg, it fires a normal laser beam).

This helps to solve the ammo problem, but doesn't do it adequately. So, R&D
introduced the revolving cylinder ammo changer. Instead of only holding one laser barrel,

™The Mandatory Thing is a trademark of the Bouncy Bubble Beverage division of Production, Logistics
and Commissary. It is used by permission. All Rights Reserved. Unauthorized use is punishable by death.
Thank you for your cooperation.

EQUIPMENT
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therifle holds five. When it runs out of ammao on the first barrel, it automatically revolves
around to the second, and so on.

Unfortunately, the SmartDamage system has interfered with this. It has to tell the
mechanism when to revol ve and when not to based on how many "red" shots Werefired
and how many light beams. Itjustisn't abig enough bot to handleboth things at once so,
sometimes, itv)\//illgcwseamaga{zi neto revol\%ewhe%there ? Twe LSME 20-20
are gtill shots remaining and, sometimes, it will just fire
beams of harmless light continuoudly, thinkingitis il
loaded.

Asfar asthetheft problem goes, the SmartDamage bot
brain was equipped with an ID system based on the
Computer's own. Periodically, it will ask the Trouble-
shooter, "Please place tongueprint on stock ID board for
possession and fire authorization." If the Troubleshooter
does not take a round to do this (during which he can
perform no other actions), the bot brain will inform him,
"ID user not responding; commencing shutdown now."
Then, in order to keep the LMSG from falling into a
traitor's hands it will cause amalfunction in one of the laser barrels. The only remedy is
to either gect the malfunctioning barrel (atough laser rifles roll) within one round and
put your tongue on the stock ID. If one barrel explodes, they al do, causing P15 damage
to anyone in a three meter radius, and destroying the gun.

Finaly, R&D Tech #4's comments were pretty much redundant — they covered
everything the other techs were saying. But, just so hewouldn't be cut out of the project
and possibly reassigned, he contributed areally meanlookingbarrel design and shoulder-
strap. There are no game effects for these, but they keep himin ajob.

Asyou can see, creating an R& D device can be along process— from the R& D tech's
point of view. In reality, since you need to share only as much of the above information
with your players asyou choose, you can work backwards. It'sjust a matter of gettingin
the right mindset.

Parooy 18 A 6000 DEFENSE

If you don't feel like modifying an existing device, take something from the Old
Reckoning—preferably somethingyour playerswill recognize—and makefunofit. R& D
isriddled with Romantics (they're funny that way) who want to develop "new" devices
based on Old Reckoning technology.

But they never seem to get it quiteright...

Pent-1-UMM's Processor: Based on literature found in an Old Reckoning ware-
house, the Pent-1-UMM Processor isanew bot brain devel oped by R& D Tech Pent-I-UMM
for use by Troubleshootersin thefield. Its function: to improve morale by providing fresh,
hot meals every day- and nightcycle for the loyd team.

The bot brain can be plugged into any jackobot, scrubot, docbot, or warbot currently
assigned to the team (in addition to the other bot's brain) and it will share that bot's
peripherals and come packaged with some of its own:

» The WonderWhip: Usually replacing aweapon mount, scrub-brush, arm or surgical
chainsaw, the WonderWhip can be ingaled easily by any clonewith robot ops & maintenance. It
is a combination whisk and blender, and can stir, blend, or liquefy any substance the Trouble-
shooters might desireto eat.

* NutriFind Processor: When Troubleshooters are in enemy simplexes or Outdoors, they can't
always find food they are sure they can eat. The NutriFind Processor is a combination sensor
apparatus and food processor attached to any other bot in exchange, usually, for a externa
peripheral. Just put any questionable nutrient in the processor, and the bot brain will identify
and separate nutrients from harmful substances.

» SupraCarbonator: Aninternal device used to make scavenged beverages more palatable to to
the discriminating Troubleshooter, the SC is equipped with a carbonation device and FlavorFill
Supplement Injector. It will make yummy-tasting soft drinks out of any liquid.

*And SoOn ...

Unfortunately, by equipping the Pent-I-UMM Processor with al these neet little
features, the R& D techs overloaded its poor bot brain. Now, instead of doing everything
itself, it "recruits’ assistance from the bot brain it is paired with. This leads to some

interesting problems:

Eaurrment / 7 3
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Troubleshooter: Ah! A long day of shooting traitors. | think 1'd like anice meal and soft
drink, friend PenBot.

Pent-1-UMM BotBrain: Please remove laser weapon peripheral from warbot and install
Processor peripherals.

Troubleshooter: Oh, of course ... (afew minutecycles later) ... Therel Now make me a meal
fit for aclonel

Pent-I-UMM: Of course ... Whiirrr, spin, KAT-chimg! Here you are, sir.

Troubleshooter: Ah ... smellsgood. Surp ... SPIT! Gah! What is this?! It tastes horriblel

Pent-I-UMM: Um ... | didn't have any gravy, sir, so the warbot brain suggested ...

Troubleshooter: (Wretching uncontrollably) Yugh! What?

Penti-1-UMM: ... Napalm. Would you care for alight?

Lors ano Lors oF BuTTons

Asmentionedinthe sectiononVehicle Design (above), makingthe Troubleshooters'do
it to themselves' is dways fun. Well, with R& D, you should go all out. Put in buttons,
dias, and switches, then cheerfully tell the Troubleshooters they are assigned to
determine what combinations do what with a device.

This can work with wholly strange devices, but it works even better with gadgets the
Troubleshooters think they know what they are supposed to do. For example, if you gave
the Troubleshooters the LM SG 20-20 above, they would know it's a laser weapon from its
name and its appearance. That's fine. But then throw in afew extrabuttons and don't tell
them what they do. They can find out in severa different ways ...

Troubleshooter: Hey! Why have you stopped firing! | just keyed in my tongueprint!

LMSG: Yes, sir, and we have established your right to wield me. Now, however, you
must type in the firing code for the laser setting.

Troubleshooter: What firing code? | wasn't told of any firing code!

LMSG: That'sbecauseyou'll be programmingit, sir. Just push afew of those buttons
near my barrel... that'sit. Remember the ones you pushed.

Troubleshooter: Oh, very well... (Pushes a few buttons)

LMSG: No! Not those buttons — the ones on the other ... WARNING! WARNING!
EEE)/II%:I;E MISSILELAUNCH TRIGGERED! PRESS"CANCEL FIRE" SEQUENCETO

Troubleshooter: Remote missile? What remote missile? (Pushing buttonsmadly, to

&%EE”? a8 s TEAGR BT e UMK o N ORITAE FREH

Troubleshooter: WHAT targeting zone? WHERE are the missiles going?
LMSG: Hmmn? What? What are you talking about? What's that whistling sound?

Pros ano Cows

Onefinal word on R& D andwe'll let you go on to thenext chapter (yes, you'rewelcome).
Even though R& D is supposed to beyet another way to screw your players, you'll probably
want to throw afew working items, or at least non-lethal to the Troubleshooters devices,
into the mix. Making them cringe and flee from R&D devices is good — but if they know
everything is going to kill them immediately, they'll becomejaded.

Troubleshooter: Another R& D deviceto test?Very well. I'll just go nip off and shoot
myself now, all right?

Put in enough of a mix that Troubleshooters will hope they can get away with testing
equipment and surviving ... and maybe even get something good in the process.

/ 7 4 EQUIPMENT



B an 20O e B aned 1100 S OO T unetf® 00 Sam P 2O e g 218,01 Paranoias

Congratulations, Citizen, you have now learned enough Ultraviolet clearance infor-
mation to be executed many times over — in other words, you are now only fit to servethe
Computer as aParanoia ganemaster.

Well, | supposeyou can go back and be aParanoia player if youwant — but you'll have
tofeign extremeignorance of everything you've read so far if you don't want to be executed
for treasonous knowledge. Of course, maybe you want to be executed. Maybeyou get off
on that sort of thing. Hey, it takes dl kinds.

Don'T READ THIS CHAPTER!!!

If you aren't aParanoia gamemaster, or if you aren't planning on running Paranoia
right away (that is, before somebody ese does), don't read this chapter. While you can
feign ignorance of the Paranoia rules and deny knowledge of secret societies, mutant
powers, high clearance equipment, and all that other neat gamemaster-only stuff and till
have a ball playing the game, you'll actualy be spoiling the fun for yourself and for
everyone ese if you read this chapter and don't run it.

See, thischapter isapregenerated Paranoiaadventure. Itissupposed tointroducethe
world of Paranoia to new players and gamemasters by providing afun, easy-to-run, at-
no-extra-cost adventure. If you read it and then runit for your players, then you should
have agood start on your Paranoia campaign. However, if you read it and then somebody
dserunsit, you'll know al the secrets and obstacles in the adventure ahead of time, and
you'l ruin everyone's fun — starting with your own.

GETTING STARTED

S0, you've decided to run this adventure for your friends. Terrific. I'm happy for you.
I pity them, though, because thisis a nasty adventure designed to really messwith new
Paranoia players minds. Other games put out easy introductory adventures, desgned to
alow new players to make mistakes and learn from them without getting their first
characters killed too quickly.

InParanoia, that'showthey learn.

Wwar You Neeo

First of al, you need aworking knowledge of the game and Alpha Complex. I'm going
to presumeyou have that — if you've read this book through (which | hopeyou have ...
I hateit when peopl e start at the end), you know pretty much what Paranoia is about and
you know enough to use the rules to your advantage. Don't worry if you don't have
everything down pat. InParanoia, when the gamemaster makes amistake, nobody dares
point it out— unlessthey really want their characters chewing on an HE conerifleround.

Second, you need to help your players create characters. Alternatively, you can use
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pregenerated Troubleshooters we created and printed later on in this book. Either way
works out fine — the latter method is quicker and easier for you, but the former is
generally more fun. :

Photocopy either the blank Paranoia Character Sheet (front and back) or each of the
pregenerated characters as many times as you need for your own personal use. We give
you permission. Yes, | know, it would be more patriotic if you cut out the characters and
the blank sheet and went out and bought another copy of this book for your own use every
timeyou did this, but the Computer understands.

Third, read the adventure. Read it at |east once, maybetwice, and reference any parts
of the book you need to understandit fully. Y ou can make any changesyou want —include
more gags, cut out episodes, or whatever—but you need to befamiliar withthe adventure
todoit. A good gamemaster needs to spend as little time flipping through the book as he
can— themore delaysyou cause, the moretimethe players haveto think about what they
are supposed to be doing, and we don't want that. Keep ‘em off balance.

ADVENTYRE BACKGCROUND

In keeping with traditional Paranoia, this adventureis actually a semi-sequel to the
origina Paranoia, Second Edition introductory adventure "Into the Outdoors with Gun
and Camera." Wait! Stop! Y ou don't have to go out and search through bookstores and
gameracksfor Paranoia, Second Edition—you don't need anything but thisbook to play.
I'mjust setting the stage, here.

You see, in the origina adventure, the Troubleshooters were assigned to leave Alpha
Complex and ventureintothe Outdoors— exploringthewild, untamed, partly-irradiated
and definitely Not Safe world of the future. Having grown up in Alpha Complex's domes,
however, they first had to cope with the idea that there were no ceilings and few walls
Outdoors, and the Computer wasn't everywhere.

A sobering experience.

It was dso a good way to get new Paranoia players involved in the world. See, the
Troubleshootersstarted outin AlphaComplex, but then had to venture Outdoors. Forthe
players, thismeant they started out by getting partially used to the unfamiliar "indoors"
world of Alpha Complex, and then they were thrust into what was, for them, a fairly
familiar world — but they had to pretend it wasn't. Trees became "brown poles," ground
became "green-covered, soft-textured floor" and the sky became "AAAAAH!!!II THERE'S
NO CEILING!! AAAAAHHH!"

Ahem.

Widll, in this adventure, the Troubleshooters are assigned as aback-up team to thefirst
one. They have to be briefed by the Computer's briefing officers, get their equipment from
PLC, obtain experimenta stuff from R&D, and then embark on a dangerous mission.
Pretty much the same sort of thing the first team did.

But...

In this adventure, the goa is not to go Outdoors and explore — instead, it is to go
Outdoors and eliminate arogue Troubleshooter team assigned many monthcycles agoto
ventureinto the Outdoorsand bring back important information, samples, and prisoners
to the Computer.

But they betrayed the Computer and al the loyal clones of Alpha Complex.

Oh, not right away. They were devioustraitors. See, they went through all the normal
mission procedures normally — they collected their equipment and went through their
briefingslike any other Troubleshooter teamn (hardly ever shooting each other in the back)
— but when they went Outdoors, things got strange. After the first few mission reports
and requestsfor replacement clones, their radiowent dead. Repeated attempts at contact
—first by radio, then by flybot, and finally by Armed Forces search patrols—failed. The
Troubleshooters were lost in the Outdoors. Oh, well. Time to send out another team.

Or 50 everyone thought.

Y ou see, the Computer is much smarter than any mere Troubleshooter, and It finally
figured out what was going on. It knew that each of the Troubleshootersin the team had
severa clonesleft ontheir six-pack, so the team was not eliminated. It al'so knew that It
had assigned the Troubleshooters everything they would need to survive in the Outdoors
— Happiness Fills, Bouncy Bubbl e Beverage, weapons, ammo, atransbot— so they must
be aive. The only conclusion was that they have gone renegade.

And the Computer is annoyed.

The new Troubleshooter tearm will be assigned thejob of locating and terminating the
old team before it can get back to Alpha Complex and spread treasonous information

Back FROM THE OUTOOORS
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about Outdoors among the citizenry. Termination vouchers have been issued for each of
the traitorous team members (they will be given to the Team Leader at the start of the
mission) and no quarter is expected to be asked or given.

As asecondary mission, the Troubleshooters are supposed to collect information about
Outdoors as they go, and take soil, vegetable, and tissue samples from everything they
encounter. They are supposed to return within two weekcycles, their mission compl eted.

Of course, the Troubleshooters will probably not know that al information about the
Outdoors — including any maps or tips they get from their briefing officers — are
classified as security clearance Ultraviolet. Thisisto bekept secret from them at al times.
Y ou see, the Computer is not going to risk Ultraviol et clones on amission with this much
danger — but It definitely wants the mission accomplished. The Troubleshooters will
have to deal with thisproblem when (or if) they return.

AOVENTYRE SyrOPS/IS

The following plot outline will give you agood idea of how the adventure should go. If
the Troubleshooters do lots of dlly things and get themselves off the track of the
adventure, you can useit as aguideline to boot them back on. Or you can changethewhole
sequence if you want ... but make sure to read over both the outline and the entire
adventure before you go changing too much, you hear?

EPISOOE ONE: WAKEY, WaKkey

The Troubleshooters are dl in their individual creches or dormitories, snoring away
the effects of their Sleepy Tyme capsules. They've gotten arich, dream-filled two or three
hourcycles of slumber before a claxon by each Troubleshooter's head starts ringing. This
air raid/nuclear alert siren is the Troubleshooter's alarm clock — it tells the Trouble-
shooter in the most subtle of ways, "Hey, get up, get dressed, and get going — the
Computer wants you!" Since the claxon adso startles everyone else in the area awake,
gettingyou up and out the door will probably betheir mission aswell—soit'saquick scene
punctuated by blows and curses.

EPISOOE TwO, BRIEFING, BRIEFING, WHO'S GOT THE BRIEFING?

When the Troubleshooters get pushed, thrown, or otherwise propelled out of their
doors, they meet in asmall corridor. The Computer tells them to get to the PSU briefing
center ASAP and PDQ, unlessthey want to turn up DOA down inthefood VAT (sorry, |
was on aroll). Of course, information on whereto find the PSU briefing center is classified,
<0 they'll have to find it on their own.

EPISOOE THREE: YOUR JOB, SHOULD YOu CHOOSE MOT To BE ExecyTEd

Having arrived at the briefing center, the Troubleshooters are finally admitted to the
briefing room and briefed, in brief, by their briefing officers (sorry; I'm doing it again).
They get some sketchy information about their mission, aswell as afew maps and other
useless gamemaster aids. Then they get shunted off to PL C for equipment.

EPISOOE FOUR: 18 IT ME, OR PLC?

Production, Logistics, and Commissary has been told to outfit the Troubleshooters for
atrip Outdoors. Unfortunately, they don't really know what ateam going Outdoorsneeds
— thelast clones who asked the Computer were demoted, assigned treason points, and
then executed for requesting Ultraviolet clearance information — so the equipment
assigned will be pretty sketchy. But everything must be signed for. And that includes
anything PLC has lost in the last decade or 0 and is looking for a scapegoat to blame it
on, so be careful.

EPISOOE FIVE: MO G000 EQUIPMENT GOES YNPYNISHED

Research and Design has a few ideas what the Troubleshooters might need in the
Outdoors, but they're not telling why. Instead, they want you to try out some nifty new
gizmos. Go ahead. Try it on. The Computer won't mind. Infact, Itinsists. Now, whenyou
want to activate it, just push this litttle — NO! FOR THE COMPUTER'S SAKE, DON'T
PUSH IT IN HERE!

/ 7 8 BAack FROM THE OUTOOORS
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EPISOOE Stic: ON THE TRANSTYBE aNO OUT THE DOOR

The Troubleshooters are then hustled into atransbot and ferried to an outer sector of
AlphaComplex — OUT sector, of course. Naturally, the transtube bresks down and they
have to walk most of the way, but this allows them to make contact with secret society
members, pals, and other personages of Alpha Complex. It dso gives them a chance to
blast each other while nobody much is looking.

EPISOOE SEVEN: QUIT STALLING AND LEAVE ALREADY

At long last, the Troubleshooters arrive at the OUT sector airlock. They are appre-
hended by V ulture Trooperswho have been ordered to track them down and escort them
Outdoors. They are blamed for not showing up on time, even though the transtube broke
down, and they will probably get into a couple of fights or heavy grovelling sessions.
Eventually, they'll get booted Outdoors.

EPISOOE E16HT: TO SEEk OUT, TO EXPLORE .. TO POYR FIREPOWER
DOWNRANGE .,

The Troubleshooters go through al the predictabl e stages of shock at being Outdoors.
The gamemaster will probably haveto encourage this. They have acouple of encounters
with animal s and then mutated animals... and, finally, somenasty natives— excuse me,
"Outdoor clones' — whowant to have them for dinner. Or brunch. Whatever itis, they're
on the menu.

At this point, the Troubleshooters encounter different tribes of Outdoors clones and
probably start to figure out alittle about what's going on. Thisis dangerous for them, as
they will probably have to display treasonous knowledge to do anything with what they
find out. The Outdoor clones arefollowers of the traitors they are seeking out, and appear
to be battling each other as well as the newly-arrived Troubleshooters.

EPISO0E NINE: A Wito RIoE

The Troubleshooters use their experimental water transbot to escape from the natives,
who are threatening to overwhelm them. They have to contend with mutant creatures
from the deeps, radioactive water, and raging rapids. They end up at the bottom of a
waterfall, captured by one of the tribes.

EPISO0E TEN: A NEew TEam LEaOER?

The original team leader has her own little tribe, away from therest of the treasonous
clones. Sheisgenuinely tryingto returnto AlphaComplex, having completed hismission.
She has even organized her tribeinto a miniature version of Alpha Complex, and started
up her own Troubleshooter organization. She wants the Troubleshooters to help her get
her tribe back to Alpha Complex. Too bad the Troubleshooters want to kill her.

EPISOOE ELEVEN: BATTLE OF A LOT OF ARMIES

The Troubleshooters, with or without their new dlies, have to make it back through
hogtileterritory to get to Alpha Complex. They must scalethewaterfal cliff-faceand then
sneak upriver through the other tribes. Unfortunately, the appearance of the new team
has caused all the other old team membersto go berserk and start afinal war-to-end-all-
wars ... right where the Troubleshooters want to go. They'll have to get through it
somehow to make it home.

ErI900E TWELVE: Att WRaPPED Up ano AOWHERE TO 60

Just when everything looks hopeless, the Troubleshooters are rescued by another
Troubleshooter team, flybots, and the Armed Forces. Everyone getsinto the act, and body
parts go flying everywhere.

But, wait — why are they shooting at us?! We're the good guys!

Eventually, the Troubleshooters get obliterated. Those with clone replacementswake
up in the same briefing room they started this dl in, others are out of the game.

AFTERMATH: DEBRIEF OR DIE, CITIZen!

The debriefing exposes al treason and allows everyone to lie about everyone else.
When it's over, any clone till standing might actually get aleg up. Some might get aboot
to the head. Read on and find out.

Back FrROM THE OUTOOORS / 7 $
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EPISODE ONE: Wakey, Wakey

Thisepisodeshouldberunforevery cdoneindividually. Itisaquick one, soyou canhave
everyone dse leave the room or you can go into another room and call playersin as they
"wake up.” Each player should be given acharacter (or should have a character created)
and read the following:

CLANG-A-CLANG-A-CLANG-A-CLANG-A!

You are awakened by the deafening sound of a claxon ringing right by your
head. Youjerk awakein the darkness, smashing your forehead into the bunk
aboveyours. Oh, wait, it'snot all dark ... seethosepretty lights. Why, | bet you
could grab oneif you tried ...

Rough handsgrab your sand dragyou from your bed. Y ou still seethepretty
spots, but now you hear not-so-pretty curses and shouts over the sound of the
claxon. What wasthat claxon for, anyway? Y our head hurtsso much, it'stimeto
think. Someone presses something into your right hand, but it isalmost ripped
from your grasp asyou are hurled through the air —SMACK.'

At this point, roll some dice, pretend to check the damage chart, and click your teeth.

Luckily,you'reonly ssunned. Y ou waver for amoment and then fall back into
thecrowd of graspingarms. They pick you up totry again and you feel your body
arcout intothedarkness. But, thistime, ablindinglight greetsyou. You hurtle
throughthelight and smack intoanother wall —asilver onethistime. Y oumoan
asyou look around. You are outsde your quarters, wearing nothing but your
jammies, and you see several other clonesin apparently the same state.

If the player wants to ask any questions, he can do so now — but not too many. Remind
him that he is dazed and confused from the bouncing around, and he really doesn't
remember much, except what's on his character sheet.

If the player asks about the thing that wasjammed into his hand, tell him itisapiece
of paper with writing on it. Ifyou want, make up apiece of paper and giveit to him—this
would be anice prop. It should betorn midway through, meaningthe Troubleshooter does
not get the whole message.

Sample messages can include:

"Beware of the —"

"I'll meet you at —"

"Whatever you do, don't —"

"Roy-G-BIV isa—"

"— and you might survive."

"— 30 he'll give you the secret weapon.”

"— or they'll come looking for you."

The"—" mark shows where you want the paper torn.

If you areusing the pregenerated characters, or you arefamiliar with all thecharacters

being used in the game before the play session, the notes can have little cryptic messages
about them as well. Everyone gets one note, but everyone should think they have
something special.

Anyone who doesn't ask about a note at this point probably dropped it when they hit
the wall and doesn't get one.

THE VERY IMPORTANT MESSAGE

The notes are completely unimportant — unless you want them to be. They are
supposed to foster paranociain the players and get them suspicious right from the start.
They could have interesting information about-the rest of the adventure, or the other
Troubleshooters, butthey areprobably Red Clearance FishLykeTreats (or red herringbots).

Y ou can make the notes more mysterious if you write out the whole message and give
half to one player and half to the another, or if you ask them to make Strength rolls and
then appear to rip the paper at adesignated point " depending on what they get." Thiswill
make them think the notes are important when they really aren't.

/ 8 0 BACk FROM THE OUTOOORS
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GETTING ACQUAINTED

Nobody is armed with anything but his or herjammies (Red clearance, of course) and
mutant power (not that anyone has one, of course). If anyonewantsto start afight, they
can, but even they are alittle more likely to try to get to know each other first. Have
everyone who has a character portrait show it — they can introduce themselves if they
wish.

THE COMPUTER SAYS

Sooner or later — sooner isbetter than later, unless something fun isgoing on— the
Computer's voice comes over ahidden speaker. It addresses everyone by name and calls
for attention. Anyonewho doesn't give it might find themsel ves at the end of aremote laser
barrel.

" Attention, Troubleshooterd"” the Computer'svoicebooms. " Wedcometo PSU
sector and the Troubleshooters Thank you for volunteering tobe a part of the
eIiteélelam of Alpha Complex treason fightersl Serve the Computer and all will
go well."

That's right, you remember, you were promoted to Red clearance just
yester daycycle, and youremember hearingsomethingabout joiningtheTrouble-
shootersl Imagine, beinga part of the Computer'sown dlite strikeforcel Aren't
you lucky! When you get through screaming in terror and denying having
volunteer ed, the Computer continues:

Allow anyone who wantsto to scream in terror or plead to be reassigned. Many clones
in Alpha Complex just don't seem to have what it takes to be a Troubleshooter. The
Computer ignores it all anyway.

"You areall toreport to PSU Briefing Center immediately toreceiveorders
on your first Troubleshooter mission. It isimperative that you report immedi-
ately, as your mission is of a time-critical nature. Failure to report to PSU
Briefing Center will result in your termination. Have anicedaycycle, citizens.”

At this point, there is a crackling sound and the speaker goes dead. If anyone thinks
to ask the Computer where PSU Briefing Center is, they hear a loud sputtering and
buzzing, and a small wall pandl starts to smoke. A moment later, and the panel will
explode, doing damage vaue 9 plus 1dIO to anyone nearby (i.e., anyone who doesn't say
they are getting out of the way).

ErISODE TWO: BRIEFING, BRIEFING, WHO'S
GOT THE BRIEFING?

At this point, everyone is standing around in a smoky hallway in scorched pajamas.
Pajamas are not advised Troubleshooter mission-wear and being out of uniform is a Bad
Thing. Getting dl covered with smokeand soot isaviolation of hygienerules, andignoring
the Computer's orders to report to PSU Briefing Center is a Really Bad Thing.

Still, your players may not know this, evenif their Troubleshooters should. They may
stand around bi ckering (and occasionally trading punches or mutant power attacks), they
may try to formulate a plan for finding the Briefing Center, or they may even try getting
back into their dormitories or creches for their uniforms.

None of thisis productive.

The Computer said "go to the PSU Briefing Center,” and, by Its digital capacitors,
that's what It meant. Go there. Which way? Doesn't matter —just go.

Ifthe Troubleshooterstarry or try to reason out whichway they cango (and they should
have lots of different choices), then you can tell them they hear arumbling sound. Then
aclanking. Then a"swhooshing." Then some more clanking.

If they aren't running by now, they deserve what happens next.

A CLean TYBE 18 A Harry TVBE

One of the most important jobs of bots in Alpha Complex is to keep the place clean.
Clonesare such messy beings, dropping thingshere, breakingthingsthere, and generally
leaving trash and body parts al over the place. Well, the Scrubot Brigade of PSU sector
is among the best in the business at cleaning things up.

Back FrROM THE OUTOOORS / 8
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THE PSY Scrysgor Bricaoe

While most scrubots are stupid washer-drones programmed only to sweep and scrub
and clean up the most basic messes, the PSU S.B. is an elite unit among scrubots. They
were designed as an experiment by HPD& M C to see if super-motivated powerbots would
improve performance and morale among bots and clones aike.

It worked, and it didn't.

The PSU SB. bots are much more intelligent than your average scrubots. They can
soeak in coherent sentences, they can reason out problems and seldom (if ever) go
screaming off into pits, and they are equipped with the best scrub-brushes, rotary
sweepers, and SoapFoam injectors of any scrubotsin the business. Asaresult, PSU sector
is one of the cleanest sectors in Alpha Complex.

Unfortunately, while most scrubots are slow-moving and small enough to get around
(most are able to work in even the busiest corridors of Alpha Complex), the S.B. bots are,
shall we say, less subtle. When HPD& MC's sensor nodes detect a spillage, soilage, or
general messin acorridor area, they immediately dispatch the S.B. to deal withit. The
S.B., being highly motivated and programmed to be enthusiastic, roars off to the corridor
or room and begins work immediately. Anyone in the way will be trampled, foamed and
scrubbed within an inch of his, her, or its life.

Three of the S.B. roar around the corner at breakneck speed. Read thefollowingto any
players whose characters did not flee fast enough from the scene:

A loud rushing, whining sound is coming from a near by cor ner. Y ou want to
turn and run, but you find yoursdf frozen in horrific anticipation. Something
wet and whiteblastsinto anearby wall and splatter syou. Sputtering, you taste
the Computer's best SoapFoam formula in your mouth. And then you seethe
first of the brushes.

Thethree S.B. botswhip around the corner at this point and start scrubbing everything
inthearea—especialy the Troubleshooters. Each hasitsown speciaty and characteristics:

RotorBrush 1000: The RotorBrush 1000 (or RB1K, as its bot buddies call it) isthe
leader of the pack. It hasthree giant, rotating brushes strong enough to scrape the enamel
offyour teeth— even when your mouth isn't open. Its photoreceptors are equipped with
super-sensitive soil scanners, and its only desireisto scrub, scrub, scrub. Its brushes can
do damage value 12B (+IdIO) to any three targets it chooses to clean, and it has a
scrubbing (okay, melee combat) skill value of 15. It is dura-plated and heavily armored
(dirt can be adangerousbusiness)—A 115 — and it can take seven wounds before shutting
down.

BlastoJet SprayCycle: The BJSC looks almost like a motorcycle with asidecar. Its
super-tread wheels allow itto corner on aplasticred, andit is by far the fastest of the three
S.B. bots. The BJSC's "sidecar” is redlly a dual-turreted hydraulic spray cannon. One
barrel shoots SogpFoam in either continuous streams or short puddl e bursts, while the
other barrel fires the WondaRinse extract. The BSIC has a spraying (or energy weapons)
skill value of 12P, and either of its cannons can do damage value 9 (+1dlO) to any single
target. The BSIC is not very heavily armored (A113), but it can take six wounds before
being destroyed.

Mark I'11 Scrubot Deluxe: Thisslow-moving, efficient S.B. bot looks morelikeatank
than ascrubot... at first glance. Anyonewho hastimeto look it over notices that it really
doeslook like ascrubot—if scrubotswere three meterstall and four meterswide. It moves
by using its finishing brushes, which whirl continuously, scrubbing the floor. It has
several smaller arms that it can use to scrub
small patches on the walls, missed by its team-

:\> Gamemaster Tip: The Scrubot Encounter mates. It also has several small water cannons
. . I ) it can use to get at those "hard-to-reach” spots.

The encounter with the S.B. is amotivational one. It is used merely to The-Mark 111 has general scrubbing and firing
get the Troubleshooters moving and not thinking. Anybody who wants to illsat skill value 12. has A115 armor. and can
debate which way to go or try to reason with the scrubots should be ... take eight wounds béfore being disab’led Itis

"cleaned.” Replacement clones will join the team en route to the briefing.
Oh, by theway, for groupsthat did immediately st out in one

direction or another (it really doesn't matter), you can have the SB. show

up and interrupt their trip. Y ou don't have to kill anyone off with these

very dow, but efficient: anything caught under
its treads will take damage value 15 (+1dlO)
every round. Itslesser "weapons' do more mod-

guys, but you can have some fun embarrassing them and making them erate damage (you pick, gamemaster).
scream for mercy. _ _ Unless the Troubleshooters are complete
The important thing i to get them moving quickly. morons (2), they will flee the Scrubot Brigade.
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R-AN-TAR-AH! THE ATTACK OF THE SCRUBOT BRIGADE!!!

k all, fighting is usdless — the SB.'s are not Commies or traitors, and they are
lisble Computer property. Besides, they aren't actually attacking the Troubleshooters
thdrjob is to clean up after them. Isit their fault the stupid fleshbags refuse to get out
theway?

[The Troubleshooters should be running all-out to escape the Scrubot Brigade. Have
I make Agility and dodge rolls occasionally, and herd them down endless corridors.
ayore ducks away from the party, they find themsel ves either reuniting with the team
intentionally or getting blasted by the SB.'s.

Eventudly, they spill out into the PSU Briefing Center.

WOODE THREE: YOUR JOB, SHOULD YOU
WoOSE AOT 70 BE EXECYTED .

Atthebeginning of the scene, the Troubleshooters, hopefully runningfrom the Scrubot
brigede end up in the PSU Briefing Center. They must find the correct briefing room and
thelr assignments, post haste.

E PSY CENTER FOR PERFORMING TROYBLESHOOTERS

There are, literally, thousands of clones in the PSU Briefing Center when the
Troubleshoatas arrive. Most of them are Infrared clones trying to perform menial tasks
(uming errands, cleaning up, getting in the way of the Troubleshooters, etc.), but afew
arehigh clearanceclonesattached to oneof AlphaComplex's Service Groups.

I'Y ousee, thePSU BriefingCenterisda sotheliai sonHQf or PSU Sector Troubleshooters

land al other Service Groups. Every Service Group has a smdl office (more like a

Jedia) as well as a staff of representatives and workers (o don't al fit in the offices)

landit seemsevery clonein PSU sector got thereearly today sothat they could get their

haes done. The following are a few examples of what is going on.

W FROM THE QUTOOORS
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HPOEMC

Housing Preservation and Development and Mind Control is terribly overburdened.
It seems that the Computer, in Itsinfinite capacity, has started assigning quadruplethe
normal number of clones to PSU sector and It expects PSU HPD&MC to find places for
al of them to live.

HPD isrising to the challenge. It has turned bunk beds into quads, single crechesinto
octadeepers, and corridorsinto "specia assignment camping maneuvers.” Anyonewho
shows up near the HPD& M C booth is handed along form they can use for detailing their
current housing requirements and listing their current address.

The Troubleshooters are currently living in the creches or dormitories they came from
— fairly comfortable, and definitely the best Red clearance has to offer. However, if
anyone looks over the form carefully (i.e., they actually read it), they will be able to
determine that even the most basic forgery attempt could garner the Troubleshooter
quartersfit for an Indigo.

For many Troubleshooters, thiswill be too good an opportunity to pass up. If they bull
through the crowd, form clutched in hand, they can attempt to turn it in to the harried,
Orange clearance clone named Hell-O-GRL-4 at the desk. Shewill then stuffit into abox
and send it offfor processing. Presumably, the Troubleshooter will then be assigned really
great quarters.

At least the first time.

Thesecondtimeanyonetriesthis, aViolet level clonenamed Rowe-V-WAD-5 (thelocal
head of HPD& M C) will snatch the form out of the clerk's hand and read it over, frowning.
He will then demand to know whose form thisis, why they filled it out the way they did,
and all manner of other personal information. When he gets to the information about
where the clone is living, Roe-V will brighten considerably, and then shake the
Troubleshooter'shand.

"Thank you, thank you! Wed forgotten about the extra space we had in
Corridor XJC/154! Thank you for reminding ud It's Red clearance, you say?
Good! Wehave hundreds of Red clear ance clonesin desper ate need of housing!
Tonightcycle, you'll haveafew extraroommates! And don't worry —we'll make
sureeveryone in your dorm knowswho the housng hero id"

The Violet clone then chuckles and moves on. Nothing the Troubleshooter does can
change this outcome.

THE ARMED FORCES wanT YOU/

The Armed Forces are on arecruiting drive. Normally, the Computer assigns clones
to aparticular Service Group and, unless they volunteer for the Troubleshooters or get
involuntarily transferred, that's that. But PSU sector Armed Forces have been given
permissionto recruit inthe sector (possibly dueto theovercrowdingthat'sgoingon). They
are looking for volunteers.

Anyone passing by the Armed Forces booth will be grabbed by a pair of really large
clones. Large, well-armed clones. 1t would be Really Bad to resist, you tell the player.
These guys look likethey could break you in two without thinking about it. Infact, they'd
probably have to, since their brains are about the size of wal nuts (those are nuts used to
screw into ceilingbolts, you think). They lead the Troubleshooter to their booth, where he
isyelled at by adrill sergeant named Shwartz-1-K OF-3.

" All right, you vat-scum! Y ou think you'vegot what it takesto makeit in the
Armed Forces? Well, herés where we find out! Give this dirt-bag a weapon,
soldier!"

At this point, one of the goons thrusts a laser rifle into the hands of the bewildered
clone.

"Waeéll, what are you waiting for?" the drill sergeant screams, " Pick a target
and gart firing!" The drill sergeant points downrange at a pair of infrared
clones dressed up in gstrange outfits. One is wearing a large, fuzzy hat and
drooping plastic moustache, while the other has a large, sponge-rubber cos-
tume that makesit look like a monger.

If the Troubleshooter hesitates, maybehesinthewronglineof work—thesergeant cals
for another volunteer. Otherwise, he can start blazing away with the laser rifle (damage
value9l) at theuarmored, unarmed clones. Thecloneshave Agility attributes of 4, 0 they
should be easy targets. The laser rifle has six shots, so this should be a daughter.
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After the weapon has been emptied or the two clones are incapacitated, the sergeant
calsfor another volunteer. He does not collect thelaser riflefrom the done and will alow
the Troubleshooter to walk off with it (the sergeant is actually a member of Death
Leopard, and he wants to supply weapons to the people).

If any bright Troubleshooter volunteers, the two goons grab the clone, strap one of the
"funny" mutant or Commie outfits on him, and hurl him downrange. The next thing he
hears is "Fird" and abunch of laser blasts head hisway. If he can keep from being fried
(there are three attackers with laser rifles, al have pitiful skill values of 5) after six total
shots, the drill sergeant will scream, "That's the stuff,” award him a service volunteer
badge, and send him on his way.

OTHER ENCOUNTERS

Other encountersinthe mall areaof PSU area ong similar lines. Other Service Groups
arerepresented, and there are Commies, mutants, traitors, spies, secret society agents,
and all manner of clones in the area. Occasiona explosions rock the place, and Crazy
Eddies are everywhere, hawking their wares. Run afew encounters until just before it
gets dull.

FINOING THE BRIEFING ROOM

Whenthe Troubleshootershavewandered around for alittlebit, presumably in search
of the Briefing Room, they eventually hear an announcement.

" Attention, Citizend Thisisthe Computer! | regret to inform you that there
arepossibletraitorsin PSU sector! They areTroubleshooters, and they arelate
for abriefing! They are supposed to report to Briefing Room RUAOK immedi-
atdy!”

At this point, asign begins blinking over the entrance to Briefing Room RUAOK, just
on the other side of the mall area.

"Ifthey do not report within the next two minutecycles, they arein violation
oftheir ordersand duetobeter minated. Herearether picturesfor reference”

Photos of the Troubleshooters begin flashing on a giant monitor screen, one a atime.
Pick each Troubleshooter at random. As soon as oneis picked, someoneinthe crowdydlls,
"Hey, there he/sheid Get him/her!" and clones surge forward. You seg, it iswell known
that the best way up the ladder is to knock someone ese off their rung.

Basically, the longer the Troubleshooters hesitate, the more of them will get over-
whelmed by the mob. Anyone who didn't start running for RUAOK as soon asthelight
lit up stands a good chance of getting grabbed. Everyone e se should makeit.

If even one Troubleshooter makes it to RUAOK, then everyone is considered to have
made it — at least as far as the Computer is concerned. Clone replacements (for those
ripped up by the mob) will show up at the briefing room. When everyone is there, the
briefing begins.

BENG BRIEFEO

The briefing is held in a small, dark room with no apparent furnishings. When the
Troubleshooters are al there, agroup of hot lights blink on, focusing on their faces. No
matter how they try, they cannot shield themselves from the lights glare. Suddenly, a
voice booms out:

" Areyou Troubleshooter team Alpha- Alpha-Omega-ST" thevoiceshouts. The
sound reverberatesin your heads. Your throatsfeel dry and cracked asyou try
to answer.

Allow the team membersto answer. Don't worry, no answer is the correct one. If they
say "yes" then they will be grilled:

"How did you know your classification, citizens? The classfication of all
Troubleshooter teamsis security cdearance Ydlow!™

If they say "no," they will be screamed at:

"What do you mean you aren't team AAO3? |F you aren't, then why areyou
here? Areyou Commie spies sent to infiltrate a secret mission breifing?”

If they say "we don't know" or anything similar, they will be admonished:

Back FrROM THE OUTOOORS / 8 5
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"What doyou mean you don't know?! You are—" and thevoicereadseach of
your namesoffinturn—"and you arehere, aren't you? And were supposad to
be briefing team AAOS3 at thistime! Areyou suggestingwe arein error?'

And so on.

This briefing officer, Claud-1-USS-6, is a very nervous, very suspicious clone trans-
ferred to the Troubleshooters out of Power Services. He believes that every Trouble-
shooter team has been sent to him in an effort to discredit him and get him executed for
incompetence. As a result, he hates performing briefings, and will give out as little
information as possible—he hopesthat the Troubleshooterswill fail in whatever mission
they are assigned as soon as possible, so that they will beblamed and not him. If possible,
hewill gir up paranoiaamong the group, and try to get them to attack or discredit each
other.

The next voice the Troubleshooters hear does not start until Claud-1 stopshisplay. Itis
alow, sultry (well, itwould sound sultry if not for al those hormone suppressants) voice—
a pleasant contrast to Claud-1's bellowing. It is the voice of Lauren-B-CAL-4, an Internal
Security agent assigned to make sure dl briefing procedures are followed to the | etter.

" Now, now, Claud-I, don't get excited. I'm sure these Troubleshooters are
readytobebriefed on their misson, aren't they? Good. And we'll behappy todo
that, won't we? Excellent. Now, who isthe Team L eader ?"

Anyonewho stepsforward ishereby assigned |eadership of theteam. If more than one
Troubleshooter wants the honor, Lauren-B will chuckle, low in her throat, and suggest
that thetwo clones "settlethis' between themselves. Right now.

Lauren-B isrealy watching to see who will be the first to disrupt the briefing. Anyone
who throws the first "punch” will be reprimanded by her in a sharp, shrill voice and
assigned a wad of treason points. Anyone who tries to stop the disruption will not be
helped or even congratulated, but Lauren-B will remember it.

Eventualy, Lauren-B will laugh again and her voicewill returntoitssultry tones. She
will either choose aTeam Leader randomly or pick theone clonewho everyoneelseyielded
to.

"Wséll, Citizen, you have your work cut out for you. You are going to be sent
after treason in its highest form — a Troubleshooter team gone bad."

Lauren will then proceed to tell the Troubleshooters some of the story of the original
team — she will definitely revea that a Troubleshooter team was sent out some
monthcycles ago to explorea"far away sector.” She might reveal it asthe Outdoors, ifyou
want to, or she might keep that tidbit of information a secret. She will give the Team
Leader asmall vid-crystal he can usewith theteam'srecorder (which they will beassigned
later) to view the Troubleshooters' targets and learn some basic i nformation about them.

Afterthat, Lauren-B will choose aL oyalty Officer for thegroup— if possible, she'll pick
the clone who tried to settle thingsin the dispute over team leadership, but, if not, shelll
pick someone everyone elseismost likely to dislike anyway. Shewill also assign any other
Mandatory Bonus Duty you think appropriatefor the session (Equi pment Guy, Commu-
nications Officer, Morale Officer, etc.) to the rest of the team. Then shelll pass the rest of
the briefing off to Sad-R-ATT-3.

Sad-R, aTroubleshooter from R& D, isthe only clone inthe group who has actually been
Outdoors, and it has affected him. He does not want to be a briefing officer, and he really
doesn't want to talk about the Outdoors. When hewas Sad-R-ATT-1, hewas sent into the
Outdoors on amission and, despite encountering hostile natives, giant mutant radioac-
tivedugs, and dl manner of other dangers (not to mention drugwithdrawal and hormone
explosion), hereturned. Helost histwo clonesin AlphaComplex during hisdebriefing (for
revealing knowledge of information above his clearance).

However, Lauren-B will force Sad-R to brief the Troubleshooters on the Outdoors
(unlessyou think it would be fun not to) and to answer their most penetrating questions.
She will aso take notes on the team's knowledge or curiosity about things above their
clearance, but she will not do anything about it now.

Sad-R, when pressed, knows the following information:

» The Outdoors has no ceiling.

» The Outdoorsis very dirty.

* There are clones and mutants in the Outdoors.

 There are giant bots in the Outdoors of fearful construction.
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I. Tl?e oldteamistill dive Outdoors, and he can give you general directions on whereto
ook.

» The Computer can replace clones Outdoors, but only if you cdl in for replacements.

» The Computer does not monitor Outdoors.

* There are no food dispensers Outdoors.

Unfortunately, Sad-R will only respond if questioned about specifics — and specific
questions are going to get the Troubleshootersin trouble eventually. Give out as much or
aslittle of thisinformation asyou want.

One way of controlling the amount of information passed adong is through Sad-R's
attrition rate. Every time he answers two questions accurately about the Outdoors, heis
executed for displaying knowledge abovehis security clearance. But hekeeps answering,
at Lauren-B's bidding, until out of his six pack. This should be some indication to the
audience that Lauren-B is much more scary to Sad-R than final termination. Wise
Troubleshooters will make note of it.

When the Troubleshooters have had as much of their questions answered asyou deem
necessary, they aretoldto report to PL C for equi pment assignment. Just asthey areabout
to resign themselves to another exasperating search through Alpha Complex, a door
opens up in one of the room's walls, and they are directed through.

EPISODE FOUR: 1S IT ME, OR PLC?

A stop at PLC is always profitable. The Computer says so, and It wouldn't lieto you,
would it? No, of course not.

The Troubleshooters areintroduced, either by Sad-R-ATT or Lauren-B-CAL, to Scav-
I-GER, theloca authority in PSU's Production, Logitics, and Commissary division. Itis
his duty, and his pleasure, to outfit the clones for the mission.

"Wadll, hellothere," thefriendly-looking Indigo clonesays, " I'm Scav-I-GER-
3, local head of PLC. And what can | dofor you today?"

If nobody jumpsin, the Troubleshooter's escort introduces the team and explains that
they areto be assigned equipment for Troubleshooter Retrieval Mission Zed-Zed-Alpha
Zed and that Scav-1-GER is to handle the assignments persondly. There have been
reports of unauthorized equi pment leaking out of PL C, and the Computer wantsto make
surethat everythingis assigned properly. Theescort then hands Scav-I-GER alist of the
equipment to be assigned, and walks out.

If an alert Troubleshooter wantsto try, he can make aper ception check to read the list
asit is passed to the PLC clone. Theligt has the following items on it:

1 Laser pistol per Troubleshooter
« 2 Laser barrels (Red) per Troubleshooter

« 1 Laserrifle, assignedtoaTroubleshooter of the Team L eader'schoice, with 2 extralaser
barrels(Red)

« 1 suit of reflec armor (Red L4) per Troubleshooter

c.:héi suit of kevlar armor (B3), to be assigned to a Troubleshooter of the Team Leader's
ce

« 1 cannister of Alpha Complex drug supplements, assigned to the Morale Officer

« 1 tool kit, assigned to the Equipment Guy

1 medkit, assigned to a Troubleshooter of the Team Leader's choice

1 Multicorder I, assigned to the Communications Officer

e 1 Com | per Troubleshooter

« 1 Com Il, assigned to a Troubleshooter of the Team Leader's choice

« 2 weekcyclesworth of rations (including cans of Bouncy Bubble Beverage, Algae Chips,
and FunTyme Cheesel_yke Substance) per Troubleshooter

Thedifficulty level of theperception check isEasy. For every point the die roll exceeds
the check number by, let the aert Troubleshooter see one random item off the list.

Thisprovestobeimportant asthereisaleak of equipment goingonin PSU PLC—and
it is coming from Scav-1-GER himself.

Back FROM THE OUTOOORS
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Scav-I-GER is a member of the Pro Tech secret society, and he has been trying like
crazy to "technify" the masses. Basically, he's been handing out gobs of equipment to
anyone he can, and falsifying requisition forms and damage reports. Unfortunately, the
Computer has started to catch on, and Scav-1 isalittleworried. So, in order to make up
for some shortages, heisgoing to assign the Troubleshooters some"aternate’ equipment
(if he can get away with it). Here'sthe new list:

* Everyone dtill gets alaser pistol, but one of the pistols (chosen at random) is defective
and will only fire oneburst, draining al the ammunition from the currently loaded barrel.
The damage value of the dischargeis 15, but the barrel will melt, making the laser pistol
worthless after one shot.

« Everyone getsone laser barrel.

» The laser rifle is, strangdy, exchanged with a cone rifle. Instead of two extra laser
- barrels, the Troubleshooter will receive two rounds of Dum-Dum ammo (damage value

15P).

 Only half the team (round up) receives Reflec armor, but one team member actually

receives Blue clearance armor that has been painted Red.

* No kevlar armor is assigned.

* The drug supplements are CrunchyY um Candies, that have little effect except as a
sugar supplement.

« Thetodl kitiswoefully incomplete— there'sahammer, someduct tape, and areally dull
knife that will snap at the first use.

» The medkit is actually a Tedla O'Malley lunchbox with "Teela O'Malley" scratched out
and "Medkit" scrawled onitinblack ink. However, insidethere are bandages, drugs, and
other supplies that give the Troubleshooter +3 to all first aid rolls.

» The Multicorder | works fine. It really works fine. Y ou see, the Computer modified it so
that it broadcasts a continual video feed back to Alpha Complex regardless of whether it
is "on" or not. Any Troubleshooter who makes an easy check using the mechanical or
electronicsskill will figurethisout. Thedifficultyisnormal to disarm thisfeature (though
that might be treason, unless explained very well).

* No Com Iswill be assigned.

« The Com Il isthe team's only contact with the Computer while they are Outdoors (that
they know of). It has an increasing chance of fritzing out permanently every timeitisused.
The chance starts at one-in-ten and increases by one every timeit is used.

 Therations are a bagged lunch for everyone — about a daycycles worth.

If Scav-1-GER is confronted by someonewho sees hislist about missingitems, hewill
first deny it, then hewill offer the Troubleshooters "surplus' equipment as a replacement
and, finally, hewill grow hostile and remind them that heisan Indigo clearancecloneand
they arelowly Reds and they should be glad he doesn'tjust have them executed for giving
him ahard time.

Ifthe Troubleshooters are canny and don't threaten Scav-1 about going to the Computer
(at least not much), they can get dl kinds of neat stuff out of him. Grenades, slugthrowers,
and other weapons are available, but foodstuffs (which he used to trade for neat gizmoshe
then distributed) and drugs are not. Some armor can be had, though most of it is flawed.

Ifthereis aPro Tech member in the party, and Scav-1 finds out, hewill make surethat
clone gets afew "extras' and the best of any equipment to be had.

Should theteam give Scav-1-GER areally hard time, he has some Armed Forcesguards
on loan that will make sure nobody messeswith him again. The Computer will be on his
side, no matter what the Troubleshooters say ("What do you mean you saw a list of
equipment you are to be assigned? Don't you realize that list is Indigo clearance? ZAP!")
and they will end up the worse for it.

After the PLC encounter has run its course, ship the team off to R& D.

EPISODE FIVE: MO GOOD EQUIPMENT GOES
YNPYNMISHED

Next door is the PSU Research and Design Testing and Distribution Center — not
necessarilyinthat order. The Troubleshootershavebravely volunteered to test somenew
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Tim Bobke

equipment for the Computer in the terrible Outdoors. They will be assigned gear by
trained R& D techsled by Madas-O-HTR.

That'sright— the current head of PSU'sR& D isonly Orangeclearance. Dueto asmall
testing accident, several clones were promoted quickly to fill thevoid. As aresult PSU's
R&D staff is not cleared to know much, if anything, about the stuff they will be
distributing. This makes all those question and answer sessions pretty easy to run:

Troubleshooter: So, what's it do?

Madas-O: Beats me.

TS Readly?

Madas-O: No. | mean, | haveno idea.

TS Youjust strapped it on my back and turned it on?! It's humming and glowing! What do
you mean you don't know what it does?

Madas-O: (Stepping away quickly) Hey, | wasn't cleared for that information.

Fortunately, you know what's being assigned:

e Multilateral Surveillance Pack and Gravitudinal Locator Device: It looks like
abig Multicorder pack with speakers and antennae. Madas-O thinksthat'swhat itis. He
tellsthe Troubl eshooter the M ul SurPak is assigned to that, in order to communicatewith
therest of the team, he needs to hold a detachable microphonein hishand and speak into
it. Thisresultsinthe Troubleshooter'svoice beingamplified nearly 100 timesand blasted
out of the pack's speakers. In order to use the pack to locate Alpha Complex, other team
members, or other terrain features in the Outdoors, simply press another hand-held
button—but, in order to assureasafetest environment, the M ul SurPak will notbearmed
until the Troubleshooter is outside.

Gamemaster Note: This feature of the MulSurPak should surprise the Trouble-
shooter. It actually works— sort of . Whenthe locator featureis activated, the M ul SurPak
turns into a jetpack, shooting the Troubleshooter into the air at rocket speed. The
Mul SurPak will also spinthe Troubleshooter intheair, so that thewearer gets agood ook
around. Unfortunately, the spinning is so fast it will makejust about anyone sick. The

LOoH 5“*1"“

A DEOICATED TROUBLESHOOTER DEMONSTRATES THE PROPER USE OF THE MULSYRPAK,
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Mul SurPak then deploys a parachute, allowing the Troubleshooter to land safely (yes, it
works). Of coursg, if there is any wind at all, the Troubleshooter will drift hundreds of
meters away from his origina launch position.

* Mini-Computer AdvisoBot: When activated, this small jackobot speakswith thetone
and authority of the Computer. It had its personality downloaded from PSU's loca node,
and it is supposed to betheteam'sguidein the wilderness—that is, it's supposed to keep
them out of trouble.

Gamemaster Note: The M-CAB is not what it appears to be. "TreasonBot" would
probably be abetter term for thislittle monster. Inside Alpha Complex, it will act like a
miniature version of the Computer — barking orders, assuming authority, and repri-
manding treasonous behavior. However, the M-CAB is suffering from separation anxiety.
It resents the fact that it (1t?) doesn't have any lasers or grapplers to eliminate traitors
with, and it feels neglected and betrayed. As aresult, it acts like an adolescent dictator
« it will try to force the Troubleshooters to do treasonous and dangerous things, using its
Computer-like personality to browbeat them into compliance. If thisbehavior isbrought to
the attention of the Computer, the Computer will act like a parent... It will deny that M-
CAB isin any way at fault and blame the Troubleshooters for any problems that occur.

Troubleshooter: Hey, up ahead. | see agroup of naked clones sitting around afire. They
look peaceful, if dirty. Let's go talk to them.

M-CAB: No! The Computer saysyou must attack! Leave no traitors unbaked! Fry them all!

Troubleshooter: Oh, shut up. We attacked the last three groups of clones we've run into,
that big, brown, fanged bot we ran into in that dark corridor, and arock, al on your say-so.
Weve cycled through half our six-packs, and I'm sick of it.

M-CAB: Treason! | am the Computer! You will obey! Exterminate!

Troubleshooter: Go stuff your diodes in a magnetic field.

M-CAB: (Using hidden speakers, the M-CAB starts broadcasting recordings of laser fire,
screams, bear growls —from the "big, brown, fanged bot" —and all sorts of clatter. The Outdoors
"clones" respond by jumping up, shouting a lot, and arming themselves. Seeing the Troubleshoot-
ers, they attack.)

Troubleshooter: You tin-plated idiot! Look what you did! Now we have to fight!

M-CAB: That's better. Serve the Computer (Scoots out of harm's way.)

» Non-Ceiling Response Units: Theselook liketwo very heavy boots. | n actuality, they
are lead-weighted boots designed to keep Troubleshooters from floating away from the
floor while Outdoors (hey, gravity could fail, right?). They are not necessary in Alpha
Complex, sincethere are ceilings to catch the Troubleshooter should that occur indoors.

Gamemaster Note: These boots have two game effects. First, they will reduce a
character's Agility and Agility skill base by one-halfwhile they areworn (and they areto
beworn at al timeswhile Outdoors). Second, unless the Troubleshooter obviously doubts
the Computer'swisdom (shame!), they will instill great confidencein the Troubleshooter
whenheventures Outdoors. Whileeveryone e seisclingingto brown polesand grey lumps
and screaming at the lack of ceiling, this Troubleshooter will clunk around confidently.
Of course, he won't be really able to get out of the way of attacks ...

« Bottled Troubleshooter Emergency Cavalry Hydraulic suit: The B-TECH suitis
to beworn by aTroubleshooter. It is an advanced type of powered armor designed to make
any Troubleshooter a walking arsenal. When worn, it covers the clone completely, with
no obvious weak points.

Gamemagter Note The B-TECH suit is a breakthrough in clone-bot interface
technology. The clone wears the suit, which isreally a"dumbot" encased in the layers of
the A115 armor. The dumbot assists the clone in moving, using weapons, and operating
interior systems.

Thereare several weapons mounted in and around the B-TECH suit, includingtwo laser
pistols (mounted in hands), alaser rifle (shoulder mount), a cone rifle with HEAT rounds
(other shoulder), and the clone receives +3 to his HTH bonus in hand-to-hand combat.

There are some drawbacks, however. For one thing, moving around inthe B-TECH is
difficult. The character must make an Agility check to perform many normally simple
actions. Here are some examples of difficulty levels:

« Climbing a dope: Easy
* Jogging: Easy

* Jumping: Normal

» Climbing: Tough
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Another drawback involvesthe air conditioning system: thereisn't one. The B-TECH
suit was designed using the most advanced systems and motors in Alpha Complex, but
nobody every figured out how to pour antifreeze into afew sdlect pouch areas.

As a result, any strenuous activity will cause the wearer to get realy warm and
fatigued quickly. Actudly firingweaponswill cause damageto thewearer. Start at abase
damage value of zero when aweapon is fired. Every additional weapon firing causes an
additional point to be added to the damage value. So, if the Troubleshooter fires, say, his
laser rifle, heisinstantly hit by adamageval ue OE attack (0+1dl O damage). When hefires
another weapon (maybe the conerifle), the damage value goesup to |IE. Asaresult, aB-
TECH operator can cook himsdlf inside his armor during a "heated”’ exchange.

The B-TECH armor coolsdown at arate of one point per round of completerest. So, the
wearer continues to take damage until the B-TECH has cooled to zero. Getting out of the
armor, or into it for that matter, takes about three rounds.

RAFT: TheRealy Aerodynamic Floating Transport is actually arubber raft withwith
afew extragizmos. The Troubleshootersknow how toinflateit (pull thiscord) but not how
to work any of the other gizmos.

Gamemaster Note: The following gizmos are attached to the RAFT:

« Red Button: Emergency Braking Thrusters. Push this button andjets fire from under-
neath the RAFT, capsizing it.

« Blue Button: Forward Thrusters. This one firesjet asssts from the rear of the craft,
capdizing it.

* Black Lever: Manual Motivational Devices. Oars appear, dip off into the water, and the
Troubleshooters probably capsize the RAFT as they grab for them.

* Silver Lever: Hydraulic Rudder Control. A rudder appears in the back of the RAFT, but it
is extremely sensitive. Unless care is used in steering the craft, it will capsize.

* Red Toggles Floodlights. Lights come out of the RAFTs sides, illuminating the shorelines
on both sides, the sky, and both fore and aft. | can't think of away for thisto cause the RAFT to
capsze but giveit atry.

« Blue Patch: Deflation Control. Pull this, and the air comes out of the RAFT, causing it to
sink. Of course, sticking something sharp in any part of the RAFT will do this aswell.

Anything e seyou want to assigh the Troubleshootersisfine. Usethe R& D equipment
listed in this book as a beginning, and come up with any wacky, strange, or dangerous
piece of stuffthe Troubleshooters can lug into the Outdoors. Try to think like someonewho
has never seen the Outdoors and only heard very little about it, and try to anticipate
possible problems.

After R& D equipment has been assigned, M adas tells the Troubleshooters that they
aretoreport to PSU sector transtube andimmediatel y board thetransbot for OUT sector.
OUT sector iswherethe hatch leading to the Outdoorsis (at |east one of them), and they
have to go there immediately.

EPISODE S1X: ON THE TRANSTYBE AND OUT
THE DOOR

TheTroubleshootersmakeittothetransbot just asitisleaving, crammingtheir bodies
into the transbot cars as the doors shut behind (or on) them. Think of a subway at rush
hour. Then think of a subway at rush hour with heavily armed people shoving as many
other people asthey can fitinto thetrams— thisiswhat Alpha Complex masstransitis
like.

If a al possible, the Troubleshooters should be separated. They don't have to worry
about getting of f in time— OUT sector isthevery last stop thereisontheline. But, this
way, they might be ableto do afew thingsin private.

RED CLEARANCE TREATMENT

Being Red Clearance, the Troubl eshooters out-rank many of the clones on thetransbot.
They are ill packed in like ammo in aclip, but they can throw their weight around (if
they can get some leverage). They can force Infrareds to hang from the celing or get out
of seats or let go of handholds. Thisisimportant — the transbot isveryjerky and moves
very fast. Anyone not holding onto anything or sitting in a seet takes damage value 5B

Back From THE OUTOOO0RS

:\> Gamemast er
Hint: Assigning R&D
Equi pment

Experienced Troubleshooters
will be wary of recelving R& D
equipment, and this feeling will
rub off on the newbies. Try to
elicit volunteers for each piece of
equipment, and get the team
fighting among themselves over
who the "lucky" tester will be.
Remember, the team must test
this equipment for the Computer
— and the Computer will choose
avolunteer if none come forward.
Sometimes, It will choose a
different volunteer anyway, just
to be capricious.

Clones who volunteer readily
totest R& D equipmentare
possibly suicidal, but dowin
bennies from the Computer.
However, clones who volunteer
too readily might be traitors
trying to steal valuable equip-
ment. Have the Computer play it
any way you want.
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every 0 often as the transtube nearly leaves the track, halts suddenly, or bounces.
Anyone holding onto ahandbar or hook only takes damage value 3B, while those in seats
take no damage. While even 5B plus IdIO only results in minor bruises (unless the
Troubleshooter is really wimpy), it is uncomfortable.

Every Troubleshooter should have a good view, however, of higher-clearance cars.
Thereare Orange, Y ellow, and even Green clearancetramsaongthetrain, al within easy
access. None of them are nearly as crowded — some are amost empty.

IfaTroubleshooter wantsto bull hisway to ahigher clearance car, he can do so easily
The Infrareds will immediately perceive Something Bad is Happening and get out ofthe
way (as much as they can). They will let the Troubleshooter get to the door.

Upon entering ahigher clearance car, nothing happens. Nothing at all. A few higher
clearance clones may frown in the Troubleshooter's direction, but they are not going to
start anything — remember, the Troubleshooters are fairly well armed, and most of the
other dones are unarmed or only carrying lasers. Besides, they know Somebody Elsewill
deal withit.

Somesooy ELse

"Somebody Else" arrives soon after every Troubleshooter who isgoing to shift cars does
0 — use your judgment. Somebody Else arrives a few minutecycles after the Trouble-
shooter has gotten settled, and can be in any of the following forms:

e Conduc-I-TOR-4: This squirrely little clone isin charge of the PSU transtube OUT
sector run. He wears his crisp, Indigo conductor's uniform with pride. He also wears a
yellow stripe on his outfit — the sign of a registered mutant.

Conduc-1-TOR-"!

Mutant Power: Telekinesis

Secret Society: Assemblersof God

Service Group: Power Services

S8A6 C9D7E7MASM7 P10

Macho: 3Wounds. 5HTH: 4

Brawling 7, dodge 8, intimidation 10, perception 6, laser pistols 9, transbot ops and

maintenance 12, surveillance 8

Equipment: Indigo reflec armor (4L), laser pistol with Indigo ammo (9L), ticket

puncher

Description: Conduc-1-TOR started out asatransbot repairclone and hasworked his
way up from there to a position of power and prestige. He does not take kindly to clones
jumping clearance and will indicate strongly that the violator return immediately to the
Infrared clearance car. He will also ask the Troubleshooter's name, so he can report it to
the Computer. Ifthereisany hesitation at al, hewill try using his TK power to throw the
Troubleshooter back, or he will use his laser to settle the problem.

« Big Blue: Big Blue patrols the transtubes much like Conduc-1-TOR, but it isn't
interested in security clearance violations. Rather, it is an anti-terrorist bot that uses
high-beam scannersto check for bombs, explosives, or electronic surveillance equi pment.
It will go up to each clonein the car, scan them, and move on. If the cloneis of Orange or
higher clearance, it can avoid this scan by pulling rank — someone thought it would be
agood ideato tell Big Blue not to scan anyone of acertain level if they didn't want to be.
This means Big Blueis often very frustrated, because it can't fit in the Infrared clearance
cars and must go throughout the other cars pleading, " Scan, sir?* and being rejected.

But the Troubleshooters are only of Red clearance, aren't they? Big Blue will be happy
to see them and, as it trundles up to each clone, it will happily exclaim: "Magnetic
scanning for terrorist equipment underway!" 1t will then start emiting a high-frequency
buzz at the Troubleshooter.

The Troubleshooter then takes 8E damage from the radiation — Big Blue isn't
supposed to cause damage, but it is a little overenthusiastic. It will aso pinpoint any
computer or bot software on the Troubleshooter, and start reportingit. Then Big Bluewill
"neutralize" each piece with a magnet burst.

As aresult, anyone with any equipment scanned by Big Blue will be affected. Laser
firing chipswill bescrambled, botswill beglitched, and general havok will ensue. BigBlue
does apoorjob of eliminating dl the threats (everything still works), but it will do agood
job of screwing things up (everything is now much more prone to malfunction).

Gamemaster, make anote of any Troubleshooters scanned by Big Blue. Whenever they
use any equi pment that could havehad achipinit (just about everything, nowadaycycles),
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there is a chance of partial or com-
plete malfunction.

In addition to these two threats,
you can have others patrolling the
cars. Maybe a pair of large Ydlow
clonestakeexceptiontoaRed clonein
their car. They get up, after awhile,
andstarttoabusetheTroubleshooter,
who can do nothing becausethe Com-
puter will be summoned if he causes
trouble. The Yellows won't be satis-
fied just sending the Troubleshooter
back where he came from — they'll
bully and embarrass the clone until
heisvery sorry he showed up.

Beinventiveand sadisticwiththese
ideas, and feel free to punish the vio-

:\ > Secret Society M ssions

While it would be nice if everyone got some help or a mission from their secret
society, that might not happen on the first adventure. Y ou may have already
assigned a few missions, but you might want to give them some more.

More secret society missions are good because they provide each character with
something "secret" that they are supposed to do, possibly in conflict with what
everyone else wantsto do.

More secret society missions are bad because you have to keep track of them
and make sure everyone gets a chanceto at least try to complete them.

Go whichever way you want, but | encourage at least trying to give everyone at
least one mission. Here are avery few examples of possible missions:

Seal Club: The Sed Club is on its back-to-nature kick (of course) and has
learned that the team is heading Outdoors. It wants the clone to steal the
Multicorder vidtape from the party when it has filmed some of the Outdoors and
bring it back. It would also, of course, like any samples of Outdoors stuff you can
get hold of aswell. Assstance: A fake tape is provided for substitution purposes.

Unfortunately, it isa Thetatape (the Computer's Multicorders use CHS —
Computer Happy Surveillance) and will not fit in the camera correctly.

Corpore Metallica: One of the Troubleshooters being hunted is Corpore
Metallica. The clone is supposed to provide him with any assistance necessary and,
above dl, make sure he is not executed before he can report on the bots of
Outdoors. Assistance: A BotSister peripheral. It takes arobot ops skill check of
Normal to install, but it acts as an override to any bot-programmed commands, in
favor of avery specific command provided by the Troubleshooter. The duration for
the BotSister insert is about one minute, after which it will fry itself and leave no
trace of having existed.

Psion: Check on the mutations prevalent in Outdoors. Try telepathy (if
possible) on clone residents. Assstance: Six super-psi pills. They will double the
Troubleshooter's Power attribute for a duration often seconds (per pill). However,
if the clone takes more than one of them in afour hourcycle period, there is a 4-in-
10 chance of developing a new mutation (per extra pill).

Romantics: The Outdoors might be our link back to the Old Reckoning. Find
artifacts and evidence of old cultures. Try to make them work. Bring them back.
Assigtance: A pat on the back.

Communigs The Capitaist Capacitor is trying to expand Its influence! This
mission must fail! Kill the Troubleshooters or make them return to Alpha Complex
with their mission unfulfilled. Assstance: A few nasty weapons that are easily
concealable (grenades, a high clearance laser barrel, etc.).

lators. After al, they're breaking the
rules, aren't they?

TRAIN Wireck!

In the midst of all this, the
transtube wrecks. Everyone takes
some damage, as the transbot dams
into something lying on the track. It
might have been another transbot,
something that crawled out from the
bowelsof AlphaComplex, or anything
elsebigand destructive. Wecancdl it
"Bot Ex Maching," if you want.

The Computer's voice comes over
the speakers:

" Attention all clones on PSU
sector transbot. All clones are
hereby ordered to leave the
transbot and proceed back toPSU
station immediately, while the
transbot isbeing repaired.

"All clones, that is, except" — and the Computer readsoff your names" They
are on a super-secret mission for Me, and they are to continue on along the
tracks. Under no circumstancesarethese clones’ — and the Troubleshooter s
faces are flashed, one after another, on a vidscreen for all to see — "to be
interfered with. Even though ther eareno security camerasin thetranstube all
theway to OUT sector, | expect no treason to be going on. Thank you for your
cooperation."

Whilethis declaration shouldfill the Troubleshooter team with great confidence, there
is probably something unsavory inthe glaresthey are getting from their fellow clones. Do
you think there could be traitors on the train? Of course not!

WEell, maybe we should get moving quickly anyway.

A Lowe Watk

There are al kinds of dangers in the bowel s of Alpha Complex — mutants, renegade
traitors, wild, dangerous bots, and Things That Crawled From the Vats. The Trouble-
shooters will hear squeaks and squeals and thumps until they are blazing away into the
darkness. They may even hear the rumblings of transbots approaching and fight each
other for the single emergency platforms they are near (room for only one clone), only to
hear the transbot streak by above or below their tube.

Eventually, thecloneswill grow tired of walking and start spreading out. Whether they
say soor not, they will. Don't letthem giveyou any "marchingorder” crap, either—Alpha
Complex clones aren't heroes or in great physical shape. While they can run and scream
with the best of them, marchingisn't their strong point, and neither is discipline. If you
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-\ > I nstant

Weat her Chart
I1dIO  Result
12 MONSOON: Wind (heavy

34

78

fans), rain (my, the water
pipesinthis domeleak!),
and thunder (must be
maintenance ...). Make rolls
for characters getting lost,
equipment getting damaged,
and bots getting rusty.

BLIZZARD: Frozen water,
coming from the pollution!
Brrr, it's cold! Somebody
turn up the heat. Characters
might take 5E damage
unlessthey do something
about it.

TORNADO: Hmmn, fans
are picking up. What's that
out there? | think it might be
an R& D weapon — let's get
under cover. Troubleshoot-
ers, equipment, and nearby
landscape may be picked up
and swept of f ("there's no
place like HOM sector,
there'sno placelike HOM
sector").

EARTHQUAKE: Rum-
bling, bouncing, brown poles
falling— feels like Gods-1-
LLA isattacking TKO sector
again! The floor is opening
up, Troubleshooters falling
in ... nasty.

910 COMBINATION: Mix two

of the above or come up with
your own ideas.
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say, "Numb-R-ONE isin the back of the party,” he is— he got bored "marching flank at
exactly four meters out and two up, scanning each way for hostiles while sending back
warning sgnals every two minutes." No matter what they say, they're going to start
scratching themsdlves, lingering, and generally being undisciplined.

Cowracr!

So, a the appropriate moment, hands come out and grab one of them from behind.
Which one? Doesn't matter to me, but it might to you. See, some of the clones on the
transtube were in Secret Societies (go figure) and they have reported seeing members of
their societies on a "very important Computer mission.” They were told to make contact
and assign secret society missions and provide assistance if possible. Check out the
"Secret Society Missions' sidebar for some suggestions.

EPISODE SEVEN: QUIT STALLING AND LEAVE
ALREADY

Findly, the Troubleshooters exit the transtube linein OUT sector. They are met by a
group of V ulture Trooperswho seeless-than-amused by their lack of promptness. They are
berated by the VT leader, John Cloud-V-DAM-2, whowill beat the snot out of anyonewho
offers any excusefor their lateness other that "were sorry, sr, it will never happen again.”

Jean Cloud and hisVT Troopershustle the Troubleshooters off to the airlock (the VT
Troopers seem alittle odd — their helmets cover their faces, but actually show outlines
of their features. When they talk, it isvery disconcerting, because their "mouths® don't
move. Of course, sincetheir vocabulary consistsof "Get moving” and"Vat scum,” thatisn't
really noticeable).

Jean Cloud will bitch and moan about having to escort the Troubleshooters. He's upset
about being assigned "Junior Citizen-sitting duty instead of being allowed to kick traitor
butt!" as he puts it. His men feel the same way. At the least provocation, they will beat
the living sucrose out of the Troubleshooters.

Don'tworry about their gats, they'reway tougher than the Troubleshooters, but they
won't kill them. They'll just jump around like maniacs, kicking and yelling, until the
Computer comes on and tells them to get with the program.

THE AIRLOCK

Theairlock isagiantirisvalveinthe middle of alarge, steel-reinforced wall. TheVT
Troopers flank the iris and the Troubleshooters stand in front of it. Jean Cloud triggers
therelease.

Theirisvalveopenswith arasp. Air from Outdoor srushesin. Y ou inhaleand
cough. It tears at your lungs and freezes your boned There€s something ...
missing... init. No over powering smells, no chlor ogens, probably not even any
background radiation. Ick! Do we get gas masks?

TheComputer'svoicecomesover ahidden speaker. " Now, Troubleshooters,
is the moment you have waited for. Go forth, and find the traitors in the
Outdoor s. Retur n only when you have succeeded in your mission. You who are
about todie, salutemed™

That last bitishardly encouraging, but the Troubl eshootershave no choice. Whenthey
recover from their coughing fit and blinking at the light from Outdoors, they have to go
throughtheairlock. Somewill probably hesitate (they should; it's scary out there), others
will try to escape. No one should go too willingly, even Sed Clubbers who thought they
knew what to expect.

Eventually, they all get booted out.

EPISOOE EI6HT: TO SEEk OUT, TO EXPLORE .
70 POUR FIREPOWER DOWNRANGE ..

Tfte game runs a little amerentiy uutaoors. uy now, tne players should have alittle
bit of a handle on Alpha Complex, so they should be able to roleplay in the Outdoors
without too many problems and afew reminders. Here's a glossary of terms that might

help you out:

Back FrOm THE OUYTOOORS
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Sky: Blue dome, impossibly high in the air.
Changes in color, possibly because of that big light fixture GRAM Chart One
(see"sun," below) There are white, fluffy thingsin it — R )
maybe some pollution. Attack  Skil ~ Number
. . . 1d20 Critter Type Value Appearing
Sun: Dome light, again, very high up. It seemsto move 1 Amoeba glom 1
dowly acrossthetop of thedome. Seemsto emanate heat as 9 Ant chomp 12 1-100
well. Get out the Geiger counter — probably heavily radio- 3 Bison trample 16 1-10
active. Hey, it's gone out! Jeez, it's cold! Hope that they fix 4 Cat claw 13 1
it soon. 5 Dog bite 14 1-3
Ground: Floor, very dirty and patchy. Everything's 6 g}k %‘"‘; g ?‘ig
coveredwiththisgreen, spongy stuff. Ick. I think | saw some g P Y . ar 6 B
of that growing on my I mitation SoyBurger | ast weekcycle o  Golifish paaue 8 1
in the commissary. Maybe we can ezt it. 10 Grizzly Bear erush 14 1
Tree: Brownpoles, coveredwithmoregreenstuff. Maybe 11 Human punch 8 1-20
theseare communi cationsnetworks. Y eah, that'sit— plug 12 Lizard bite 10 1
the Com into one and see what we can hear. 13 Parakeet pecllf 17 1
Wildlife: Bots, mutantsareeverywhere, Look out! There's ig gfmesnake D gow 1; 116
asmall, brown onewithagrenade. Zap! Gotit! Hey, itlooks 16  Slug smush 10 1
like it was eating the grenade ... and, look, over herel A 17 Squirrel gnaw 7 1-6
whole bunch of these tiny grenades attached to a brown 18 Venus Fly Trap swallow 192 1
pole! Let's get some! 19 Vulture claw 11 1-10
Natives: Dirty, smelly, clones| mutantsl traitors carry- 20 Your choice
ing pointy long objects and bludgeons are everywhere. Hey,
some of them have hair on their faces ... and everywhere
dse Yuck! Haven't they ever heard ofhormone suppressants! Eeeuck! What arethosetwo
doing? | guess they haven't ...
Everything elsein the Outdoors should be converted to Alpha Compl ex-speak. Try not
to let the players get away with calling atree atree, arock arock, or agiant radioactive
cockroach a giant radioactive cockroach. The name is the thing — if they start calling
things by their descriptions, they'll start thinking that way as well.
OTHER PROBLEMS IN THE OUYTOOORS
Some of these problemswill manifest themselvesimmediately, otherswill takealittle
longer.
WeEATHER
Whoever is supposed to be climate controlling thisdomeisdoing a... surprisingly good
job. In Alpha Complex, temperature changes are random and extreme (remember that
temperature drop in ICE sector? Froze my tongue to my BBB can!); in the Outdoors,
temperatures are a mild thirty-five degrees Celsius with changes coming in fairly small
increments. Unless something goes wrong.
See, whatever caused the Big Oops affected the weather patterns — especially near
Alpha Complex. Whenever you think a change in the weather might be fun, roll on the
Instant Weather Chart.
The farther away from Alpha Complex the Troubleshooters go, the less
likely th ic" h ' i .F h
tlhatilgvtorfgerratlc weather patterns’ are going to show up. Funny how CRAM Chart Two
Damage
GRAMS 1d10 Size Value Macho
GRAMSs are "Giant RadioActive Mongters," and they inhabit the 1 One meter 3 1
Outdoors and feed of f any hapl ess clones and animal sthey can catch. Most 2 Two meters 5 3
of them, ironically, were not caused by radioactive fallout from the Big Z g?“" meters 57; 2
Oops but, rather, obtained their large dimensions and strange powers 5 E‘."}’I’t‘“erts 9 7
from feeding too near Alpha Complex's coolant disposal units. o l(;gme t’;‘fs ers 10 8
To create a GRAM for your Troubleshooters to encounter, ssmply roll 7 12 meters 1 9
on the GRAM Charts One and Two. Roll on thefirst chart threetimesto 8 15 meters 12 10
determine the type of "Critter" the GRAM is descended from, the "Attack 9 20 meters 14 11
Type (Skill Value)" of the creature, and the "Number Appearing.” 10 25 meters 16 12

Back FROM THE OYTOOORS
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:\> flighty florphin
M cro Monsters

Not al dangersin the
Outdoors are s0 apparent. I1f you
want to be alittle more subtle
(subtle? Isthistheright gamefor
that?), you can reverse the size
listings and treat them as a factor
of shrinking. So, if you roll a four
on Chart Two (Six meters), you
could divide the size of the
creature by sx, making it tiny or
even microscopic.

What would do with a
creature that small, | have no
idea, but isn't it a great name?
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GRAM Chart Twoisrolled ononce, andit tellsyouhow largethe GRAM is, itsattacking
Damagevalue, anditsMacho stat. All Grams can take anumber of wounds equal totheir
Macho before keeling over. ’

GRAMSs can dso have mutant powers. Roll 1dIO. On a one through five, they have no
mutant powers. On asix through eight they have one, and on anine or ten they havetwo.
Roll each Power attribute separately, using 1d20.

HORMONAL IMBALANCE
When the Troubleshooters have been Outdoorsfor awhile, thebreathing of clean air and
the eating of non-drugged food (or the not eating of any food) will cause their bodies to
withdraw from alifetime of Computer-ordered drug abuse. The results can be interesting.
Roll on the following table to determine what happens to each Troubleshooter
individually. Whento roll isup to you— usually, adaycycle or so islong enough, but you
might choose it to happen earlier or later.

W thdrawal and Hormone Effects
1d10 Resault
1 JITTERS Character is shaking uncontrollably. Lower Dexterity and Agility by
half.
2 AMNESIA: What happened? Y ou don't remember either? Where are we?
3 HIVES ltching, scratching, swelling, and discomfort. Reduce Endurance by half.
4 SHINGLES: Ick. Look it up.
5 MUTANT POWER: Character gains the use of another mutant power. Possibly one

that no one else has (i.e., make it up). The power is probably uncontrollable.
HUNGER: The character eats anything organic or pseudo-organic, never satisfied,
until he passes out from unconsciousness. Then he has constipation.
HALLUCINATIONS Mogt likely paranoid ones. "The dome! The dome is falling!
AAAAAAHHHH!"
PROJECTILE VOMITING: You can have him select targets if you want.
EXTREME ALERTNESS Character jumps at any sound, fires at any movement.

FATIGUE: The character cannot walk or exercise for more than a few minutes at a
time. Will fall adeep standing up.

HYPERACTIVE FOLLICLES Hair starts growing everywhere, fast. Troubleshoot-
ersdon't normally have hair anywhere but on their heads, so this is embarrassing
and uncomfortable. Shave every hour or so.

HYPERACTIVE PHEROMONES: Character becomes redlly attractive or really
unattractive to other creatures within smell range.

PUBERTY: Character grows another six inches, gains +1 to Strength, loses one
from Agility and Dexterity.

4 PUBERTY II: Character becomes sexually aware. That's al we're going to say —

except nobody in Alpha Complex has any ideawhat sex is.

15 POOR CONCENTRATION: Thisindicates that the character ... hey, pay attention.
Y outhink I'mwriting thisfor my health? Listen up!

16 VOICE CRACKING: The character loses the respect of his peers as his voice cracks
and sputters at inopportune moments.

17 SECONDARY CHARACTERISTICS: All clones are fully-developed humans in
appearance. Now the clone becomes very over developed in certain sexual
characteristics.

18 ROLL TWICE

19 PICK ONE (or make one up)

20 PICK TWO (or make two up)

BE Boow ~ o

B R

CLONE REPLACEMENT AND CoMPYTER CONTACT

The Com Il is the only contact the characters have with the Computer — that they
know of. The Multicorder is aso broadcasting, so even if the Troubleshooters break their
communications gear, replacement clones will show up when necessary. The Computer
is still watching them.

Ifthey haven't figured that out, though, play it down. Perhapstheir bot buddy (the M-
CAB) claimscredit for clonereplacement—who arrive by parachutefrom aflybot too high
to see. Or maybe they just don't worry about it.

Back FrROm THE QYTOOORS
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The Computer will not interfere with their mission anyway. It is more interested in
watching and determiningwhat's o great about Outdoorsthat anyonewouldleave Alpha
Complex voluntarily.

THE MATIVES

This scene ends when the Troubleshooters happen on two groups of natives ... excuse
me, "Outdoor clones' ... caught in the middle of a battle. They are jumping around,
screaming at each other, but not doing much actual damage to each other.

Twe CORMET TRIBE

The CorMet tribe is the better-armored of the two groups, wearing metal plates and
bot heads and other spare parts from ancient automobiles and crashed flybots. Unfortu-
nately, they are so covered in metal that they are dmost completely immobile. Thelong,
pointy things they jab at their enemies almost never find their marks.

The CorMetsarenormal "clones’ with normal attributes. Their spearsdo 7B damage,
and their armor is A113. They are terrible shots with their weapons, and they aren't too
good in melee combat either.

THE PSEIOONS :

Whilethese clones have long pointy things, they don't seem to be usingthem. Instead,
they run up near their enemies, grab their foreheads, and grimace hideously. Nothing
seems to happen, unless they migudge their distance and smack into their opponents.

They havethe same spearsasthe CorMets, butwon't usethem against that tribe. They
wear no armor.

Wwars Gome On

The CorMets and the Pseidons are native followers of two of the Troubleshooters who
came into the Outdoors many monthcycles ago. Dominated by the Troubleshooters
higher technology, they worship their new leaders as gods.

As aresult, they follow al their leaders orders without question. The CorMet |eader
isaCorpore Metallicaclone, and hastold histribetowear al the metal they can and make
"beep-beep” noises like bots. The natives can't tell abot from ahole in the ground (well,
maybe they could), but they're willing to follow aong.

The Psaidon leader is aPsion of great power, and he has convinced his followers that
the power of the mind isthe greatest of all — mainly by using histelepathy and TK powers
toperformreally nasty "miracles." He saysthat the Pseidons need only wish real hard and
their psionic powers will come to the fore. It hasn't happened yet.

THE TROYBLESHOOTERS HAPPEN BY

Both tribes are in a battle against each other, but they have both been warned that
Troubleshooters mean trouble. They weretold by their leaders that, if they saw anyone
who looked or dressed like them (presumably another tribal |eader), they wereto ignore
al directives and do their best to kill that person or persons.

Guess what happens now.

The two tribes attack if they see the Troubleshooters. The Pseidons use their spears
andthe CorMets strip of ftheir armor. They arefairly formidable, but easily discouraged.
They will flee from superior firepower after a few rounds and the Troubleshooters can
follow them to the river.

EPISODE MINE: A Wit RIODE

The Troubleshooters shouldfigure out fromvarious cluesinthe previous scene that the
natives are restless for a reason. They may not get the idea that the clones they are
hunting have anything to do with them, but, if they don't they're realy missing
something. Fed free to drop lots of fairly obvious hints (like, maybe, the leader of the
CorMet war party has an ID bracelet containing his Troubleshooter |eader's picture and
name ... subtle things like that).

When confronted by superior firepower, nativesbreak offthe battleand runforit. They
head through the woods toward a river. The river is wide, wet, and cold, and the
Troubleshooters should be alittleintimidated — they haven't seethis much water snce
the Pose-1-DON Adventure vidshow.
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But they havethe RAFT. They can inflate it and follow the natives (who have climbed
into strange, narrow, floating obj ects) downstream. Anyone quick enoughwill noticethat
the natives are using brown paddle-shaped objects (okay, paddles) to movefaster than the
water and control their own speed. This might hearten bold Troubleshooters— "If those
unwashed savages can doit, so can we"

In the RAFT, the Troubleshooters are quickly swept off downstream. Equipment falls
overboard, they are spun about, and everyone probably gets seesick. Anyone who falls
overboard has a good chance of drowning (" Swim, what is swim?") or getting smacked by
arock, and gteering the RAFT is out of the question.

Oh, let them try. "Make an Agility roll," you say. Nod sagacioudly and affirm, "Y ou've
nearly got it,” or "You think you're on the right track,” or "Hey, you must have done
something right — it's going faster!"

After afew clones are logt or everyone's scared out of their minds, the RAFT slows a
little. A great rumblingisheard, but at least thewater'salittlemore calm. Maybewecan
get back to shore. Look, there are the little native boats ...

OHMYGOD —A WATER F

A
L
L
vI-I

Everyone lose a clone. Replacement clones can be found on the shore underneath the
waterfall, dong with much of the Troubleshooters equipment (though much of it is
smashed). Thisis agood way to disarm anyone you want, or dispose of anything they've
really gotten good use out of. They might even find afew things they didn't know they had

.. it's up to you.

Their replacement clones are, somehow, wet and disheveled (maybe the flybot dropped

them in the water) but alive. They are greeted by the ends of many pointy objects.

=

@

OVER THE RIVER AND ONTO THE ROCKS, TO CERTAIN DEATH WE 60 ..
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"Resganceisusdess” someonesays. You look up. You get agtart asyou see
mor e of theunhygienic clonessurroundingyou. But they aren't thesameclones
... they're dressed differently and their faces are painted wild colors. They all
have an insignia branded into their foreheads.

This is the Clan of the Cave Leopard, and they are led by a Troubleshooter from the
Death Leopard secret society. They have captured the Troubleshooters and will escort
them to the cave where their leader sits.

EPISODE TEN;: A MEW TEAM LEADER?

The Outdoors affects everyone differently, as you are no doubt finding out. The
Troubleshooters arewet and shocked and probably morethan alittle panicky. Maybethey
areshowing signs of drugwithdrawal, and they are probably wishing they had some more
high tech weaponry about now. They might even be thinking about the Computer.

That's what the old Team Leader is doing.

Wwar 1F WE Gave a War ano Ao Owne SHoweo Yr?

Hellon-O-WL S-6 has been Outdoors for a few monthcycles now, and she has learned
to hate it. At first, she enjoyed the freedom from the Computer and the walls of Alpha
Complex. When she took over her own little tribe, she thought she was forming her own
littlefaction of Death L eopard, here, inthewilderness. She could only imaginetheterrible
havok she could reek on an unsuspecting world.

And that was the problem.

Hellon-O used her warriorsto attack other tribes, burn forests, and destroy animals.
She thought she was hot stuff. Then afew weather patterns changed. A tornado hit. A
hurricane blew in. A blizzard froze the countryside and hot sun beat down on her. And al
in the first weekcycle.

Hellon-O realized that she could never cause destruction or upheaval on that scale. It
depressed her. She realized that her only chance to be a Death Leopard again was to go
back into Alpha Complex and fight the Computer again.

But Hellon-O, being aformer Armed Forces member, wantsto take her "army" with her.
For that reason, she has organized her tribe into a miniature of Alpha Complex. The caves
are the Complex, it is powered by miniature fission reactors (campfires), everyone has a
security clearance (check out the facepaint), and the Computer is everywhere (well, she
plays the part of the Computer sometimes — executing "clones’ for no apparent reason).

She's alittle cracked.

However, when the Troubleshooters are brought before her, she will be elated:

"Arescueparty! Atlast! | knewtheComputer wouldn't abandon mel Here, sit
down; have something to eat!"

Hellon-O orders her PLC clones (hunters, gatherers, and cooks) to bring food. She's
given everything an Alpha Complex name:

* Mineral Water = Bouncy Bubble Beverage (That's not carbonation, that's radiation!)

* Dry, crusted algae = Algae Chips (Tastes like the inside of a sweat sock — in other words, a
decent imitation.)

e Squirrel Meat = Imitation SoyL yke FoodProduct (Gamy.)
¢ Roast Pork = SyntheSpam (Hope they cooked it long enough.)

While the Troubleshooters choke down the food, Hellon-O will tell her version of what
happened to her team:

"Weleft Alpha Complex and wandered in the Outdoorsfor many daycycles.
Treason was rampant in the party, and | had to keep everyone in line. Our
Loyalty Officer was the first through his six-pack, unfortunately, but he didn't
seem to be doing hisjob, anyway.

"Here Have somemor e SyntheSpam. Don't worry about theentrails. They're
chewy.

" Anyway, | soon noticed splitsin our party. Regardless of all the attemptsl|
made to unify our group and keep us on the Computer's mission, they kept
growing and growing. Finally, open war fare among the party membersbroke
out. It wasright beforewewer eattacked by thegiant, radioactive cockr oach...

"1 was able to escape and fled downstream to this miniature Complex. |
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HAVE ANICE STAY, CniZEN
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united the clonesand began toteach them our ways. | only had to executeafew
for treason befor e the rest were whipped into shape.
" Now, with your help, we can lead them back to Alpha Complex."

Atthispoint, the Troubleshootershave severa choices. Their missionisto executeal
the former Troubleshooters they find out here in the Outdoors — including Hellon-O-
WLS-6. However, sheis surrounded by fanatically-loyal warriors and she seemswilling
to "come quietly" back to Alpha Complex.

And there are afew "sde bets' here as well. Anyone belonging to the Death L eopard
secret society will recognize Hellon-O as amember (in fact, they were probably told she
was one) from the symbols on her warriors. Also, Hellon-O will explain that the only way
back to Alpha Complex is aong the river, which is patrolled by the CorMets and the
Pseidons.

"Wefound out Tweek-1-BOT wasamember of Corpore Metallica— that'sa
secret society that wor ships bots — soon after we left Alpha Complex. He
freaked out when he wasn't surrounded by metal, and tried to steal all the
team'sequipment. Hekilled two of my loyal officer sdespite my best effortsand
made off with the team'svehicle.

" Psaid-O-NNE was sneakier. He bitched and moaned and complained the
whole time we were Outdoors — he said he felt ‘cut off from some sort of
'collective unconscious — and garted to worm hisway into everyone d<€'s
mindsin the group using histreasonous mutant powers. | wasabletoresst, of
cour sg, but hefinished off the rest of the team and | wasfor ced to escape.

" Psaid-O-NNE and Tweek-1-BOT are now the leader s of two groups of Out-
door-sector clones, the Cor M ets and the Pseidons. They are doing everything
they can to block my passage back to Alpha Complex."

This leaves the Troubleshooters with two clear choices.

ExeouTe HeLon-0

Thisisaccording to the Computer's orders and, if the TreasonBot has survived to this
point, it will loudly indicate this. Even if the Troubleshooters decide againg this course
of action, the TreasonBot — excuse me, "the M-CAB" — will cause enough of arow that
afight is almost certain to break out.

If the Troubl eshooters manage to finish offHellon-O (not an easy task), they will have
about fifty tribesmen to deal with, not to mention a cliff to scale and two other tribes to
fight through to get home.

Hellon-0-bILS-b
Mutant Power: Telekinesis
Secret Society: Death Leopard
Service Group: Armed Forces
S10A9 C7 D9 EBMAG6 M5 P6
Macho: 4Wounds 6 HTH: 5
Brawling 12, dodge 12, melee combat 11, intimidation 10, perception 7, laser pistols 9,
laser rifles 13, energy weapons 10, motivation 11
Equipment: Combat suit (A114), laser rifle (9L), grenades (8P), spear (7B)

AsS/ST HELLON-O

If the Troubleshooters decideto assist Hellen-O (at |east on the surface) in her return
to Alpha Complex (and the TreasonBot does not cause too much trouble), then they are
going along the track of the planned adventure and we don't have to kill them ... yet.

"Excdlent!" Hellon-O exclaims, " It will be glorious."

Hellon-O then startsto lay out her plansfor attacking the CorMets and the Pseidons
in order to push through to AlphaComplex. They arevery involved and complicated, and,
to anyone with any knowledge of tactics, they appear completely unworkable and
ludicrous. Most of the Troubleshooters should think they're fine.

Just kidding. Go into along speech (as Hellon-O) about the plan. Discussthings like
"frontal sweep attacks" and "air superiority" whiledirectingyour "commanders’ (savages
who hardly understand what she is saying). Plan to use resources Hellon-O could not
possibly have while confiding in the Troubleshooters that, as generas in her glorious
army, they will have to lead her troops to victory.

Back FrROM THE OUTOOORS 20/
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" ... and s0, when we finish the tactical bombardment of their gun emplace-
ments here, here, and here” Hellon-O jabs her finger dramatically at the
tabletop map shes set up in her cave. Strangdy, it doesn't look much like the
river you camedown — it looksmorelikean orbital map of theworld... not that
you would know what theworld is, of course.. " ... Wé€ll deploy our mechanized
infantry alongtheir west flank," you look out toward thedirection of Hellon-O's
gestureand seetwo nativesstrugglingtolift alarge, brown poleandjam a stone
wheel ontoitsend, " and our air forcewill dive bomb them from above," another
savage istrying to teach an oversized parrot to carry a rock.

"When do you think your troops will be ready?' one of your number asks.

Helon-O looks at you quizzically and spreads both her armswide, " Why,
wereready now!"

Things don't look good.

EPISODE ELEVEN: BATTLE OF A LOT OF ARMIES

The Troubleshooters are in a pickle. Allied with an insane Desath Leopard with
delusions of military conquest, they have to make their way back upriver to Alpha
Complex — through two hostile tribes who probably know they are coming.

The question is, do the Troubleshooterswait and go with Hellon-O ("All great leaders
attack at dawn!" she says) or do they slip off during the nightcycle?

GoIme wity Hewon-0

Thisisaperfectly acceptable, if pretty darn strange, thing for the Troubl eshootersto
do. First of dl, Hellon-Oismad. | mean, sheisn't angry or anything— she's compl etely
gone-"round-the-transtube, whoops!-there-she-goes, stark-raving-Lune-I. She should
become more and more obviously mad as the evening progresses. Here are some possible
symptoms:

* Paranoia: Normally ahedlthy reactionin any clone, Hellon-O has been away from Alpha
Complex too long. Sheisused to nativeswho bow to her will unquestioningly, but now she
has started thinking about Alpha Complex again — and she is worried about betrayal .
Whileinsisting that all her warriors get some sleep, sheis continuously waking them up
and putting them on guard duty. Soon, everyonein the camp ison guard duty ... but they
are dl supposed to be guarding each other. Eventually, Hellon-O will start executing
"traitors' who fall asleep, wander off to relieve themselves, or who appear to be looking
in the wrong direction.

* Alarms. On the eve of her triumph, Hellon-O is worried about a sneak attack. Waking
everyone from a sound deep will be the sound of explosions. Sheis using grenades to kill

"intrudersonthe perimeter" — really hel plesslittlenon-irradiated squirrels. This, again,
doesn't seem that irregular to the Troubleshooters (they were probably doing it a few
daycycles ago), but it is disturbing.

» Makingdeals. Hellon-O expectsto be promoted when shereturnsto AlphaComplex and

reports her team's treason — and brings a veritable army back with her. She will wake
up each of the charactersin turn, trying to coerce them into backing up every part of her

story when the debriefing comes. She will grow manic about this— any Troubleshooter

who cannot reiterate her story almost word-for-word will be regarded as athreat to her
authority.

* The TreasonBot: The M-CAB showsup again. Maybeit wasdestroyed and fixed, lost and
found, or whatever, but it is back. Hellon-O confronts the Team Leader with the M-CAB
asthelittlebas— excuse me, asthebot tellstheformer Troubleshooter the entire mission

... youknow, all that incriminating stuff about executingtheformer Troubleshooters. The
Team Leader will either have to run for it or convince her the bot is nuts.

Basicaly, try to make the camp like a miniature Alpha Complex with even fewer
known rules. It should seem dangerous to clones who've spent their lives under the
watchful eye of the Computer — and that's saying something.

When the time conies, the Troubleshooters can cut out or not ... though you're
encouraged to make them hurry off if you can.
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GOING IT ALONE

Ifthe Troubleshooters head offinto the darkness a one, they will haveto scaethecliffs
ofthewaterfall at night and head upriver. Sometimewhilethey are climbing, they should
realize that Hellon-0 has realized they are gone and is signalling the alarm — obvioudly,
they have gone to warn the CorMets and the Pseidons.

She will send her fastest warriors in pursuit. This will lead to a cliff-face battle and
possibly a fight at the top of the waterfall.

FIGHT OR FaLL

The Troubleshooters should really be getting into the action now. It would be a good
time to remind them that any secret society members or possible traitors could cut their
witnesseshby stagingalittle"avalanche" or "looserock.” Thisshouldincreasethe paranoia
level.

Not to menti on those savages— man, canthey climbfast! The Troubleshootersarej ust
reaching the top of the cliff when the savages get within rock- and spear-throwing range.

The Troubleshooters must make Agility rolls to hang onto the cliff face and they can
make dodge checksto get out of theway of missiles. Ifthey want to fight, they can fire back
or throw thingsthemselves. Anyonewho dies here (by plummeting or gettingimpaled on
a spear) will join the action at the top of the cliff face (the Computer is still, somehow,
watching).

Make this a dramatic scene. If you can, make it funny as well. For example, birds
probably live in the cliff face, and they can attack. Or maybe a GRAM comes out of the
water and grabs at Troubleshooters and savages alike.

Eventually, the Troubleshooters reach the top of the cliff face and probably repel the
savages. But the army is on itsway. They'd better hurry if they want to escape.

The Troubleshooters can take the small boats that are still there and try to paddle
upstream or across the river if they want. Thisis very dangerous and will probably land
them at the bottom of the waterfall again— aBad Thing. Or, they canrunintothewoods 4 GRAM or A Kit-O-GRM ..
and hope to avoid the natives on foot. YOU DECIOE

Tim Bobko
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RUYNNINE THROYEH THE FOREST
It's the middle of the nightcycle, the Troubleshooters are in deep woods, running from
savages. Now would be aperfect timefor:

< An Encounter with Natives: Not one of the tribes. Instead, go for a post-apocalyptic
hermit, or a"Mad Max" type. It could start out as afight and turn out being friendly ...
or vice versa.

* A GRAM Attacks: The Thing that Stalks These Here Woods shows up. Maybe the
Troubleshooters were hearing dories around the campfire (excuse me: "open-air fisson
reaction”) from the natives, but they dismissed them as superstition. Well, here it comes.

» TheWoodsareEvil:... Or at least hard to get around in. Bumpinginto trees, fallinginto
holes, clothedining on branches. These are dl fun things for technojerks like the
Troubleshootersto haveto ded with. Imagine giant, radioactive brambles?"How doyou
get these things off"

The flight through the woods can be as short or long as you want. Just so the
Troubleshooters end up within sight of Alpha Complexjust asthe giant lamp on theblue
dome comes on. Funny, it seems to be right over Alpha Complex — hey, maybe the
Computer sent it to guide us! A light over aplace we can rest! What a good ided!

That's when dl hell breaks loose.

A FIGHT FOR THE FIN/ISH

The Troubleshooters are attacked on one side by Pseid-O-NNE and his natives, while
the CorMets, led by Tweek-1-BOT, set upon them from the other.

Pseid-0-NNE
Mutant Powers. Telepathy and Telekinesis
Secret Society: Psion
Service Group: HPD&MC
S5A6 CIO D9 £5 MAG M9 PI 1/9
Macho: 2Wounds 4HTH: 2
‘Brawling 7, dodge 8, melee combat 10, intimidation 10, perception 12, laser pistols 9,
motivation 13
Equipment: Environment suit (Alll), laser pistol (8L), spear (7B)

Tweek-1-BOT
Mutant Power: Machine Empathy
Secret Society: Corpore Metallica
Service Group: Power Services
86 A8C6 D5 EBMA9M®6 P7
Macho: 4Wounds 6 HTH: 3
Laser pidols 8, laser rifles 11, field wegpons 10, vehicle weapons 14, vehicle ops and
maintenance 11, robot ops and maintenance 10 motivation 11
Equipment: Bot suit (A113), laser rifle (9L), MTV Transbot (modified)

THE RETURN OF THE MTV

Oneofthemany things Hellon-O forgot to mention isthat she allowed avaluable piece
of equipment — the MTV transbot — to fall into the CorMet's hands.

Originaly, the MTV was astrange, four-legged transbot used to travel over irregular
terrain. Itisan dl-terrain vehicle, aslong as all theterrain it has to go over is perfectly
flat. Otherwise, it movesjerkily and haphazardly, falling often.

Or, at least, it did.

Now, free of dl the bureaucracy and drugs of Alpha Complex, Tweek-I has managed
afe\gd improvements. The transbot is now much smarter than it was, and itisfairly well
armed.

fITV Transbot
Armor: Al17
Wounds 10
Move Sow
Wegpons Laser Cannon 11 (13L), Firethrower (15E)
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The MTV Transbot will come into the battle after it has started in earnest. At first, it
lookslike the Psaidons are winning— they've actually started using their spears— but,
whentheMTYV lumbersontothefield, itlookslikeitwill crust, laser, or flame anyonewho
getsinitsway.

And that includes the Troubl eshooters.

70 7HE REar, Hakew!

Should the Troubleshooters think of fleeing, they will notice a group of screaming
maniacs, led by Hellon-O-WLS, coming upriver. Theyjoin the fray, leaving the Trouble-
shooterswith nowhere to go.

Run the battle as a desperately confused fracas. The MTV is somping over anyoneit
can, Pseid-O-NNE is using his telekinesis and telepathy on anyone he can, and Hellon-
O is throwing grenades around. Lots of savages are dying, but the Troubleshooters are
standing, relatively unharmed, in the middle.

What do they do?

FLEEING THE BATTLE

This doesn't work. They get attacked from dl ddes if they try it. Everyone dies
eventually and goes to "Aftermath: Debrief or Die, Citizen!" Good idea, though.

COMPLETING THEIR M/ISSION

If anyonethinks, "Hey, we'd better kill off these bozoswhilewehavethe chance,”" they
can give it atry.

HELLov-O0-WLS

Shelll be the easiest to get to, as she now thinks the Troubleshooterswere valiantly
leading a sortie against the two enemy tribes and are on her side. If the Troubleshooters
fight their way to her side, they can attack her and gain bonuses for surprise.

PSEO-O-NNE

A littleharder to kill, Pseid-O-NNE doesn't think anyoneison hisside, and he'susing
his telepathy to confuse everyone, while throwing bodies left and right with his TK. Hell
be tougher to get to, but alaser through his forehead will do thejob.

Tweek~(-80T

Upinsidethemighty MTV, Tweek-1 isvery hardtoreach. Thetransbotisnowherenear
as shaky asit used to be (see the origind "Into the Outdoors with Gun and Camera,” if
you've got it), though not as versatile either. If a Troubleshooter can get on top of it, he
can climb in and finish Tweek-I. If not, the team will have to figure out some way to
critically damage the bot or trip it up.

WinnineG ano LoSInG

Depending on the Troubleshooters success or failurein their mission, the adventure
can end two ways.

yav! We Wow!

The Troubleshooters kill off the three remaining ex-Troubleshooters. Flybots from
Alpha Complex sweep the area with laser fire (the Computer was watching), driving the
natives off and maybe killing afew Troubleshooters. Eventualy, they land, taking dl
survivors back to Alpha Complex. Go to the Aftermath.

yayl WE Lost/

Hey, atleastitwasprobably re atively painless. The Troubleshootersarekilled by the
natives or the ex-Troubl eshootersor someother random act of violenceand any who have
clones left wake up in the Aftermath.
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AFTERMATH: DEBRIEF OR DIE, Crrizen!

You arein adark room. You'd say it was similar totheroom you werebriefed
for thismission in, oh, solong ago, but that would be pretty silly — I mean, that
¥vas dark, too, but there were lights. Click. Oh, there they are. Right in your

aces.

" Citizens! Your misson isover. It was a completeFill in the blank. Now you
must be debriefed.”

Thelightsgo off, softer lightsgo on, and you seeyou arein asmall, fairly cozy
room, with two Vulture Troopersand Lauren-B-CAL.

"Wedcomeback to Alpha Complex, citizens," shesaysin her low, husky voice.
Geg, it sure sounded differ ently on hormone suppressants, didn't it?

Each Troubleshooter isled off, one at atime, to aseparate briefing area by L auren and
aVulture Trooper. Shewill debrief the Troubleshooter with a series of questions designed
to make the Troubleshooter incriminate himself. The Computer will chimein occasionally
with observations. It will show clips from the team's Multicorder occasionally — or from
overhead flybot scans, or whatever.

RUNNING THE DEBRIEFING

Thisisyour last chanceto screw over the players beforethey gohome for the night. Ask
double-edged questions, don't let them explain answers, and refer to cryptic things they
said or did during the adventure. It's okay if you distort facts — contradicting the
Computer is treason.

Basically, youwant to get them to the point wherethey are swearing up and down, "It's
not my fault! | didn't doit! I was mind controlled! It was ... those others! Y eah, that'sthe
ticket! Citizen Scape-1-GOT made me do it!"

Let them betray each other. Make them do it. It doesn't matter anyway.

SLars a0 BENNIES

Total up your treason points, subtracting five for each of the former traitors dutifully
executed by the Troubleshooter team. Then ignore it. Focus on roleplaying.

Anyone who really got into their character should be rewarded, regardless of who
incriminatedwhom orwho didwhat when. Don't tell theplayersthis, butthat'sall wecare
about.

Dressit up alittle. Some examples below give you a good idea of the "rewards' and
"punishments’ the Computer might award:

» Promotion and Reassignment: "The Computer is so pleased with your actions on this
mission that It haswisely decided to promote you to Orange clearance! Congratul ations!
Y ou are aso to be reassigned to a new Troubleshooter team headed on an ultra-secret
mission. | can't tell youwhat it is, exactly, but it involves travel beyond the Outdoorsin
anew, R& D-approved transbot. | think the transbot is called the AC Challenger. It will
be launching in five minutecycles." Sap: The clone will be killed on the mission when the
rubber-band launching cable snaps.

« Demation, Reassgnment: "The Computer is most displeased with your conduct on

this mission, Citizen. You are demoted to Infrared clearance and reassigned to help re-

lay out the track on PSU transtube which we are certain you wereresponsiblefor fouling
up. When you are finished, you may return to the Troubleshooters. Oh, and look out for

the transbots— we're going to keep them running. Schedules, you know." Sap: Cloneis
maimed by transbot accident, then blamed for getting in the way ofthe car. What areyou,

stupid — standing on those tracks while the transtube is active is asking for trouble!

« Fine: "Dueto your negligence, Computer property was destroyed, the mission was not
a complete success, and many high clearance clones were really put out. Y ou are hereby
fined 10,000,000 plasticreds which you will work off between missions scrubbing the
inside of Food Vats in YUK sector.” Sap: The clonegets all the Food Vat spillage he can
eat.

« Promotion, Reward: "Citizen, you distinguished yourself on this mission. As a
reward, you are hereby promoted to Orange clearance and given 100 plasticreds as an
additional mission bonus!" Sap: The clonegets mugged and beat up by those Yellow clones
from the PSU transtube five minutecycles after he leaves the debriefing.
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* Reward, Continued Service: "Congratulations, Citizen! Y ou have completed your
first mission for the Computer! Asareward, you are given thisauthentic TedlaO'Malley
collectable pin and matching wrist-bracelet, and alowed to continue with the Trouble-
shootersl" Sap: The clone must continue with the Troubleshooters.

Oh, gee, we forgot to give out bennies. Well, you can make some up if you want to ...
Stay Alert!

TrustNoOnel!

Keep Your Laser Handy!

YSING PREGENERATED CHARACTERS

Pregenerated characters are easier to use because they can be handed out to veteran
or new players alike. The pregenerated characters we have listed here are designed for
this adventure, but can be used in any Paranoia adventure you play.

THE CHARACTER SHEET

Each character sheet is one pagein size— ahalf-pagefront and ahalf-page back. Y ou
have our permission to photocopy them and separate them for your use.

THE ANATOMY OF THE CHARACTER SHEET
The front of the character sheet contains all the character's most common information
— his name, security clearance, sKills, etc. This stuff isn't a secret.

Player Name, Character Name, Security Clearance, Clone Number, Service
Group: These are the basics of the character. You can change the names, but each
character beginsat clonenumber 1 and security clearance Red (that'swhy they'recircled).
Asthe character progressesin rank and losesclones, circlethe new appropriatevalue. The
servicegroup has been generated for each character aswell. Note: IntSec agentswill only
have their cover society listed on the front.

Attributes, Known SKills, Derived Attributes. The character's attributes are
listed here, followed by the parenthetical skill bases. Underneath each attribute, you'll
find skillsthe character knows, alongwith their values, listed. Any benefitsthe character
gained from Service Group training are included. Across from the character's attributes,
you'll find his derived attributes as well.

Personal Equipment, Plasticreds: This areais blank, since none of the characters
start out with any basic equipment. It canbefilled in asyou go. Thereisroom onthe sheet
for damageval ues, ranges, and other notes. A runningtotal of plasticredscanalsobekept.

Character Illustration: Each character hashis or her own picture. Aren't they neat?

Damage Status, Total Armor: These are two "combat boxes." The character's
current damage status, along with modifiers, can be listed here (it's blank now, because
the character is unwounded), aswell asthe character's armor value (his Macho stat plus
any armor he'swearing). Note: The character could end up with severa different Total
Armor values, since most armor protects against only certain attacks.

The back of the character sheet is for secret, or possibly treasonous, stuff.

Character Name, Power Attribute, Secret Society, Mutant Power (s): The
latter two are really secret — it could be worth the character's life if anyone found out
about them (unless, of course, the character is a registered mutant). The character's
Power attribute is also sort of a secret, since having a Power attribute would be like
admitting you could use a mutant power if you had one.

Background, etc.: A lot of details about the character that the player can use to
roleplay with. Not all characters have the same details.

Current Secret Society Mission: The pregenerated Troubleshooters listed here
have secret society missions you can work into the adventure. If you have the players
createtheir own characters, you can use these missions as examples of nasty thingsyou
can force your players ... err, the Troubleshooters, to do.
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Player Name:

Name Designation:  R08&

Home Sector: 00,0

®
FRONT
Security Clearance

IR'R O Y G B I V UV

Clone Number:

1 2 3 4 5 6

ServiceGroup: PLC
Attributes and Known Skills

Strength: 3 HTH: 1 CC: 25kg
Endurance 7 Macho: 3 Wounds. 5
Adility: 4(2)

Brawling 3, melee weapons 3, dodge 6
Chutzpah: 6(3)

Bribery 4, fast talk 4, intimidation 6
Dexterity: 8(4)

Laser pistols 6

M echanical Aptitude: 10(5)
Juryrigging 7

Moxie 6(3)

Old Reckoning Cultures 4

Per sonal Equipment:

Plagticreds:

Damage Status. Total Armor:

Macho: 3

RoB-R-COP

Secret Society: Romantics
Mutant Power (s): Levitation
Power Attribute 9

Background: Y ou were enlisted right out of the clone
vatsto betrained asan Internal Security agent for the
Computer. Transferred to PLC, you learned a little
about their boring, bureaucratic ways before you were
able to turn your superior in for filling requests for
equipment too promptly — imagine, sectors were get-
tingrequestsfilled onamonthcydey basis! Hewasredly
making the other PLC supervisors look bad.

The Computer recognized your initiative and cre-
ativity, and asked ifyouwould like to volunteer for the
Troubleshooters. Being a motivated and sneaky indi-
vidual, youthought thiswastheplacetobe. Now, you
have the freedom to move about Alpha Complex on
missions and spy on your "teammates’ as well.

FavoriteFood: KeyholeKrunch Cereal ("L ook through
every keyhole for atoy surprisal")

Favorite Saying: "l spy with my little surveillance
camera, hidden mlcrophone and one-way mirror ... a
traitor!"

Treasonous Possessons: Y ourjammies (whichyou
start the adventure "Back to the Outdoors' in) are
actudly flexible kevlar (P3).

Current Secret Society Mission: The Romantics
would likeyou to make contact with as many Outdoors
clones as possible, and interview them (on tape, if
possible) about their histories, lifestyle, and culture.
The Outdoors may be the key to a

L« return to the Old Reckoning pe-

riod (clones cannot have lived in
Alpha Complex forever — there
would be stuff piled up al over!)

1

B A C K

Knovvledgeof
Teammates:
Lad-R-UPPisdan-
gerous— he'samost
as ambitious as you
are. Cathy-R-SISisa
stup|d dupe you can
manipulate in your evil
schemes.

West End grants permission to photocopy thispagefor persona use.
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Player Name

Name Desgnation:  £400

Home Sector:  {/fOP

Security Clearance

IR R O Y G B I V UV

Clone Number:

f10 2 3 4 5 6

ServiceGroup: CPU
Attributes and Known SKills

Strength: 5 HTH: 2 CC: 30kg
Endurance 5 Macho: 2 Wounds 4
Adility: 6(3)

Sneak 5

Chutzpah: 9(5)

Bootlicking 6, fast talk 6, spurious logic 7

Dexterity: 7(4)

L aser wegpons 7

M echanical Aptitude: 6(3)

Transbot ops & maintenance 4

Moxie: 8(4)

Dataanalysis 6, datasearch 5, security 5, surveillance 6

Personal Equipment:

Plagticreds:
Damage Status Total Armor:

Macho: 2
E__

L.

P

B:__

All:___

LAoo-R-Y PP

Secret Sodiety: Trekkers
Mutant Power (): Regeneration
Power Attribute: 7

Background: A nameless drone monitoring an out-

of-the-way Computer node backup frequency, you
achieved notoriety when NY C sector experienced a
"brown out." All the power went down al over the
sector, except in your node. Using your superior skills
and intdlect, you were able to keep security cameras
all over the sector running, filming all the treasonous
looting and rioting going on — to the extreme discom-

fort of those involved, not to mention Power Services,
who claimed they were unabl eto get any power for the
sector at al.

Promoted to Red clearance, you found your ald
postion alittle ... exposed. After afew unsuccessful
attempts on your life by Power Services clones (oh,
sure, they said they werejust rewiring your conduit,
but you saw what they attached to your chair), you
decided you'd better volunteer for amore mobile duty.
With your record, you should go far in the Trouble-
shooters (the farther, the better).

Leadst Favorite Service Group: Power Savices
Y ou get nervous around alight socket.

Favorite Saying: "So, you say you're heretofix the
shower, eh?Wdl, well just see about that!"
TreasonousK nowledge: Rob-R-COP-1isamember
of the Romantics secret society,

which is friendly to your secret (//

SOciety.
Current Secret Society
Mission: Seek out and ex- { 2
ploretheOutdoors! Bringback
information on OUT sector, as
well as a map to the famed OUT
sector airlock (it is under tight
security). Teach any clonesyou
see about pacifism and
nonviolence(andif they don't
likeit, shoot them).
Knowledge of Team-
mates. Cathy-R-SIS seems
harmless and friendly. \(
Dainge-R-OUSisnot. Wetch

out for Mote-R-MTH; she's
with Power Services.

Tim Bobko

West End grants permisson to photocopy this page for personal use.
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Player Name

Name Designation: GATHY
Home Sector: /&8

®
FRONT
Security Clearance

Y
IR{R, O Y G B I V UV

Clone Number:

1. 2 3 4 5 6

ServiceGroup: R&D
Attributes and Known Skills

Strength: 7 HTH: 3 CC: 40kg
Endurance 8 Macho: 4 Wounds 6
Agility: 4(2)

Chutzpah: 5(3)

Motivation 5, oratory 6

Dexterity: 9(5)

M echanical Aptitude: 3(2)

Moxie 4(2)

Biochem therapy 6, biosciences 4, chemistry 4,
first ad 6, spurious logic 3, survival 4

Personal Equipment:

Plagticreds:

Total Armor:
Macho: 2

Damage Status.

Carvy-R-818
Secret Society: Mystics
Mutant Power(s): Charm
Power Attribute: 6

Background: You don't remember volunteering for
the Troubleshooters. In fact, you don't remember much
about your life since you joined the Mystics. Youjust
fedl that everyone in Alpha Complex is way too tense.
Like, wow, man ... chill out.

The older clones are the worst, you know? Like,
who cares if you're on your five-popper or filling out
your six-pack. Take it easy, and the Computer will
make everything cool.

Reason Why AlphaComplexisSuchaMess Ten-
sion, Junior Citizen, tension.

FavoriteSaying: Trusteveryone, cloney-baby. Works
for me"

Treasonous Stuff: 1nthe pocket of yourjammies, you
find a bunch of multi-colored pills. Must be a present
fromyour Mystic buds. Wow. Wasn't that niceof them?

Current Secret Society Misson: Hmmn?Oh, yeah,
| remember. Some Sedl Clubber told some clone who
told some guy you know that maybe there's stuff in the
Outdoorsthatwouldbe, like, good

to munch on. Almost as good as

B A C K

should check it out.

Knowledge of Team-
mates Everybody'spretty §(/
tense. Hope you get made ““24,:
Morale Officer.

Tim Bobko

West End grants permission to photocopy this page for persona use.
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Player Name:

Name Designation: Morf
Home Sector: M’”

®
FRONT
Security Clearance

IR R 0 Y G B I V UV

Clone Number:

12 3 4 5 6

Service Group: Power Services
Attributes and Known SKkills

Srength: 4 HTH: 2 CC: 25kg
Endurance 1 Macho: 1 Wounds 3
Adgility: 10(5)

Dodge 8

Chutzpah: 7(4)

Bribery 5, fast talk 8, intimidation 6

Dexterity: 8(4)

L aser weapons 6, vehicle weapons 6

M echanical Aptitude: 9(5)

Habitat engineering 10, jackobot ops & maintenance 6
Moxie 5(3)

Electronics 5, mechanical engineering 5

Personal Equipment: .

Plasticreds:

Total Armor:
Macho: 1

Damage Status.

MoTE-R-MTH

Secr e Society: Frankenstein
Destroyer

¥ [
M utant Power (S): Electroshock B ACK
Power Attribute: 6

Background: Those damn machines. You've been
daving away in Alpha Complex since the day you
werebreached, keeping 'emrunning. Andwhatthanks
do you get? They mafunction at the worst possble
times, soit ail into your face, and, just last week, a
vendorbot almost fell on top of you. Just becauseyou
were trying to tip afree BBB out of it.

But you've got the idea now. The Frankenstein
Dedtroyershaveputyouontothetrueway of advance-
ment. The Computer isjust another machine, and
you've got to learn how to play It. You were able to
wangle a promotion when you stopped a "berserk”
scrubot from damaging a valuable docbot. Heh, heh.
Youwerethe onewho reprogrammed it to go berserk.
And you took care of the dochot later.

Getting out of Power Services was a good idea,
though — too many chances for the machinesto take
their revenge.

Favorite Tool: The super-spanner. With a monkey
wrench that size, you could "reprogram™ athousand
computer chips at once.

FavoriteSaying: "@$#68/4@8@M achine! Gimmemy
damn beveragel™

Treasonous Knowledge Lad-R-
UPP made a bunch of Power Ser-
vices clonesin NY C sector ook bad
and abunch of machines look good.
Maybe you should see if you can
teach him the error of his ways?

Current Secret Society Mis
son: Bashing machines is -
ways a good idea, but you'd re-
aly liketo make sure everyone
else hates machines as well.
Secretly sabotage dl the equi p-
ment you can, and blame any-
thing that goes

wrong on equip- 0 4
ment or on any-
body who seems
to "friendly”
with bots.

Knowledge of Team-
mates Y ou don't know
anybody, and they don't
know you. That's prob-
ably for the best—you're
on A Mission, and you must
persevere alone.

West End grants permission to photocopy this page for personal use.
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Player Name

Name Designation: JA/N/GE
Home Sector: QY

®
FRONT
Security Clearance

e

R R O Y G B I V UV

Clone Number:

1 2 3 4 5 6

Service Group: Armed Forces
Attributes and Known Skills

Strength: 10 HTH: 5 CC: 100kg
Endurance 10 Macho: 5 Wounds 7
Agility: 6(3)

Brawling 6, dodge 6, force weapons 5,

thrown wegpons 4

Chutzpah: 5(3)

Intimidation 5, motivation 4

Dexterity: 6(3)

Energy weapons 4, field weapons 4, laser weapons 4,
projectile weapons 8

M echanical Aptitude: 1(1)

Moxie: 3(2)

Personal Equipment:

Plagticreds:

Damage Status: Total Armor:

Macho: 5

Oavee-R-0US

Secr et Society: Anti-Mutant
M utant Power (s): Pyrokinesis
Power Attribute: 3

Background: Joined the Armed Forces right out of
thevat, sr! Involved in MUT Cafeteria Anti-uprising
action, dr! Decorated and promoted for decimating
LNCs (Large Numbers of Civilians) in the Line of
Duty, dr! Still waiting for the Commie Mutant Inva-
son, dr!

That's right — those Commie Mutants will be
coming OTH (Over The Hill) any daycycle now, and
well beready for them! The Armed Forces are primed
and waiting for those CYBs and DMTs (Cowardly
Yellow-Bédlies and Dangerous Mutant Traitors) to
invade our HSH (Home Sweat Homes). WEII kick the
SHT out of them (CENSORED)!

Best Friend: Teda2" is your baby — your own,
persona semi-automaticsugthrower. Y ouhaveHEAT
ammo (which does damagevalue 12P), and you aren't
afraid to useit. Fortunately, when you were kicked out
in your jammies, you were sleeping with Teela-2.
Standing Orders (Saf Imposed): "Kill Them Mu-
tants BTTO (Before They Take Over)!"

Treasonous Desre: Missman-R-1SZ isaregistered
mutant. Bah! Might aswell say "Registered Traitor to
the Clone Race!" You want to line her up over your
sights and POW! But not too soon — she has the
Computer fooled into think-
ing she's on our side. But
just wait ...

Current Secret Soci-
ety Mission: Clones
live in Alpha Complex,
therefore, they don't
liveOutdoors. Anyone
who lives Outdoors
must be a mutant.
Logical, eh?Kill ev-
eryone you can.
Knowledge of
Teammates: A
bunch of woosies!

B A CK

Tim Bobko

West End grants permission to photocopy this page for persona use.
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Player Name:
Name Designation: /A#/SSAMIAN/
»
FRONT Home Sector: /82
Security Clearance
IR'R. O Y G B I V UV
Clone Number:
1 2 3 4 5 6
" SarviceGroup: HPD&MC
Attributes and Known Skills
Strength: 4 HTH: 2 CC: 30kg
Endurance: 5 Macho: 2 Wounds 4
Adility: 5(3)
Dodge 5
Chutzpah: 10(5)
Bootlicking 9, con 9, oratory 10
Dexterity: 4(2)
M echanical Aptitude: 7 (4)
Moxie 4(2)
First aid 6, surveillance 4
Personal Equipment:
Plagticreds:
Damage Status: Total Armor:
Macho: 2
E._
L:_
P
B:___
All:

well enough, maybeyou can get your owntalk show —

M/SSMAN-R-182

Secret Society: Paliticlones
Mutant Power (s): Polymorphism
(registered)

Power Attribute 5

Background: You're an entertainer, not a Trouble-
shooter! But when your registered mutation started
acting up on the air, your popularity as aclone advice
columnist plummeted. Nobody wanted to hear advice
from a registered mutie!

Atleast your pregtigeat HPD& M Cwasenoughto
get you a Red clearance promotion. The Agency"
decided to transfer you to the Troubleshooters in the
hopesthat it would elevateyour career again. Ifyoudo

B A CK

"Missman-R-1SZ: Killin' Commies and Solvin' Prob-
lemd"
Sigh.

Secret Contact: The Agency" is asmall subdivision
of HPD& MC that handles its online talent. They put
you out herein the line of fire, but they want to protect
their investment. If you can contact them, they might
arrangefor help to arrivein the nick of time (and ill
make you look good).

FavoriteSaying: "Now, now, deary, itisn'tthat bad.
What was your problem, anyway?'

Secret Fear: Y our agent warned you
againg"lookingbad" oncamera.

You'l try to glom credit and good
camera angles anytime a
multicorder is pointed in your di-
rection.

Current Secret Society Mis-
son: Make yoursdf popu-
lar again! You'rehavinga
hard time, honey, and if
youdon'twanttostay out
in the cold with a bunch
of psychotic Troubleshoot-
ers, you'd better get some
good exposure!
Knowledge of Team-
mates Big, hulking clones
look great on camera, and
Dainge-R-OUSisthebiggest,
hulkingest cloneyou've ever
seen. If youcangethimto
beyour leadingmalein a
bunch of action shots,
you'll be ashoo-infor re-
assignment.

Tim Bobko

West End grants permission to photocopy this page for personal use.
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collection of supplementary Welcome, Citizen Troubleshooters, to the end of Paranoia: The Fifth Edition! Whoal
material, usually at the end of a Thisisareally bigbook—but it's not over yet. See, we had such fun working on thisbook,
book. wejust couldn't stop — at least not without giving you alittle more helpful information

on being one of the Computer's bestest buddies ... a Troubleshooter!

Back in the Players Section, we gave you all kinds of neat information about being a
Troubleshooter. The gamemaster, if he's around somewhere, probably gave you alittle
more. Or not. It's up to him, you see. But take alook at the top of this page — see where
it says"Red Clearance?' That meansyou can read thisinformation and | earn more about
the Computer's dlite.

The focus of The Incompleat | Compleat Troubleshooter is on alittlethingweliketo call
Mandatory Bonus Duty. We mentioned it back in the Players Section — you can even see
some of the Neat-O logos aongside the MBD descriptions — but we didn't go into great
detail. This appendix will help you out.

And here you thought it might be vestigial.

MAarvoaTory Bowys Dury

esa%l y(%J( may ask, what else are you going to tell me about Mandatory Bonus Duty? Go

MBD was created by Troubleshooter HQ and approved by the Computer to be away
for Troubleshooter teamsto beinternally organized and efficient. Each MBD office covers
one very, very important aspect of Troubleshooter duty. Each officer isin charge of one
or more M BDs (depending on the number of Troubleshooters on theteam). Theindividual
MBDs are al described on pages 41 and 42 of the Players Section.

OETERMINING YOUR MBOD

The Computer has a foolproof system for determining which clones are suitable for
what Mandatory Bonus Duty. It instructs its Briefing Officers to administer the "Man-
datory Bonus Duty Determination Test 88-9b" at the beginning of every mission. The
results are then subjected to intense scrutiny by HPD& MC, and the MBDs are assigned.

AOMIN/ISTERING THE MBODT 88-95

Gamemasters, thisisareally fun part of the adventure. No, really — trust us. You'll
enjoy it. TheMBDDT 88-9bisagood way to start offany adventure. It gets everyoneinto
a Paranoia mood and alows you to mess with the Troubleshooters (and the players)
minds right from the start.
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ULTRAVIOLET CLEARANCE ... APPROVED FOR USE BY HIGH PROGRAMMERS ONLY...

PHoTOCOPY THE MBOODT 88-98

The next two pages in this book are the actual test. You have our permission to
photocopy them as many times as you need for persond use.

O/ISTRIGYTE THE TESTS

Pass out the tests— or, better yet, have someone ese pass them out. Pick asucker a
random, and havethem signapieceof paper saying that they passed out acertain number
of the tests. While everyone's taking the test, you can play with the piece of paper.

Gamemaster: Thank you, Suck-R, for passing out the tests. Please collect them now.

Suck-R: Always happy to help, Briefing Officer, sr. Here they are. (Returns to seat.)

Gamemadter: Just aminute, Suck-R, there seemsto be aproblem. On this sheet you signed,
stating that you passed out the tests, it saysthere were 60 forms distributed. Y et you have only
returned 6. What happened to the other 54?

Suck-R: (Looks at paper, sees hastily scratched in "0" after the "6". Gulps) | don't know, friend
Briefing Officer. (Spins in place, pointing at rest of team) It must have been them! They mind-
controlled me and made me dispose of the papers!

AOMIN/ISTER THE TESTS

"Citizens, please answer every question in the spaces provided. Check only one
multiple-choice answer per question, and only use the space provided for the essay
questions. TheComputer val ues promptness, sotakethistest quickly andquietly. Donot
write in the boxes marked 'Office Use Only' unless you want your fingers cut off. No
cheating."

That's pretty much it. If players have questions, the Briefing Officer will tell them to
shut up and take thetest. If anyonelooks like they are thinking, the Briefing Officer will
hﬁsslke tfhem about taking too much time, being out of uniform, or anything else you can
think of.

COLLECT AND GRADE THE TESTS

Have some fun collecting the tests. After you have dl of them, you can play a little
game:

Briefing Officer: Excellent work, Troubleshooters! Now, as soon as Pats-Y finishes her te<t,
we can get started.

PatsY: Huh?

Briefing Officer: Your MBDDT 88-9b. The test you're supposed to be working on.

Pats-Y: (Looks around nervously) But | turned mine in with the rest of the team ... honest!

Ifyouwant to start assigning treason points, or even executing clones, go right ahead.
Y ou can force Pats-Y or even the wholeteam to re-take the test, with the Briefing Officer
hanging over their shoulders, go ahead.

ASSIGNING TREASON POINTS AND EXECYUTING TRAITORS

Asageneral rule, anyonewith aperfect scoreisatraitor and should either be executed
or assigned, oh, ten treason points right off the bat. Otherwise, subtract whatever score
the Troubleshooter got from 30 on each section. Ifthe tota difference (for dl six sections)
islower than 10, assgnedfivetreason pointsto thecdonefor possble cheating. Ifthetota
difference is higher than 30, assign five treason points for stupidity.

Fedl freeto executetraitorsfor treasonousanswers or suspiciousscores. Also, notethat
severa answerson thetest have shaded backgrounds. Anyonewho even answers one of
these questions receives five treason points per answer. These answers where thrown in
to root out traitors and check for treasonous knowledge.

Writinginthewrong places or skipping questions should be punished accordingly: two
treason points per instance.

ASSIGNING THE MEBOS

There are several methods you can use to assign the MBDs. Thefirst is to check and
scewhohadthelowest scorein each category. Obvioudy, that person needswork onthose
typesof skillsand should beassigned theM BD there. Thisismostimportantforthe Team
L eader — whoever getsthe absolutelowest score of dl (total) should begiventhatjob, so
the Computer can keep an eye on him.

APPENDIX: THE INCOMPLEAT/COMPLEAT TROYBLESHOOTER 2 / 5
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:\'> Grading The Tests

Grading the tests is also very easy. Each section of the 88-9b contains
six multiple-choice questions. Each answer is worth a specific number of
points as follows:

* Questions 1 through 3 of each section are scored:

A=1point

B =3 points

C=5points
* Questions 4 through 6 are scored:

A =5point

B =3 points

C=1points
» Unanswered questions receive 2 points (though the Briefing Officer may
yell at the Troubleshooter alittle and try to intimidate him into answer-
ing a question he doesn't want to answer).

Here's an example of how to score aquestion:

5. If I were multicording atraitor's confession, | would:

D A. Activate the aura light-sensor
CHB. Ussawide-anglelens
OC. Shoot him

Because thisis question 5 and the player chose response "C," he
received 1 point.

In the boxes marked "For Office Use Only," underneath each section,
total up the number of points the clone receives for the section. For
example, Ann-R-KEys answers to the Loyaty Officer section are:

1.C=5 4 A=5
2.C=5 5.A=5
3.C=5 6A=5

Her Loyalty Officer section total is 30, o write it down. By the way,
since 30 is a perfect score, it is quite probable that Ann-R-KEY chested —
nobody scores a perfect on any test area without cheating, the Computer
Say's 0 — S0 you might want to give her five or ten treason points or
execute her on the spot. And, of course, .the lowest score would be a 6, and
that would be bad, too.

How do you score the short answers? Y ou dorv/t. Read them over,
chuckle evilly, and try to twist anything the clone says against him.

If you have ties, or this is much more work
thanyouwanted to go through, then assign the
ranks in the following order of Paranoia exper-
tise'lknowledge, based onthetestsandyourown
knowledge of the players:

* Happiness Officer
« Equipment Guy
» Communications and Recording Officer
* Hygiene Officer
* Loyalty Officer
» Team Leader

So, the Happiness Officer should be the per-
sonwhodidthebest onthetest and hasthemost
apparent Paranoia knowledge, whilethe Team
Leader and the Loyalty Officer should have as
little knowledge of what's going on as anybody.

THE ALTERNATE MBOD DETERMINATION
PROCEOYRE

Study the results of the tests very, very
carefully. Ask piercing questionsof each Trouble-
shooter, probing their innermost desires and
thoughts. Then:

» Have everyoneroll ad20. Highroller gets his
choice of MBD. In the case of atie, give the two
Troubleshooters two treason points each for
being uncooperative and give the choice to the
next-highest roll.

* Choose them yoursdlf, at random.

» Accept bribes, then choose them. If anyone
brought munchies to the game session, they're
on theright track.

* Send somebody tothe storefor munchies, talk
about them until they get back, and then give
them the choice of MBD.

 Send your players out on a quest ("Find the
tongues of three rabid emu and return on your
knees.")*

« Distribute bats and have them s=ttle the matter like real Troubleshooters.**

*Thiswill delay the beginning of the adventure,
**Thiswill seriously delay the beginning of the adventure and West End Games takes

no responsibility for injuries obtained.

MORE, OR LESS, THaN SIXk TROYBLESHOOTERS .. MO

PRoBLEM!

If you have fewer than six Troubleshooters, assign the MBDs that you think are
important, or fun, for themission. Loyalty Officers and Happiness Officers aregreat, and
Team Leaders are good for any team that has at least one inexperienced member. Of
course, you can assign more than one MBD to any Troubleshaooter.

If you havemorethan six Troubleshooters, assignthe M BDsyou haveand either make
other Troubleshooters "assgtants' or create your own MBDs. "Keeping Track of the
Funbot Officer" or "Holding Onto the Medkit Officer" workwell, and thedassic"Dr. Smith
Officer" ("Oh, the pain" — he'sin charge of complaining) can be ariot.
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Citizen, please answer dl questions before returning this form to your Briefing Officer.
Do not mark in the spaces labeled "For Office Use Only."

TeAnt LEADER

1. If a mission succeeds, who de-
serves the most credit?

{J A. The Team Leader

(0 B. The Briefing Officer

OC. R&D

2. I think:

OA. I am very skilled

[JB. ] am moderately skilled
(JC. I have no skills

3. If I were a Team Leader I would:

OA. Make fewer mistakes than I do
now

[JB. Make more mistakes than I do
now

[0 C. Make the same number of
mistakes I do now

4. If offered a position in a secret’

society, I would:

i [JA. Accept the position and
' rencunce my current secret
society
f_, {IB. Decline and remain in my
current secret society

[ C. Start my own secret society

5. The Team Leader should:

[JA. Solicit advice from team mem-
bers, even though they may be
Commie mutant traitors

[OB. Make all of the decisions on his
own

(O C. Hesitate when faced with a
decision

6. The Hygiene Officer is:
" [JA. More important than the
Team Leader
OB. Just as important as the Team
Leader
{JC. Less important than the Team
Leader

If a Troubleshooter team is in con-
stant contact with the Computer,
why does it need a Team Leader?

LovaLTy DrFricer

1. IfI were ordered by the Computer
to execute a High Programmer, but
the High Programmer claimed the
message was the result of Commie
sabotage, I would:

O A. Look for the Commies respon-
sible

O B. Consult the Computer for con-
firmation

(JC. Execute the High Programmer

2. If a citizen was grumbling about

how dangerous a mission is, I would:

[0 A. Execute him for treason

(0 B. Refer him to the Happiness
Officer

O C. Record his comments for
referral to the Computer

3. If an Ultraviolet citizen ordered

me to terminate myself, I would:

[OJA. Terminate the Ultraviolet
citizen

[(0B. Call the Computer : -

[0 C. Terminate myself

4.1 think Commies are:
O A. Misled

OB. Innatelyevil =~ """ """
[JC. Not worth thmkmg about

5. I have traitorous thoughts
O A. Almost never

0 B. Occasionally

[1C. With alarming frequency

6.If] saw a Commie escaping down
a corridor of a higher security clear-
ance than I was, I would:

O A. Pursue the Commie

(O B. Consult the Computer

[JC. Order the Commie to

surrender

Why do you think the Computer
assigns Troubleshooters to boring
missions? Does this promote dis-
loyal behavior? Explain.

HYCIENE OFFICER

1. Which is more important?
JA. Clean thoughts

O B. A clean jumpsuit

[dC. Clean teeth

2. If I were a bot, I would be:
JA. A dochot

OB. A warbot

[dC. A jackobot

3. An appropriate fine for a citizen
who damages his jumpsuit is:
O A. 2 credits
(O B. 200 credits
O C. Summary execution by
tac nuke

4. My favorite cleaning agent is:

[JA. Mr. Squeaky: Squeaky Clean
and What a Sheen!

O B. Blast It Off: Just One Spray
Makes Dirt Go Away!

[OC. Scrape-O-Matic: It Works
Hard So You Don’t Have To!

5. Some citizens classify Commies
and mutants as traitors. I think
they are:
OA. Mr e Squeaky Clean
: S%zataakg‘hegn! ;
OB. Blast It Off; Just One Spray
Makes Dirt Go Away!
[dC. Scrape-O-Matic: It Works
Hard So You Don’t Have To!

6. The Hygiene Officer is:

(JA. More important than the Team
Leader

OB. Just as important as the Team
Leader

[JC. Less important than the Team
Leader

Would you pursue a Commie into a
filthy, debris-strewn corridor even
though it might damage your jump-
suit? If yes, why would you endan-
ger the Computer’s valuable prop-
erty? If no, why would you deliber-
ately let a Commie escape?

ffﬁction Total
.

Section Total
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COMMUNICATIONS AND
RECORDING QFFICER

1. When interviewing a berserk
warbot, the most important consid-
eration is:

(JA. Not damaging the multicorder
[0 B. To ask intelligent questions
[JC. Creative camera angles

2. Actors such as Teela-O-MLY are:

O A. Less important than average
Alpha Complex citizens

[OB. Just as important as average
Alpha Complex citizens

[OJC. More important than average
Alpha Complex Citizens

3. If my team were under Commie

attack, I would:

O A. Consult the Computer

OB. Help turn back the foul traitors
(OC. Look for creative camera angles

4. If T had my way, I would:

OA. Watch more vidshows

[OJB. Continue to watch the same
number of vidshows

{31C. Read a book

5. If I were multicording a traitor’s
confession, I would:

[JA. Activate the aura light-sensor
(O B. Use a wide-angle lens

OC. Shoot him in the head

6. If the Computer called during a

dangerous situations, I would:

{JA. Step back and talk to the
Computer

{JB. Not answer the Computer

[JC. Put the Computer on hold until
the situation is resolved, then
explain what happened.

Is the Computer everywhere? If no,
please list all places the Computer is
not. Ifyes, why is a Communications
and Recording Officer necessary?

EQUIPMENT GUY

1. The Equipment Guy should call a
surprise inspection:

{JA. Almost never

O B. In the middle of a battle

[JC. With unnerving frequency

2. If I were a bot, I would be:
O A. A docbot
a&%‘é{ﬁw@t& M o

O C. A jackobot

3. The scientists at R&D are:

[JA. Shining examples of how loyal
citizens should behave

(0 B. Dangerous and should be
watched closely

[0 C. Just doing their jobs

4. If a laser malfunctions during a

mission, whose fault is it?

] A. The supply clerk who issued
the equipment

O B. The Troubleshooter who re-
ceived the equipment

O C. The Equipment Guy

5. I like bots:

A, Alittle

O B. A great deal R

(J C. More than you can possibly
imagine

6. If a Commie bomb needs defus-

ing, who should do it?

(JA. The Equipment Guy ‘

[0 B. The Troubleshooter with the
most demolitions experience

{1C. Whoever draws the short straw

How valuable to the Computer are
you in terms of credits? How did you
arrive at this figure?

HAPPINESS OFFICER

1. In my opinion, unhappy citi-
zens should:
[3A. Visit the Thought Conti-
nuity Center
{0 B. Undergo morale
. adjustment surgery
OC. Take a Happy Pill

2. Sometimes other cltlzens
get: s
OA. Very angry

O B. A little angry

[JC. So angry it scares me

3. Happiness is:
OA. A warm laser
[JB. A state of mind
O C. Mandatory

4, If the Happiness Officer is

unhappy, he should:

(JA. Take a Happy Pill

OB. Tell the Computer

O C. Question his very
existence

5. The best Troubleshooter is

a:

O A. Happy Troubleshooter

[1B. Loyal Troubleshooter

O C. Terminated Trouble-
shooter

6. If I am promoted to Ultra-

violet clearance, I will:

JA. Be the same clone I am
now

O B. Make everyone around
me happy

O C. Be happier than I am
now

Do you think that Commies
are happy? If not, then why
are they willing to endure ter-
mination rather than stop
being Commies?

Sectlon Total

Section Total

Bowus Tre-BREAKER QUESTION

If I had my choice, | would be the
A. Team Leader

B. Hygiene Officer

C. Loyalty Officer

D. Happiness Officer

E. Equipment Guy

Name: -

. Sction To '

- _-123456

Sarvice Branch:

(circle appropriate clone number)

Secret Society:

F. Communications and Recording Officer

278
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PERSONAL EQUIPMENT CHART

The Personal Equipment Chart contains equipment Troubleshooter might be able to buy or trade for without Computer permission.

Cost (In Cost (In Cost (In
Plasti- Plasti- Plasti-

Item creds) Items creds) Item creds)
Red Clearance* Orange, Red, or Black Pencil 1 Blue Clearance
Bag of CrunchyTyme Algae Chips 1 Shodaces 1 Electric lantern 20
Bottle of Bouncy Bubble Beverage 2 Sunglasses 2 Geiger counter 100
Bullhorn 50 Hiking boots 100
First Aid Kit 5 Jdlow Clearance 5 Knife, utility 50
Flashlight 10 Crowbar 10 Petbot 1000
Gas Mask 0 Decontaminationsuit 100 Tent lclone 0
HappyTummy Energy Bar 2 Mosguito (what's a mosquito?) Water flask, 1 liter 3
HotTorch 10 netting, by square meter 5 Indigo Clearance
Fictureof TedlaO-MLY Food rations (Munch Mix and Corridor Batteries 10

(TedaOMalley, vidstr) S Crumblies), two weekcydes 20  Cdculator 10
Personal hygiene kit 2 Shove, folding 10 Chainsaw, surgical 100
gnaﬂl'(mégé’:ter meter 2]5- Siderule 10 Lighter, long-lasting 1
= o gum an%r Solvent - Green Clearance Goggles, infrared vision 300

per Backpack go  Nail or screw 1
Thermos 2 Matches or small lighter 1 Waich, pocket or wrist 10
Orange Clearance Chapstick, extrayummy 100 Violet Clearance
Barometer/Thermometer 20 Film for camera 10  Hangglider 500
Binoculars 50 Insect (not IntSec) repellent 2 Raft, inflatable 100
Dentd floss, per 10 meters 1 Magnifying glass 5  Robovalet 10,000
Foam Ped S Notebook 1  SCUBA gear 150
Goggles S Slide rule instructions 1  Umbrdla 10
Hammer 10 Stove, portable 40

"Troubleshooters can usually buy anything of their clearance or below; anything on thislist could beissued to anyone of Red
clearance or above

M/SCELLANEOYS EQUIPMENT CHART

This equipment is usually the type assigned, either by order of the Computer or request by acitizen, to Troubleshooterson a

mission.
Cost (in Cost (in

Item Clearance Plasticreds)* Item Clearance Plasticreds)*
Asbestos Clothing Green 100 Ice Gun Green 500
Asbestos Suit Blue 500 Jackobot Blue 10,000
Battle Suit Ultraviolet 100,000 Kevlar Armor Red 200
Blaster Orange 500 Kevlar Armor (laced) Ydlow 600
Brass Knuckles Red 10 Laser Pigtol Red 100
Chain Armor Orange 100 Laser Rifle Orange 300
Coml Red 100 Leather Armor Red 50
Comll Ydlow 500 Multicorder | Red 600
Com I Green 1000 Multicorder |1 Green 1000
Com IV Indigo 5000 Multicorder 111 Indigo 5000
Combat Suit Indigo 10,000 Multicorder 1V Violet 10,000
Cone Rifle Blue 1000 Multicorder Programs Varies 100
Dochot | Orange 1000 Needier Blue 70
Docbot V Blue 10,000 Neurowhip Green 300
Energy Pistol Ydlow 300 Plasma Generator Violet 2000
Energy Rifle Green 750 Plate Armor Orange 350
Environment Suit Green 1000 Reflec Armor Varies 100
Farraday Suit Blue 5000 Slugthrower Automatic Green 750
Field Telephone Red 10 Sugthrower Pistol Yelow 500
Fidd Telephone (shielded) Orange 150 Sonic Pigol Orange 150
Flamer (Hand) Violet 1000 Sonic Rifle Orange 300
Flamethrower Yelow 500 Stun Gun Orange 250
Force Sword Blue 400 Tangier Green 250
Gauss Gun Indigo 500 Truncheon, Sword, Knife Red 10
Grenade Red 50

*\While Troubleshooters can seldom purchase this equipment, this often represents the fine imposed for losing or damaging it

CHARTS aND TABLES 2 / 9
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Weapon

Blaster Pistol

Melee & Missile Weapons
_Grenade

Force Sword 12 E = E _
*These are all optional rules. **Does damage only to bot targets.  {Special, see text.
T160-degree cone from firer’s front. $What? You need more? $iThe clone’s HTH Damage plus this number.

Damage Blast Range
Value Type Radius* (meters)* Ammo*

220
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ARMOR CHART Verrete Comear MOoIFIERS CHART
Armor Type Protection Action or Status M odifier
Laser Armor (reflec) L4
Kevlar P3 Attacker's Movement
Kevlar, laced AP3 Hovering -1
Leather Bl Going Sow (25 kph or less) -3
Chain B2 Going Fast (26 kph or more) -6
Plate B3 Taking Evasive Action -3
Asbestos Clothing E4
Adbestos Suit FE4 Defender's Movement
Farraday Suit FE6 Hovering -1
Environment Suit ALL1 Going Slow (25 kph or less) -3
Combat Suit FALL4 Going Fast (26 kph or more) -6
Battle Suit FAPALL7 Taking Evasive Action -3

VEuiote Weaprons CHART

*Optional rules.
**Special; see text,.
tDelivers 60-degree blast in front of weapon.

VEHICLE ACCIDENTS AND FALLING FROM GREAT HEIGHTS TABLE

Speed

of Crash 101~ 201- 501- 1001

(km/hour) 0-10 11-25 26-50 51~-100 200 500 1000 10,000 10,001+
Fall 101- 1001~ 10,001~

(in meters) 0-5 6-10 11-15 16-20 20-100 1000 10,000 100,000 orbit
Effects

(roll 1d20)

ounded,

unconscious 19 16-18 10-15 2-9 2 1 - - -
Killed 20 19-20 16-20 10-20 3-20 2-20 1-19 1-18 3
SPLAT!* - - - - - - 20 19-20 2-20

*Identification by DNA scan only.
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THE CHECK CHART

Difficulty
Nearl Ridic-
Skill Simple Easy Normal Tough Difficult Impossible ulous
Value [1 2 3] [4 5 6] [7 8 9] [10 11 12] [13 14 15] [16 17 18] [19 20]

Oamace Downe TasLe OrTIonat ComBAT MODIFIERS
Damage Action or Status Skill Modifier Modifies
Done Effect Attacker wounded -2/wound All attacker's skills
1.5 None Defender wounded -2/wound All defender's skills
68 Stunned Attacker Movement:
912 Wounded Walking -1 Attack skill
1315 Wounded, unconscious Running -4 Attack skill
16+ Killed Defender Movement
Walking -1 Attack skill
*The damage val ue of the attack, plus Running -4 Attack skill
the damage modifier (1d10), minus the Lying down -3* Attack skill
target's Macho plus his armor Lying down +5%% Attack skill
Defender Cover:
One quarter -1 Attack skill
One half -4 Attack skill
Nearly Complete -15 Attack skill
Range*:
Point-blank +4 Attack skill
Medium ranget - =
Long rangett -4 Attack skill
*Only used for weapons with ranged attacks
**Only used for HTH attacks

1Up to weapon's listed range
TTUp to double listed range for weapon
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Character Name.

Player Name.

Security Clearance (IRR R O Y G B
Service Group

I V (UV) CloneNumbe 1 2 3 4 5 6

Mandatory Bonus Duty

ATTRIBUTES EQUIPMENT
| | Strength | | Carrying Capacity Item Game Vaue Type Notes
| |HTH Damage
[ |Endurance | |Macho
| |Wound Levels
| Adgility
| | Dexterity
[ |Moxie
| | Chutzpah
| | Mechanical Aptitude
L_| Power
Skres
Adgility Skill Base Dexterity Skill Base Moxie Skill Base.
Brawling Energy Weapons Biochem Therapy
Dodge Fied Weapons Biosciences
Force Weapons__ Laser Weapons Chemistry
MeleeWeapons ____~ MissleWeapons _ Computer Programming* _____
Sneak ________ ProectileWeapons __ DataAnalysis el
Thrown Weapons. Vehicle Weapons Data Search
Demolitions

Chutzpah SKkill Base M echanical Aptitude Electronics | iy
Bootlicking Skill Base First Aid
Bribery Habitat Engineering ___ Mechanics
Communist Propaganda® ____ Juryrigging Kiiolear Engm__
Con Robot Ops and Maintenance Old Reckoning Cultures*
Fast Talk Dochot —  Security &
Forgery Jackobot Surveillance L b
Interrogation Scrubot _ Survival
Intimidation Transbot.
Motivation | Warbot
Oratory | Vehicle Ops and Maintenance
Perception Autocar
Spurious Logic Copter

Crawler

Flybot

Hover

Transbot

Vulturecraft.
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Character Name.

Secret Society

Current Mission. Rank
Myrawr POWERTs) Oumace STATUS
PERSONAL EQUIPMENT PbWEk ATTRIBYTE(S)

Credits " * v

MOTES
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