




Published by Cubicle 7 Entertainment Ltd. 
under license from Nightfall Games Ltd. 

Requires the SLA Industries main rulebook for play.

There is definitely a spork.

Legal stuff: 
Huntersheets is a supplement to SLA Industries, Nightfall Games Ltd’s roleplaying
game of futuristic urban horror, published by Cubicle 7 Entertainment Ltd. This
game is recommended for mature gamers only. Don’t think it’s real – it’s only a

game and it’s all made up. All concepts, characters, text and intellectual
properties are copyright 2007 Nightfall Games Ltd or 2007 Cubicle 7

Entertainment Ltd. All images are copyright Cubicle 7 Entertainment Ltd. Any
unauthorised use of copyrighted material is illegal. 

SUPPORT YOUR LOCAL GAMES STORE.

Why not visit the SLA Forum at www.team8.co.uk/forum or e-mail your SLA
comments to info@cubicle7.co.uk

Correspondence address:
Cubicle 7 Entertainment Ltd.

100 Ballards Lane
Finchley

London N3 2DN
UK

Get more Cubicle 7 at www.cubicle7.co.uk
SLA Industries is supported at http://CloakDivision.net

Cubicle 7 Entertainment Ltd. is a private limited company, reg. no. 6036414. Its
registered office is at 35 Ballards Lane, London, N3 1XW, UK.

www.cubicle7.co.uk

ISBN 978-0-9555423-1-2



5

545596%40&%5*(8%3(%7”@%3^4$0)&§)^3£%2*8&9%&%*(0%)&(%3”9%^2$9096&4)^£%*0&%7&%*(%0%**&%&900
%*(%%**&%&%*@(4%)53&(%”%^$)&)^£69%**&%9@%**&%&%4*(•%)&4%”%0^$)&)546£0%*5*&8%&45%*(%9)&72(%

”2^9$)&)^£%**&949%&%*(23%**•@&%&0%*(% ERROR>
...>
...>
...>

CONTENTS
(GM data for each Hunter Sheet can be found on the page number in brackets)

...>

...>
PREFACE 4
INTRODUCTION - ‘OLD BONES’ 5

Gutterfly 6 (46)
Baal Kronis 8 (47) 
Brad "Bar" Sinister 10 (48)
M'tcl'mth Nt'scthhhch 12 (50)
Felis Caro 14 (51)
Gorne 16 (52)
Mama Krutch 18 (53)
Masiak Thren 20 (54)
Mauser 22 (55)
Mr Kimble 24 (56)
Sera Winterlong 26 (57)
Seraph 28 (58)
Sniper - D 30 (59)
The Silent One 32 (60)
Tam McGovan 34 (61)
Siln Vorta 36 (62)
Foss 38 (63)
Todd Clerik 40 (64)
Deitrius Sada 42 (66)
Elliot Raik   44 (68)

STATS, RULES & GM INFO 46
Chi'en Blood Magic 69
Threat Analysis - The Krell 72

...>

...>

...>
TRACKING

...>

...>
TRACE LOST

...>

...>
...%**&%&%*(4%)53&(%”%^$)&)^£69%**&%9&%*(%)&(%”6%^$)&)^£5&409%&9%*(982%9%**2%&%00*(%%**&5455
96%40&%5*(8%3(%7”%3^4$0)&)^3£%2*8&9%&%*(0%)&(%3”9%^2$9096&4)^£%*0&%7&%*(%0%**&%&900%*(%%**

&%&%4*(%)&4%”%0^$)&)546£0%*5*&8%&45%*(%9)&72(%”2^9$)&)^£%**&949%&%*(23%**&%&0%*(% >



6

%**&%&%*(4%)53&(%”%^$)&)^£69@%**&%9&@%*(%)&(%”6%^$)&)^£5&409%&9%*(982%9%@**2%&%00*(%%**&
545596%40&%5*(8%3(%7”@%3^4$0)&§)^3£%2*8&9%&%*(0%)&(%3”9%^2$9096&4)^£%*0&%7&%*(%0%**&%&90
0%*(%%**&%&%*@(4%)53&(%”%^$)&)^£69%**&%9@%**&%&%4*(•%)&4%”%0^$)&)546£0%*5*&8%&45%*(%9)&72

(%”2^9$)&)^£%**&949%&%*(23%**•@&%&0%*(% ERROR>
...>
...>
...>
...>
...>

Another century had passed, and it came again.

The cold rains descended, and for those brief, fleeting hours, the entire planet was eerily quiet. Nightmare
eyes closed and turned away from the light, seeking dark solace elsewhere. The damned found their

sanctuaries deep within the desert dunes.

Slowly, the screams of horror and the agonised howls died. The blood stained ground was washed free.
The only sound to be heard across all the barren plains was the gentle patter of rain on the dry, cracked

earth.

The Walker lay out in the centre of the storm, and let the wind and water cool his broken form. This
respite is a gift of no-one, he told himself. The pain had abated for a moment, and although it would be
back, soon - oh so soon - it would be washed away for good. All of the suffering. That which he once

was. All gone forever.

That part of him shaped by the planet itself smiled in drowsy complacency. There would be a close, and
then rebirth. They would rise and enter into him, chew away the final remnants of his former existence and

make of him what he always should have been.

A free spirit, unfettered by the faded hints of regrets and compassions and sanities.

The Walker turned on his side and allowed his eyes to settle on the muddy earth. Slowly he raised a
bony, taloned hand and reached out to shape the ground. As he moulded the sand, he whispered to it,

softly, lovingly.

"Come forward. Come out. Let my hand set you free. Let your hatred give you life. I am your enemy, and
you will be mine. Draw your weapons against my arrogant brother and I. Teach us the lesson we deserve.
Bring your truth to us. He thinks you destroyed this thousand years past, but we shall prove him wrong."

The Walker drew his hand away and stared at the horrific face he had sculpted in the ground. He sighed
lovingly, closing his eyes to the insistent rain. "The Root Dogs," he said. "The Root Dogs."
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Introduction - 'Old Bones'.Introduction - 'Old Bones'.
"Sod this! Sod it! From now on me and the boys are sticking to BPNs. These HunterSheets are a bloody con. We just spent three weeks"Sod this! Sod it! From now on me and the boys are sticking to BPNs. These HunterSheets are a bloody con. We just spent three weeks

tear-assing around Downtown trying to hunt down a serial killer who was already dead, fuck! Three weeks, man, … only to find out Ultratear-assing around Downtown trying to hunt down a serial killer who was already dead, fuck! Three weeks, man, … only to find out Ultra
Violet had killed him. She beat us to the bullet by about 2 hours… 'nice enough girl though, she bought has dinner to make up for all theViolet had killed him. She beat us to the bullet by about 2 hours… 'nice enough girl though, she bought has dinner to make up for all the
time wasted. You want my advice all you operatives? Avoid these jobs like the plague, don't be fooled by the sweet sounding bounty, it ain'ttime wasted. You want my advice all you operatives? Avoid these jobs like the plague, don't be fooled by the sweet sounding bounty, it ain't

worth it."worth it."
CheronCheronna,na, SCL 6a,SCL 6a, Squad Green Bag.Squad Green Bag.

For Contract Killers and Kick Murder Operatives alike the HunterSheet is regarded as a dream come true. All theFor Contract Killers and Kick Murder Operatives alike the HunterSheet is regarded as a dream come true. All the
information is there, phyinformation is there, physical description, criminal histsical description, criminal historory and profile, even a name and address is supplied. The only and profile, even a name and address is supplied. The onlyy
thing the Op has tthing the Op has to do is pao do is pay the target a housecall, chop his head off and take it by the target a housecall, chop his head off and take it back tack to SLA Head Office, it's as simpleo SLA Head Office, it's as simple
as that. Isn't it?as that. Isn't it?

Well, no noWell, no not reallt reallyy. It's true that a great many of the current HunterSheets are soft targets, like disgruntled high. It's true that a great many of the current HunterSheets are soft targets, like disgruntled high
ranking corporates that would like somebodranking corporates that would like somebody ty to assassinate their wives, or a low life gang member that insulo assassinate their wives, or a low life gang member that insulted an Opted an Op
squad. There are, however, HunterSheets that involve taking on some of Mort's most lethal subversives. Criminals deemedsquad. There are, however, HunterSheets that involve taking on some of Mort's most lethal subversives. Criminals deemed
so threatening tso threatening to SLA that Head Office will offer a phenomenal bounty to SLA that Head Office will offer a phenomenal bounty to absolutelo absolutely anyy anyone who thinks they can kill theone who thinks they can kill the
target. target. 

Such individuals have such a high price on their heads for a reason; they're practicallSuch individuals have such a high price on their heads for a reason; they're practically impossible ty impossible to kill. When Opso kill. When Ops
and Contract Killers take high-end HunterSheets they often don't realize that countless hopefuls have gone before themand Contract Killers take high-end HunterSheets they often don't realize that countless hopefuls have gone before them
and died trand died trying tying to complete the mission. Some HunterSheets, like Halloween Jack, Deitrius Sada and Ellioo complete the mission. Some HunterSheets, like Halloween Jack, Deitrius Sada and Elliot Raik havet Raik have
remained open and uncompleted for years and years, and the bounty keeps going upremained open and uncompleted for years and years, and the bounty keeps going up. . 

Operatives have come tOperatives have come to know such life threatening HunterSheets as 'Old Bones'.o know such life threatening HunterSheets as 'Old Bones'.

The oThe other negative aspect of certain HunterSheets is arriving at the supposed location of the target and finding no onether negative aspect of certain HunterSheets is arriving at the supposed location of the target and finding no one
there. Sadlthere. Sadlyy, this is fairl, this is fairly common. Last Known Locations filed on the 'Sheets are rarely common. Last Known Locations filed on the 'Sheets are rarely updated; some addresses haven'ty updated; some addresses haven't
been occupied by the target for months. SLA of course won't tell the Operatives and 'Killers this because it'll dissuadebeen occupied by the target for months. SLA of course won't tell the Operatives and 'Killers this because it'll dissuade
them from taking on the mission. Most Ops will remain undeterred however, and use all their investigative skills tthem from taking on the mission. Most Ops will remain undeterred however, and use all their investigative skills too
track the subversive; the considerable bounty is far ttrack the subversive; the considerable bounty is far too seductive too seductive to pass up…o pass up…

Still, for the fortunate few the HunterSheets are the waStill, for the fortunate few the HunterSheets are the way ty to go. Kick Murder Ops tend to go. Kick Murder Ops tend to have the most success witho have the most success with
these jobs, especiallthese jobs, especially if they don't draw ty if they don't draw too much media attention while they're moving in for the kill.oo much media attention while they're moving in for the kill.

Contract Killers are best going after rival 'Killers who are filed on HunterSheets, afterall, they need as much mediaContract Killers are best going after rival 'Killers who are filed on HunterSheets, afterall, they need as much media
support as their opponent, and can't afford tsupport as their opponent, and can't afford to be seem as cowardlo be seem as cowardlyy. Chances are the two 'Killers will clash in a. Chances are the two 'Killers will clash in a
designated location that provides optimum media coverage and then slug it out till one's left standing.designated location that provides optimum media coverage and then slug it out till one's left standing.

Operative squads should have one or two investigative trained members on the team when it comes tOperative squads should have one or two investigative trained members on the team when it comes to 'Sheets that areo 'Sheets that are
bbased in Downtased in Downtown. If they're streetwise they should be able town. If they're streetwise they should be able to find at least a few leads that'll point then in the righto find at least a few leads that'll point then in the right
direction.direction.

At the end of the daAt the end of the dayy, the squad is still going t, the squad is still going to need some serious muscle to need some serious muscle to take down the target, especiallo take down the target, especially if they if the
bounty's high.bounty's high.

In the case of some HunterSheets, like EllioIn the case of some HunterSheets, like Elliot Raik's, even muscle mat Raik's, even muscle may noy not be enough. t be enough. 

"Man, I love HunterSheets me! Everybody slags them off but you've just got to go about 'Sheets the right way. Alright, say"Man, I love HunterSheets me! Everybody slags them off but you've just got to go about 'Sheets the right way. Alright, say
you've got a target in Downtown, she's not at the last known location and you want her dead before the evening news,you've got a target in Downtown, she's not at the last known location and you want her dead before the evening news,

yeah? Just start splashing some unis around the locals for info. If that doesn't work, I usually cut off a fewyeah? Just start splashing some unis around the locals for info. If that doesn't work, I usually cut off a few
limbs. It doesn't get to that stage very often because people like money, don't they? Anyway, don't belimbs. It doesn't get to that stage very often because people like money, don't they? Anyway, don't be

fooled, these fuckers always know where the target's at, and they'll tell you one way or another.fooled, these fuckers always know where the target's at, and they'll tell you one way or another.
After that, you just go whack the target, take back the head, and there's your beer money!After that, you just go whack the target, take back the head, and there's your beer money!

Oh yeah, don't listen to all the crap about how the Downtowners are 'scared' ofOh yeah, don't listen to all the crap about how the Downtowners are 'scared' of
the subversive. It's you they should be fearing, make 'em talk. You work for SLA,the subversive. It's you they should be fearing, make 'em talk. You work for SLA,

you call the shots."you call the shots."
Gun BGun Bununnyny,, Contract KillerContract Killer
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Name: GUTTERFLY
"I had to pump three Kick Start into Carmichael after I dragged him out of there. He was coughing up blood, gargling

out the words 'she's just a girl, she's just a girl'. The so-called girl had diced him up pretty good, along with three other
Shivers- Ackley, Bruce, and Field Medic Harris. ....

You know what? The Dept of Investigations are full of shit! Yeah? There's no fucking way that girl is just a civilian! No
two bit little gang banger could have wasted my buddies without operative training, not that quickly, no fucking way

man!"

Shiver Sergeant Fielding's status report 12 / 4 / 909 SD,
shortly before his contract dismissal.

Criminal Portfolio:
GutterFly is the tagname for the latest serial killer to grace the sewers and walkways of Lower Downtown. She is a
Brain Waster currently with civilian status, but was trained by SLA Industries in Kick Murder Package prior to going

AWOL. Her real name is Era Fitz Sanda and her parents are both operatives from a respectable Ebon family within the
company. Early records show that Era was suffering from severe mental illness from the age of eight and there are
rumours leading back to a sexual attack from her great grandfather, the Necanthrope TrickFlicker SCL 5c. (These

allegations are to be disregarded concerning this investigation).

During Sanda's seven months of training at the Meny Educational Facility, instructors and administration entered
numerous complaints and written warnings into her personal record. According to her instructors and verified by Meny
records, her conduct exceeded the worst cases of violent behaviour exhibited by any Brain Waster trainee recorded

over the previous 40 years. She was retained only due to her impressive natural talents and the belief that her
aggression could be properly directed through counselling. Unfortunately, this optimism was gravely misplaced and the

individual who would become known as Gutterfly was following her own agenda.

In what should have been one of the ordinary daily brawls at the campus canteen, Sanda tested her training and
shattered the spine of a Shaktar classmate in three places. This cost SLA the future services of a potentially valuable
employee and resulted in the confiscation of her Deathsuit as punishment. She reacted far worse than her instructors
expected and murdered her roommate, a human named Lucy Lebay, four days later with a stolen cafeteria knife. The
student's head was found by campus security two days after neither student showed up for classes. A BPN was

immediately issued to apprehend the girl, but she had fled Meny and gone underground. Era had become GutterFly, and
there was no going back. 

GutterFly has been in operation as a serial killer for the last 45 days, targeting Ebons of either sex with ages ranging
between 14 and 23. So far GutterFly has amassed an official bodycount of 34, excluding Shivers and various

"Downtown Undesirables" that got in her way. All of the victims have been the children of SLA employees, mostly
inhabiting Mort's suburban sectors. In response, the Department of Investigation has pulled all files relating to the 16

families who have suffered an attack by GutterFly. All of these families are middle class with no criminal records, but in
each case, an application had been placed for the child to go to Meny.

Profilers at Department of Psychology and Psychoses believe GutterFly's killings are stimulated by jealousy and
revenge. While none of the victims suffered any form of sexual abuse, the manner of their deaths was particularly

savage. Attacks have taken place between the hours of 5-7 PM, with the horrified parents returning home to find their
children slaughtered with a high frequency blade. Unlike the greater percentage of serial killers stalking Downtown,
GutterFly has not been known to take trophies from her victims. These are classed as simple aggressive assaults,

leaving nothing but a body and her name drawn on a wall in the victim's blood.

GutterFly is believed to be using a variety of combat drugs, ranging from Shatter to Ultra Violence whenever she can
acquire them. Operatives undertaking this HunterSheet are advised to proceed with caution.
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Criminal ProfileCriminal Profile
GutterFlGutterFly is a female brain waster, 19 years of age, and standing 5'8 in height. She has magenta hair/dreadsy is a female brain waster, 19 years of age, and standing 5'8 in height. She has magenta hair/dreads
that reach just above shoulder length, pink eyes and moderate charring. Othat reach just above shoulder length, pink eyes and moderate charring. Other identifiable features includether identifiable features include
DNA tattDNA tattoos (black circles around the eyes) and a custoos (black circles around the eyes) and a custom Bodom Body Blocker shoulder pad fashioned in the shapey Blocker shoulder pad fashioned in the shape
of a skull that adorns her right arm. Her cloof a skull that adorns her right arm. Her clothing varies but is predominatelthing varies but is predominately dark, and she has been knowny dark, and she has been known
tto wear a leather coat with three bo wear a leather coat with three badges on the lapel saadges on the lapel saying, "Die!", "Die!" and "Die!".  ying, "Die!", "Die!" and "Die!".  

GutterFlGutterFly has taken no steps ty has taken no steps to conceal her identityo conceal her identity, rel, relying mainlying mainly on the overcrowded sprawl of Lowery on the overcrowded sprawl of Lower
DowntDowntown town to camouflage her.o camouflage her.

Last Known LocationLast Known Location
GutterFlGutterFly was last spoy was last spotted in The Jungles, (Blanker gang territtted in The Jungles, (Blanker gang territorory) ty) towards the Eastern sectowards the Eastern sectors andors and
CannibCannibal Sectal Sector One. It is possible that the Blankers are proor One. It is possible that the Blankers are protecting GutterFltecting GutterFly in return for ganglandy in return for gangland

assassinations.assassinations.

M.O.A.M.O.A.
GutterFlGutterFly is partially is partially trained in Kick Murder Package, geared ty trained in Kick Murder Package, geared towards Martial Arts and Blade 1-H.  She isowards Martial Arts and Blade 1-H.  She is
known tknown to be swift and agile with strong skills in acrobo be swift and agile with strong skills in acrobatics and gymnastics. Her preferred weapon is a SLAatics and gymnastics. Her preferred weapon is a SLA

manufactured Vibro Sabre, almanufactured Vibro Sabre, although she is also likelthough she is also likely ty to use a FEN AR, sto use a FEN AR, stolen from the house of one ofolen from the house of one of
her victims.her victims.

If GutterFlIf GutterFly is heavily is heavily outnumbered or outgunned, she will attempt an escape. She also only outnumbered or outgunned, she will attempt an escape. She also only stalksy stalks
walkwawalkwayys that she knows extensivels that she knows extensivelyy, and if forced t, and if forced to evade, she will undoubtedlo evade, she will undoubtedly have severaly have several

escape routes at her disposal. It is possible that she maescape routes at her disposal. It is possible that she may be supported by 4 - 6 gang membersy be supported by 4 - 6 gang members
from the Blankers crew and these mafrom the Blankers crew and these may be eliminated at the squad's discretion.y be eliminated at the squad's discretion.

OOther Commentsther Comments
None.None.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

GUTTERFLGUTTERFLYY
SUBJECT CODESUBJECT CODE

LV98../567GH899654LV98../567GH899654

DESCRIPTIONDESCRIPTION

BRAIN WASTERBRAIN WASTER

CRIMECRIME

MURDER/SUBVERSIONMURDER/SUBVERSION

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

DPT OF PSYCHOSISDPT OF PSYCHOSIS

BOUNTYBOUNTY: 350c: 350c
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Name: BAAL KRONIS
"What was he like? I don't really know how to explain .... he was short, quite squat but fast. I remember that much. No,

I don't know what .... yes it is possible he was a mutant, but he 'felt' .... genetic somehow.

I don't know what he was, other than he was dressed in Thresher Armour, and he was fighting on their side. If anyone
else were still alive they'd testify to this I swear.

Do I want to report a Thresher Stormer?

...No .... I don't want to report that ....."

Operative 'Whisper' (Ebon) SCL7b, prior to her three month suspension.

Criminal Portfolio:
The 'Thresher Stormer' phenomenon has been raised repeatedly by numerous squads all over the World Of Progress,

particularly among SLA militia posted on the warworlds. They describe a breed of creature that has come to be known
as 'The Mako'.

The Mako have the visual traits of a shark - pale rough skin, small black eyes, and lipless mouths filled with rows of
dagger like fangs. Most are reported as being very large and as tall and heavy set as a Stormer, which is probably why

witnesses have made the incorrect connection.

To date, only one 'Mako' has been sighted on Mort and it differs somewhat from the conventional depiction of their
kind. He goes by the name of Baal Kronis, claiming to be one of the "Tiger Shark" and bears the symbol of one on his
armour. Baal works for Thresher Inc., as do all the alleged Mako, yet appears to hold some amount of independence in
his operations. SLA History specialists are now speculating that the Mako may be some ancient conflict race, possibly
even the original creators of the Thresher technology. For the sake of this HunterSheet, such suggestions are to be

disregarded.

Baal Kronis, regardless of what he truly is, must be exterminated as soon as possible. He has committed countless
acts of mass slaughter since his appearance on Mort nine months ago, some of which have struck deep into the heart

of Uptown and deeply concerned SLA authorities. 

At this time, Baal's primary goal remains a mystery although he is known to go to great lengths to have his exploits
caught on camera by either 3rd Eye or various Soft Company medias such as Channel Resistance. It is suspected that
he is trying to humiliate SLA Industries by killing SLA media personalities and Contract Killers, but many of his other

assaults seem to have little purpose behind adding to the growing body count or putting Mort to the torch. 

SLA authorities believe that Mako have no interest in any sort of corporate politics or in increasing support for
Thresher Incorporated, surmising that those missions would be better suited to operatives who have a better

knowledge of the World of Progress. It is also believed that a secretive individual or committee directs Mako's actions,
although this is unconfirmed. The Dept of investigation has already released a number of White BPNs directed to

uncover Mako's true intentions but all remain open.  

For the moment, they are more concerned with the media eyesore that Baal Kronis is creating. He attacks warehouses,
walkways, and suburbs with psychotic abandon, killing everything he sees, and occasionally pillaging the sectors for

unusual weaponry and equipment. Highly formidable by himself, he is often accompanied by a squad of 6 Close Nitt, 3
One-Step, and a suit of Sarge Armour. Their base of operations is currently unknown.
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Criminal ProfileCriminal Profile
BBaal Kronis of the Tiger Shark is a male Makaal Kronis of the Tiger Shark is a male Mako. His true age is unknown and he is 5'4 in height with a heavyo. His true age is unknown and he is 5'4 in height with a heavy,,
thick phythick physique that is said tsique that is said to match the strength of a Sto match the strength of a Stormer and speed of a Xeno. Bormer and speed of a Xeno. Baal, like all oaal, like all otherther
MakMako bears a visual resemblance to bears a visual resemblance to an aquatic shark - small malevolent black eyes, a square misshapeno an aquatic shark - small malevolent black eyes, a square misshapen
skull, and a flat nose collapsed intskull, and a flat nose collapsed into his face. He is completelo his face. He is completely inhuman.y inhuman.

Last Known LocationLast Known Location
BBaal Kronis's activities are spread over far taal Kronis's activities are spread over far too wide an area too wide an area to link him or his men to link him or his men to any giveno any given
sectsector. Operatives and Contract Killers are advised tor. Operatives and Contract Killers are advised to search out oo search out other Thresher agents operating inther Thresher agents operating in
Lower DowntLower Downtown at locations such as the 'Depth Charge' for leads and the Makown at locations such as the 'Depth Charge' for leads and the Mako's poo's potential whereabouts.tential whereabouts.

Terminal force is sanctioned.Terminal force is sanctioned.

M.O.A.M.O.A.
BBaal Kronis is a savage in everaal Kronis is a savage in every sense of the word and will fight ferociously sense of the word and will fight ferociously and relentlessly and relentlessly untily until
exterminated. He wears a custexterminated. He wears a custom suit of Thresher made armour designed tom suit of Thresher made armour designed to encase his short, broad frame.o encase his short, broad frame.
It is similar in design tIt is similar in design to Close Nitt, but combines the proo Close Nitt, but combines the protection of a Sarge suit with the speed of a muchtection of a Sarge suit with the speed of a much

lighter model. Blighter model. Baal has access taal has access to all forms of Thresher firearms and mao all forms of Thresher firearms and may carry carry any number of themy any number of them
when encountered.when encountered.

Kronis's tactics are simple: he opens up with everKronis's tactics are simple: he opens up with every shell of ammunition he has on any poy shell of ammunition he has on any potentialtential
target. Anything that survives the brutal onslaught is then quickltarget. Anything that survives the brutal onslaught is then quickly dispatched with a Thresher-y dispatched with a Thresher-

builbuilt Power Clat Power Claymore. Bymore. Baal is a highlaal is a highly proficient close quarters fighter and is known ty proficient close quarters fighter and is known to eato eat
his defeated opponents if his men have the combhis defeated opponents if his men have the combat situation under control.at situation under control.

OOther Commentsther Comments
In the event of BIn the event of Baal Kronis's demise, boaal Kronis's demise, both his bodth his body and weaponry and weaponry are ty are to be o be 

brought tbrought to SLA Main Office for testing and review.o SLA Main Office for testing and review.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

bbaal kronisaal kronis
SUBJECT CODESUBJECT CODE

LV98../6125dkl5742 LV98../6125dkl5742 

DESCRIPTIONDESCRIPTION

makmako (Classified)o (Classified)

CRIMECRIME

murder/espionagemurder/espionage

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

cloak divisioncloak division

BOUNTYBOUNTY: 900c: 900c



12

Name: BRAD "BAR" SINISTER
"Oh God, not again. Not another chain axe…"

soundbyte courtesy of Gorezone 899 SD, five seconds before his demise at hands of Sour
Blood. Not suitable for release.

Criminal Portfolio:
Three months ago, a new Dark Night sponsored Contract Killer known as Brad "Bar" Sinister made his first appearance
on Mort by ambushing and killing three prominent Contract Killers during the middle of a highly publicized three-way

grudge match. While he began by terminating only prominent SLA media stars, he has expanded his portfolio to include
Shivers, Operatives, and whoever is convenient. Currently Sinister is credited with sixteen kills of SLA media icons and
celebrities, twenty-two operatives, and eighty-six innocent civilians. As such, SLA Industries and the directors of the

Contract Circuit have offered this Huntersheet to have him put down on camera in a spectacular fashion.

Six weeks ago, the quintessential Contract Killer's Killer "Big Daddy Pain" took the first HunterSheet to hunt him down
and located him in the South Wilcox block of upper downtown. Witnesses state that 'Pain dispatched him with a

beautiful strike from his custom chain axe, but both their testimony and that of the amateur video shot of the fight are
now in dispute because he quickly reappeared. One week later, Sinister massacred Pain and his bodyguards at his

uptown apartment and escaped before the operative squad responding to the Red BPN could arrive. Adding insult to
injury, Sinister kept 'Pain's custom chain axe and Blitzers and escaped with his head as a trophy. As such, Big Daddy

Pain could not be resuscitated and Gorezone fans began both mourning and crying out for vengeance.

Several days later, Brad Sinister resurfaced at another downtown Gorezone and killed "Armory", the pro-SLA ex-
Thresher mercenary, "Krack", a new Greater Carrien competitor, and Sour Blood, The People's Champion using a FEN

30-30 Sniper rifle and a FEN Power Reaper. Gorezone fans, horrified at this blatant display of bad sportsmanship, rioted
with such ferocity that two Shiver platoons were required to quell the disturbance. Again, the despicable killer escaped

but only after dispatching an entire operative squad ("Magenta Haze") in the sewer system enroute to CS2. It is
believed that he has a well-fortified lair in the general area, but no one has managed to locate it and return. For the

record, all three Contract Killers have put their personal vendettas on hold and united to locate and bring him to justice.
When this was announced, Sinister's official response was to issue a specific challenge to the trio, although no

guidelines or time has been set.

Footage of Sinister has appeared on Channel Resistance along with soundbytes of various anti-SLA threats. He
insolently promised to "paint the town red" with SLA's heroes and stated that "Dark Night's Reign of Terror" had begun.
He was apparently eager to make good on his threats and officially declared war on SLA's innocent and defenseless
masses. In the two hours after midnight, he quickly assaulted and butchered all of the residents of the Minster Cross
tenement (23 people), fifteen children at the Slayer's Compassion orphanage, and seven Monarch Law officers who

attempted to apprehend him as he escaped. 

Several prominent Contract Killers including "Holy Man", "Praxis", and "Godfall" have sworn to take him down in recent
weeks with mixed results. Each reported that they managed to kill him, but their testimony and video footage has

proven to be false considering that he has reappeared each time only to inflict more damage. 
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3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

BRAD ‘BBRAD ‘BAR’ SINISTERAR’ SINISTER
SUBJECT CODESUBJECT CODE

LV98../497ck354654 LV98../497ck354654 

DESCRIPTIONDESCRIPTION

HUMAN HUMAN 

CRIMECRIME

media subversionmedia subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

third eyethird eye

BOUNTYBOUNTY: 700c: 700c

Criminal ProfileCriminal Profile
He is a human male, around twenty-five years of age, with sandHe is a human male, around twenty-five years of age, with sandy brown hair and dark eyes. He stands around sixy brown hair and dark eyes. He stands around six
feet tall with an athletic build. He is equipped with a suit of custfeet tall with an athletic build. He is equipped with a suit of custom Crackshoom Crackshot armor, various poweredt armor, various powered

melee weapons, and a variety of firearms.  melee weapons, and a variety of firearms.  

Last Known LocationLast Known Location
He was last seen at a Gorezone in CrawleytHe was last seen at a Gorezone in Crawleytown, an old section of downtown, an old section of downtown near CS2 that was once theown near CS2 that was once the
primarprimary distribution center for the Crawley slaughterhouses. It is believed that he has a by distribution center for the Crawley slaughterhouses. It is believed that he has a base of operationsase of operations
somewhere in this area, alsomewhere in this area, although no detailed information is available. though no detailed information is available. 

Operatives accepting this Huntersheet are encouraged tOperatives accepting this Huntersheet are encouraged to scout the perimeters of prominent Gorezone events thato scout the perimeters of prominent Gorezone events that
are staged in the downtare staged in the downtown area. His recent threats, specificallown area. His recent threats, specifically those against high profile Contract Killers,y those against high profile Contract Killers,

suggest that he is serious about attacking when media coverage is guaranteed and this masuggest that he is serious about attacking when media coverage is guaranteed and this may be they be the
best wabest way ty to catch him.o catch him.

M.O.A.M.O.A.
BBar Sinister, as he has demanded tar Sinister, as he has demanded to be called, is believed to be called, is believed to be an ex-SLA operative or Contract Killer that haso be an ex-SLA operative or Contract Killer that has
defected tdefected to the service of Dark Night. So far, noo the service of Dark Night. So far, nothing about his true identity has been found, even though histhing about his true identity has been found, even though his
face and symbol (a shield with a black diagonal bface and symbol (a shield with a black diagonal bar) are prominentlar) are prominently display displayed on Channel Resistance and haveyed on Channel Resistance and have

been thoroughlbeen thoroughly researched.y researched.

He is known tHe is known to engage prominent targets onlo engage prominent targets only when he has some sort of tactical advantage and has noy when he has some sort of tactical advantage and has no
grasp of good sportsmanshipgrasp of good sportsmanship. Many of his opponents have been dispatched through tricker. Many of his opponents have been dispatched through trickeryy, booby, booby

traps, sniper shotraps, sniper shots, and general foul plats, and general foul playy. Any. Anyone engaging him should noone engaging him should not underestimate hist underestimate his
abilities as he has regularlabilities as he has regularly demonstrated an expert knowledge with a variety of melee weapons,y demonstrated an expert knowledge with a variety of melee weapons,

firearms, and the martial arts. firearms, and the martial arts. 

OOther Commentsther Comments
There is no bonus for bringing Sinister in alive, but he mustThere is no bonus for bringing Sinister in alive, but he must

be killed on camera and in as bloodbe killed on camera and in as bloody a way a way as possible. Long ranged attacks such asy as possible. Long ranged attacks such as
sniping are completelsniping are completely forbidden since he must be eliminated on camera in a way forbidden since he must be eliminated on camera in a wayy

deemed enjodeemed enjoyyable by Mort's viewing public. All rights table by Mort's viewing public. All rights to said fooo said footage aretage are
reserved by Gorezone and/or 3rd Eye and their respective affiliates.reserved by Gorezone and/or 3rd Eye and their respective affiliates.
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Name: M'tcl'mth Nt'scthhhch
"My name? Heh…a very old one.

The one I have taken…means rot, disease, famine, and War.
I am all those things and more, incarnate.

I…I am your doom."

M'tcl'mth Nt'scthhhch
Recorded from undercover operative with finance chip 10 seconds prior to termination.

Criminal Portfolio:
A blood red eclipse swept across the Shaktar homeworld on the day that M'tcl'mth T'scthhhch was born fifty-seven years ago,
bringing the more knowledgeable elders to tears. It was an omen of coming death and destruction and meant that the next
harbinger of change had been born. The prophecies said that a storm of pestilence and blood was coming; one that had the

potential to engulf their very society and prescribed the horrible steps to prevent it. 

Even though the species' respect for their history is a primary tenet of their government, a heated debate broke out within the
Shaktar High Council over what to do. The blood eclipse had occurred five times in their recorded history and each time but
once, the prophesied steps were taken. In that fifth and most recent time, three hundred years ago, a child named M'tcl'mth
Nt'sct'lch was born and grew into a warrior of such presence and evil that the order of their culture was nearly destroyed.

Although he was finally slain, the rot of his influence continues to eat at the soul of the race. 

The debate on the Shaktar Council lasted for three days after which the decision to again follow the old ways was made. At
their order, all male children born on that day were gathered and put to the sword. The public outcry was far less than would
have been expected from another species because the Shaktar still remembered the past and are shamed by it. There were
over 1600 children executed that day, but the leaders knew that the sacrifice of innocent lives to save their future was worth

it. 

Unfortunately, the sacrifice was in vain.

The three-day delay was enough for fate to intervene in the form of a human operative named Thomas Gann. Gann was on
Kn'nth as part of an escort for a survey team and witnessed the collection and slaughter. Driven by unrelenting dreams, he

began to feel that he had a higher purpose and was led to the home of a newborn child. He managed to get the mother and
baby past the inquisitors and off-world by smuggling them onto the company's transport. Upon returning to Mort, he kept the

mother and child secreted in his apartment in lower downtown and assumed the role of guardian. The dreams continued,
promising power and riches, and Gann never faltered in his protective duties until the day he lost his mind and was torn apart

by cultists outside his apartment years later. 

The child grew quickly, learning both the Shaktar ways from his mother and the ways of Mort from Gann and the streets. He
grew to be strong, intelligent, and possessed strength of character that would have honored his race. Like his human guardian,
he also experienced intense dreams describing his destiny. But unlike Gann, his mind wasn't fragile and he wasn't driven by the
need for power or riches. He was seeking revenge and took the name the dreams whispered to him - M'tcl'mth Nt'scthhhch -

Doom incarnate of the 8th Moon.

M'tcl'mth Nt'scthhhch was a naturally skilled warrior and used his skills to enter Mort's underworld to gain the tools and
training he desired. The Shaktar briefly worked as an enforcer for the Skin Trade, freelanced as a Dark Night Mercenary, and
made a brief foray into the Contract Circuit before he felt he was ready. Journeying into lower downtown, he began to draw
followers with his visions of death and slaughter, but the dreams told him that this was not his purpose. The voice in the

dreams tried persuasion then threats to change his mind, but he was determined to carve out his destiny where he wanted.
Three weeks later, a well-armed operative squad was sent to break up the cult and he barely escaped with his life. It was a

hard lesson and one that he wouldn't forget. He has not erred from the direction of the dreams since.

He accepted the path that the dreams set and left Mort for the Tribe Worlds. Here he began to gather an army of followers
with which to overthrow the Shaktar Council and lay waste to Kn'nth, in effect destroying the old ways once and for all. The
voices urged him onward, but the Shaktar High Lord Shahanti became aware of him and the rebellion was brutally put down
before it could even begin. Again, M'tcl'mth Nt'scthhhch managed to evade capture and fled the Shaktar Tribe worlds for parts

unknown.

A HunterSheet open to all operatives and Contract Killers has been issued for the capture or termination of M'tcl'mth
Nt'scthhhch. 
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Criminal ProfileCriminal Profile
M'tcl'mth Nt'scthhhch is a fifty-seven year old Shaktar, with moderate build, standing approximatelM'tcl'mth Nt'scthhhch is a fifty-seven year old Shaktar, with moderate build, standing approximately 6' 6"y 6' 6"
tall. In the past, he has been seen wearing Shaktarian priest robes, various armor types, or otall. In the past, he has been seen wearing Shaktarian priest robes, various armor types, or other clother clothingthing
depending upon the situation. He is skilled with a variety of melee weapons and firearms and should bedepending upon the situation. He is skilled with a variety of melee weapons and firearms and should be
approached with caution.approached with caution.

Last Known LocationLast Known Location
His last confirmed location was on S'd'mtth, one of the moons of a Shaktar Tribe World. There haveHis last confirmed location was on S'd'mtth, one of the moons of a Shaktar Tribe World. There have
been several unconfirmed sightings in lower downtbeen several unconfirmed sightings in lower downtown on Sublevel 52 near the disabled #33 Reactown on Sublevel 52 near the disabled #33 Reactoror
Station.Station.

M.O.A.M.O.A.
The Shaktar is a dangerous opponent who is capable of using nearlThe Shaktar is a dangerous opponent who is capable of using nearly any melee weapon provided ty any melee weapon provided to him, witho him, with
a preference for heavy blades. He has connections ta preference for heavy blades. He has connections to a number of underworld organizations (Dark Night,o a number of underworld organizations (Dark Night,
Red Marauder, etc.) that maRed Marauder, etc.) that may be providing him with body be providing him with bodyguards and equipment.yguards and equipment.

M'tcl'mth Nt'scthhhch has proudlM'tcl'mth Nt'scthhhch has proudly violated all seven codes of Shaktar Honor (including Purity byy violated all seven codes of Shaktar Honor (including Purity by
taking numerous non-Shaktar wives) and is activeltaking numerous non-Shaktar wives) and is actively seeking ty seeking to further the cause of the 8th Moon.o further the cause of the 8th Moon.

Operatives are encouraged tOperatives are encouraged to use whatever means necessaro use whatever means necessary ty to destroo destroy him and oy him and other servants ofther servants of
this organization. this organization. 

OOther Commentsther Comments
None.None.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName
M'tcl'mth Nt'scthhhchM'tcl'mth Nt'scthhhch

SUBJECT CODESUBJECT CODE

LV98../682ps294632 LV98../682ps294632 

DESCRIPTIONDESCRIPTION

SHAKTAR 8th moonSHAKTAR 8th moon

CRIMECRIME

murder/subversionmurder/subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

shaktar councilshaktar council

BOUNTYBOUNTY: 1850c: 1850c
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Name: FELIS CARO
"You're not worthy to use Ebb, you're not even worthy to call yourself an 'Ebon'!

By the Gods…that stench…you reek with the scent of humans! You live amongst them at their feet like a rat, feeding
off their scraps! How can you willingly dishonor the rites of your ancestors? Why do you not take your place above

them?

Pathetic, weak coward. Heretic!

You disgust me…even the stench of the weak blood in your veins repulses me.

You're not worthy of my time, but you're even less worthy of a quick death."

Felis Caro of House Virgil, former scholar of the Tas-Tuo.

Criminal Portfolio:
Life on Static is far different than the Mort tourism vids would have the normal civilian believe and in many ways far

darker. The Ebon homeworld is indeed pristine and perfect when compared to Mort's polluted streets, but the
environment is very uninviting to non-Ebons. This is due to the unspoken attitude of superiority the species has

towards non-ebb endowed species. It has been argued that the all Ebons and Brain Wasters feel this way, but only the
radical fringe elements lack the courtesy to keep it to themselves. 

One such radical element calling itself "Killing Mist" (translated terms) surfaced on Static in 891 SD and claimed
responsibility for the kidnapping, torture, and murder of sixteen human SLA representatives who were studying within
the Tas-Tuo. Stating that they were fighting to prevent "the corruption of the homeworld by lower life forms", Killing

Mist was eventually tracked down and eliminated but other groups soon formed to take their place.

The ensuing violence brought the potential for acts of terrorism into the public eye and forced SLA's Department of
Tourism to reevaluate their stance on public visits to Static until the Department of Corps Diplomatique stepped in and

overrode the freeze. Due to infrequent violence against off-worlders and other "aliens" by radical elements of Ebon
society, standard caution is still recommended for any visitor who goes off world. 

Three months ago, the violence against aliens on Static spread to include Ebons and Brain Wasters who were born on
Mort or various resource worlds. Needless to say, the authorities, who had never considered this even a remote

possibility, were appalled since no Ebb user had yet been attacked. The assaults escalated and within the next month,
seventeen Ebon or Brain Waster operatives were slain by what was believed to be a single individual - a native Ebon
serial killer. Emboldened by the publicity, fringe elements renewed their cry that the human mindset had corrupted the
purity of Static and demanded action be taken to expel all outsiders. The public outcry was ignored and the Preceptor
responded by instituting temporary martial law and issuing a high profile Jade to a Necanthrope Union to locate and
terminate the killer. Unknown to anyone at the time, the culprit was one of their own and well-prepared for the hunt.
The entire Union and their servants were subsequently wiped out, but not before his identity was discovered. In a

heartbeat, Felis Caro of House Virgil, a respected 220 year old Tas-Tuo scholar and revered warrior was now a hunted
creature.

Before fleeing Static, Felis Caro made a broad statement declaring his mission as a crusade. He stated that any Ebon,
Brain Waster, or Necanthrope who dealt with the sub-Ebon races or lived within their societies was not deserving of

the gifts they possess as a species. Caro called them heretics, weaklings, and cowards and swore that those unworthy
of Ebb would be destroyed. He quickly folded from the area and resurfaced on Mort two weeks later to carry on his

work.

He must be located and terminated as soon as possible. 
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Criminal ProfileCriminal Profile
Felis Caro appears as an imposing warrior in a black and red DeathSuit, standing around 7' in height. He isFelis Caro appears as an imposing warrior in a black and red DeathSuit, standing around 7' in height. He is
known tknown to favor the Flick-Scythe over all oo favor the Flick-Scythe over all other weapons, but is quite proficient in the use of bother weapons, but is quite proficient in the use of both firearmsth firearms
and Ebb attacks. Even though he does noand Ebb attacks. Even though he does not possess a Gore Cannon, he should be approached with extremet possess a Gore Cannon, he should be approached with extreme
caution and engaged with maximum force.caution and engaged with maximum force.

Being from House Virgil, Felis Caro is quite skilled in the creation of GlBeing from House Virgil, Felis Caro is quite skilled in the creation of Glyphs and mayphs and may seek ty seek to equip like-o equip like-
minded Ebons and Brain Wasters with advanced Ebb abilities. These followers maminded Ebons and Brain Wasters with advanced Ebb abilities. These followers may be terminated at they be terminated at the
operative's discretion, but any Gloperative's discretion, but any Glyph items discovered must be turned over typh items discovered must be turned over to Dark Lament for studo Dark Lament for studyy..

Last Known LocationLast Known Location
Felis Caro was last reported in the upper levels of downtFelis Caro was last reported in the upper levels of downtown, accompanied by a group of suspectedown, accompanied by a group of suspected
Feral Ebons and Brain Wasters. It is suspected that he maFeral Ebons and Brain Wasters. It is suspected that he may have already have already attracted up ty attracted up to thirtyo thirty

followers tfollowers to his cause.o his cause.

M.O.A.M.O.A.
Caro prefers tCaro prefers to use a combination of stealo use a combination of stealth tactics and combth tactics and combat skills tat skills to close with his opponents, buto close with his opponents, but

has also emplohas also employed his impressive Folding abilities in devastating hit and run attacks. He is known tyed his impressive Folding abilities in devastating hit and run attacks. He is known too
concentrate his attacks on Ebb users first, then target Stconcentrate his attacks on Ebb users first, then target Stormers or those with visible Karmaormers or those with visible Karma

enhancements because he considers them pathetic abominations. Care should be taken tenhancements because he considers them pathetic abominations. Care should be taken to recovero recover
any lost Dark Lament equipment since Caro's followers are known tany lost Dark Lament equipment since Caro's followers are known to be scavengers.o be scavengers.

OOther Commentsther Comments

None.None.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

FELIS CAROFELIS CARO
SUBJECT CODESUBJECT CODE

LV98../516ls576187 LV98../516ls576187 

DESCRIPTIONDESCRIPTION

EBON  EBON  

CRIMECRIME

murder/dissensionmurder/dissension

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

dept of investigationdept of investigation

BOUNTYBOUNTY: 900c: 900c
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Name: GORNE
"Yep, I's been up in this here wall fur thurty years and a heard a lot o' stories, yessir. So many, ah could tell ma folks

back home on Deliverance sum that'd 'ave them shittin' their breeches fur ah goddamn coon's age heh, heh!

.... Yer, ah seem 'em all, .... dem Scavies, dem crazy manchin's, ah even seen me Mister Jack 'bout ah couple o times
sure as ah see yew now!...... (spit)

An ah heard me all about dat dere BloodHorn, well ah think he ain't sheit! Ah seen me the real Greatur Carrien .....
yessir, Ol' Gorne's been stompin' round these here secturs for nigh' on ah huner' years, givur take ..

Digger maybe th'bossman up dere in Cannibal Sectur wunn, but Ol' Gorne's de main man round these parts, yessir!
........(spit) 's'fuckin' loco dat's whut he is ....

Den dere's all dem Carriens struttin' round Uptown like dey's sumthin' special, heh! They think dey's in the new world
a'thinks, ... well, Ol' Gorne's gonna show dem a world a'pain, yew can bet yur ass! (spit)

Shiver Sergeant 'Smokey' Jones SCL 10, aged 68, Cannibal Sector 4.

Criminal Portfolio:
Gorne is the most prominent Greater Carrien residing in Cannibal Sector Four, an area once thought to be the

sole property of the subhuman cannibals. Many Shivers patrolling the perimeter wall of the sector have seen it prowling
the ruins for generations and every year "he" seems to grow bigger and meaner. One thing is certain - the cannibals
can sense his coming and are afraid of him. Missions into the area have reported finding his symbol and primitive

statues built in his image, but they are unsure whether the subhuman residents are using such idols to hold him at bay
or to worship him. 

Once every five years or so, Gorne goes to ground for several years. There is always speculation that he is dead, but
Gorne always returns, bigger and badder than in his previous visits. The last estimate of Gorne's size by Carrien
specialists gauged he had grown to a staggering 17'3, making him the biggest Greater Carrien ever recorded. The

creature's location or activities during these absences are open to speculation and are the subject of three open BPNs.

While the legendary BloodHorn is recognised for his superior intelligence, Gorne is feared for his sheer size and
ferocity. Much like other Greater Carrien, he kills everything in his path and is possessed of an insatiable hunger. What
alarms SLA more is his ever-growing size and the potential that there could always be more like him. This is supported
by reports of Shivers on the perimeter wall that state that he is sometimes accompanied by an entourage of Greater
Carrien that appear to be of a "similar cast". Carrien operatives were dispatched into Cannibal Sector 4 to investigate

and the few that returned had horrific stories to tell.

From their in-depth interrogations of some of the more intelligent feral Carrien, it was ascertained that the pack
accompanying Gorne are his offspring. If this is true, Gorne is creating a newer, stronger strain of Greater Carrien unlike

any previously seen on Mort. There is also evidence suggesting that Gorne and his "children" are planning to invade
Cannibal Sector 2 and eventually Downtown when their numbers are greater. This may be a long way off, but the

current concern is that Gorne and his potential spawn simply exist and are growing in number, stature, and abilities
every day.

Once SLA Industries had accumulated enough information on Gorne and his kind, a special Black BPN was made
available to SLA operatives. A total of four squads have taken the mission but none succeeded or even survived. The
last squad was made up of eight Shaktars and two weeks after they undertook the Black, Gorne had their severed
heads thrown over the perimeter wall. Since then, SLA has put Gorne's profile on a Hunter Sheet in hope that a

resourceful op squad or Contract Killer will have the savvy to kill the monster of sector 4.
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Criminal ProfileCriminal Profile
Gorne is a Greater Carrien and his true age is undetermined, but gauged at least 120 years old. He standsGorne is a Greater Carrien and his true age is undetermined, but gauged at least 120 years old. He stands
over seventeen feet in height with two primarover seventeen feet in height with two primary horns and numerous smaller ones littering his skull. He hasy horns and numerous smaller ones littering his skull. He has
ttough pale grey skin and burning yellow eyes and when above ground, wears an enormous long coat madeough pale grey skin and burning yellow eyes and when above ground, wears an enormous long coat made
up of the tup of the torn, broken armour of his victims.orn, broken armour of his victims.

Last Known LocationLast Known Location
All regions of CannibAll regions of Cannibal Sectal Sector 4 are now considered Gorne's territor 4 are now considered Gorne's territorory and surveillance reports ay and surveillance reports a
mass exodus of inhabitants intmass exodus of inhabitants into the surrounding secto the surrounding sectors. Even areas that were previouslors. Even areas that were previously inhabited byy inhabited by
the cannibthe cannibal tribes have been vacated in fear of Gorne's wrath and mad hunger. al tribes have been vacated in fear of Gorne's wrath and mad hunger. 

M.O.A.M.O.A.
In combIn combat, Gorne loves tat, Gorne loves to wade in pummelling his enemies with noo wade in pummelling his enemies with nothing more than his fists. In a wathing more than his fists. In a way it's ally it's all
he reallhe really needs. On occasion he has been known ty needs. On occasion he has been known to carro carry a large modified axe, wielded with arms capable ofy a large modified axe, wielded with arms capable of
cutting a victim in two.cutting a victim in two.

It also appears that Gorne has somehow come tIt also appears that Gorne has somehow come to grips with simple firearms and he has been known to grips with simple firearms and he has been known too
use most SLA cannons like pistuse most SLA cannons like pistols. The monster reportedlols. The monster reportedly prefers weapons such as the FEN FarJackety prefers weapons such as the FEN FarJacket

and Power Reaper, which are often appropriated from fallen SLA forces.and Power Reaper, which are often appropriated from fallen SLA forces.

Gorne is also known tGorne is also known to take prisoners since he has a great fondness of to take prisoners since he has a great fondness of torture. Ops who areorture. Ops who are
caught and imprisoned by the Greater Carrien or his forces should consider suicide as acaught and imprisoned by the Greater Carrien or his forces should consider suicide as a

viable option. viable option. 

OOther Commentsther Comments

None.None.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

GORNE GORNE 
SUBJECT CODESUBJECT CODE

LV98../537kf287354 LV98../537kf287354 

DESCRIPTIONDESCRIPTION

GREATER CARRIEN GREATER CARRIEN 

CRIMECRIME
Murder/Social DisorderMurder/Social Disorder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of ExterminationDept of Extermination

BOUNTYBOUNTY: 2000c: 2000c
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Name: MAMA KRUTCH
"I'll be watching you."

Mama Krutch

Criminal Portfolio:
The woman known as "Mama Krutch" heads a large gang of juveniles specializing in petty theft, drug racketing, and the

occasionally murder for hire. Mama herself takes very little part in the crimes themselves and merely runs the
organisation that has come to be called "Mama's Boys".  

The "Mama's Boys" started out as group of eight boys aged between 12 and 17 that were recruited from a Mental
Institute that had the misfortune to fall within the path of a particularly destructive Gorezone. When the hospital was
unable to raise funds for repairs or relocation, the patients (mostly children) were put up for illegal adoption. Mama

stepped in and essentially purchased eight boys incarcerated for murder, three of which were fledgling serial killers and
one was already a recognized sex offender by the age of 15. As for the rest of the patients, they were sold to the

various skin trade syndicates in Lower Downtown (primarily "Delicacy") or to other degenerates.

For the first six months, Mama Krutch sent her boys out to mug, steal, and bully out as much money as they could
carry and bring it back home. Many questioned why the juveniles didn't simply take the money and run, but Krutch,

despite her foul appearance, holds a powerful influence over the children. While she is strict and cruel, she is known to
reward her gang's loyalty with their hearts' desires.  In the case of Sammy 'Freaky' Gilmore, the young sex offender,
Mama regularly purchased a variety of children from Slap and Tickle for Sammy to inflict his cruel perversions on.
Others simply wanted drugs and a certain degree of freedom to conduct their own sordid activities. Everything was

permitted as long as the boys remembered who the boss was and that they were nothing without her.

Mama's Boys grew in number over the next few years from 8 to 26 even though most of the original boys had long
since been killed off while committing crimes for the gang. A selection of girls had also now joined Krutch's ranks, but
the title "Mama's Boys" stuck; if the girls worked solely as a group they were referred to as "Mama's Girls". As far as
SLA was concerned, they were all Krutch's children and their organisation had to be dissolved as quickly as possible.

Not every child got into the family since Mama was very picky about who fitted the bill. First, the child had to be
ruthless and ready to kill without question. Second, they had to be orphans with little or no record on SLA files and as

such, most children came from the lowest walkways of Downtown. Fitting the ruthless personality wasn't hard since
Carriens had eaten most of their parents long ago, leaving the children hardened from fending for themselves.

In Mama's Boys, the children had protection, a purpose, and eventually a prize. As long as they followed the house
rules -stand up for each other, never bring the heat back home, and never, ever, fuck with Mama Krutch -then they had
everything coming to them. Children who reached their late teens alive often left to join the bigger gangs or become

successful Props. While few survive to make it that far, the ones that do are known to maintain strong connections to
Krutch and provide her with backup from gangs or a hired gun at a low cost. 

The only gang in Downtown who will have nothing to do with Mama's Boys is Krosstown Traffic. Their populace
despise her little psychotic thieves whom they regard as one step away from a large and formidable Cognate. 'Traffic

gang members have been known to gladly shoot down any Mama's Boys they come across.
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3rd eye contract3rd eye contract
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NameName

MAMA KRUTCHMAMA KRUTCH
SUBJECT CODESUBJECT CODE

LV98../618uc916432 LV98../618uc916432 

DESCRIPTIONDESCRIPTION

HUMAN HUMAN 

CRIMECRIME
Theft/Social DisorderTheft/Social Disorder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of InvestigationDept of Investigation

BOUNTYBOUNTY: 350c: 350c

Criminal ProfileCriminal Profile
Mama Krutch is an overweight female human, 46 years of age, and standing approximatelMama Krutch is an overweight female human, 46 years of age, and standing approximately 6'2 in height. Shey 6'2 in height. She
has oilhas oily brown hair, grey sunken eyes, and is considered ugly brown hair, grey sunken eyes, and is considered ugly enough ty enough to possiblo possibly have suffered mutations.y have suffered mutations.
Many have speculated that she is a Shatter Addict and the relentless drug abuse has alMany have speculated that she is a Shatter Addict and the relentless drug abuse has altered her formtered her form
considerablconsiderablyy. Krutch does no. Krutch does not wear armour and is usuallt wear armour and is usually dressed in fily dressed in filthy civilian clothy civilian clothes decoratedthes decorated
with items of jewellerwith items of jewellery sty stolen from her boolen from her boyys’ victims. She has little or no interest in personal hygiene.s’ victims. She has little or no interest in personal hygiene.

Last Known LocationLast Known Location
Krutch's last known bKrutch's last known base of affairs was 'Crackbone Alley' along the Cracbin Walkwaase of affairs was 'Crackbone Alley' along the Cracbin Walkwayys in thes in the
southern region of Lower Downtsouthern region of Lower Downtown. Since the failed raid of an operative squad comprising of primarilown. Since the failed raid of an operative squad comprising of primarilyy
StStormers (deceased), they have relocated tormers (deceased), they have relocated to the western territo the western territories.ories.

M.O.A.M.O.A.
Mama Krutch has no known combMama Krutch has no known combat capabilities, but relies entirelat capabilities, but relies entirely on the proy on the protection of her gang whotection of her gang who

willinglwillingly throw down their lives rather than see their Mama come ty throw down their lives rather than see their Mama come to harm. Nonetheless, Mama Krutch iso harm. Nonetheless, Mama Krutch is
believed tbelieved to be a Shatter Addict, so she mao be a Shatter Addict, so she may be harbouring undocumented abilities. Operatives shouldy be harbouring undocumented abilities. Operatives should

also bear in mind that her gang lives in fear of her and this cannoalso bear in mind that her gang lives in fear of her and this cannot be entirelt be entirely put down ty put down to hero her
influential or threatening personalityinfluential or threatening personality..

OOther Commentsther Comments
Mama's children cannoMama's children cannot be made tt be made to see that she is abusing them and will react violentlo see that she is abusing them and will react violently ty too

anyanyone who questions her. Operative squads encountering this group should do so withone who questions her. Operative squads encountering this group should do so with
caution. This gang is constantlcaution. This gang is constantly growing in numbers (current member identities andy growing in numbers (current member identities and

numbers unavailable) and its members are universallnumbers unavailable) and its members are universally cunning, resourceful, andy cunning, resourceful, and
deepldeeply disturbed. They do noy disturbed. They do not scare easilt scare easily and respond with excessivey and respond with excessive

force tforce to any threat, perceived or real, to any threat, perceived or real, to the familo the family unit.y unit.
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Name: MASIAK THREN
"Predator or Prey? Those are the choices and weak genetics made the decision for you, longpig."

"Mort is MY territory, MY hunting ground. Everything out here is my prey and I will hunt and feed as I wish. 

Too bad I haven't met a real challenge yet. 

I'll keep killing until I find a true predator…a kindred soul."

Criminal Portfolio:
Masiak is the name of a Wraith Raider scout/sniper operative that has gone rogue and started hunting citizens on Mort.

He is a skilled combatant in both long range and close combat techniques and should be engaged with the utmost
caution.

Mort represents a lot of things to young Wraith Raiders who join SLA Industries and come to Meny to study. At first
it's claustrophobically cramped, smelly, and unbelievably loud. Given time and the strong reconditioning techniques

employed by Meny's instructors, the new operatives acclimatise and begin to think of it in the way they do all new
environments - a place to hunt. 

By harnessing and focusing their primal instincts, the trained Wraith Raider operative is a formidable and relentless foe.
Survival techniques that take human operatives years to learn are inborn in this species and easily adapted for use with
new techniques and technology. They are the ultimate predators and take great pride in this proficiency and their place

at the top of the food chain. 

Often a Wraith operative will take a sabbatical back to Polo in order to free its mind from the stress created by Mort's
congestion. The opportunity to return to the homeworld as one of Slayer's best is taken with a great deal of pride and

can elevate one to the status of "great hunter", or at least have cubs named in their honor. SLA encourages these
visits since it helps increase potential recruitment, but it is far more important to the Wraith itself. 

Wraiths returning to Polo often embark on "spirit hunts" - solitary treks across the tundra that are viewed as quests to
restore their inner balance. This behavior is amusing to most species that would never consider them as having any
higher qualities. The Wraiths agree that they are not spiritual in any way - this is simply the ultimate confirmation of

their prowess. Alone in the frozen wastes, it is only them and the monstrous prey they find to combat. They are again
part of nature and the winter snow takes the fallen. Many do not return from these solitary hunts, but those that do

speak of a newfound focus and renewed vitality within themselves.

On his third year as an operative and after reaching the SCL of 6.0, Wraith Operative Masiak Thren returned to Polo as
a "great hunter" and embarked upon his spirit hunt. It is said that a Wraith's inner rage - a primal aspect - manifests
during these times as both a guide and a challenger to their more civilized side; it must be conquered if they are to
rise above their nature and return to civilization. According to his later statements, Masiak Thren's primal aspect took
physical form and led him across the tundra in a running duel. Reportedly, he engaged and dispatched a multitude of
Tundra predators during the pursuit although none of this can be substantiated. When he returned, witnesses say that

he was truly invigorated and stated that he had won. Which side he was referring to was quickly evident when he
returned to Mort and began terminating various SLA and civilian targets without sanction. This is referred to as "going

native" and represents a disturbing new trend in Wraiths that embark on a spirit hunt and then return to Mort as
animalistic predators.

Psychologists familiar with the Wraith mind have speculated that the stress of returning to the tundra was too much for
Thren's mind and he snapped, bringing his instinctual side to the surface. Whatever the cause, he must be stopped at

all costs.
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NameName

MASIAK THRENMASIAK THREN
SUBJECT CODESUBJECT CODE

LV98../394ld641744 LV98../394ld641744 

DESCRIPTIONDESCRIPTION

WRAITH RAIDER WRAITH RAIDER 

CRIMECRIME

Murder/MutinyMurder/Mutiny

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of ExterminationDept of Extermination

BOUNTYBOUNTY: 400c: 400c

Criminal ProfileCriminal Profile
Masiak Thren is a 13-year-old Wraith Raider, standing around 5' 9" tall. He is usuallMasiak Thren is a 13-year-old Wraith Raider, standing around 5' 9" tall. He is usually equipped withy equipped with
silverbsilverback armor/thermal suit, scout helmet, and various weapons.ack armor/thermal suit, scout helmet, and various weapons.

Last Known LocationLast Known Location
Thren's last attack was against Monarch Law Enforcement Post 5461 in DowntThren's last attack was against Monarch Law Enforcement Post 5461 in Downtown Sublevel 5 where heown Sublevel 5 where he
ttore apart fifteen lightlore apart fifteen lightly armed officers. Oy armed officers. Other attacks in the general area have led profilers tther attacks in the general area have led profilers to believeo believe
that he mathat he may be hunting within the general vicinityy be hunting within the general vicinity..

M.O.A.M.O.A.
OddlOddlyy, Masiak Thren shows no preference on how he dispatches his prey, Masiak Thren shows no preference on how he dispatches his prey. In some instances, he will snipe t. In some instances, he will snipe too
eliminate threats and at oeliminate threats and at other times, he closes with opponents and dispatches them with sword or claw.ther times, he closes with opponents and dispatches them with sword or claw.
Like the wild animal he appears tLike the wild animal he appears to have become, he is known to have become, he is known to devour his kills.o devour his kills.

Profilers suggest that his behavior is largelProfilers suggest that his behavior is largely instinctual in nature and that he is staking out boy instinctual in nature and that he is staking out both ath a
territterritorory and hunting ground. In several incidences, he has gone ty and hunting ground. In several incidences, he has gone to great lengths to great lengths to challenge maleo challenge male

Wraith Raiders in close combWraith Raiders in close combat in what authorities believe is an act of dominance ("Alpha Wraithat in what authorities believe is an act of dominance ("Alpha Wraith
Syndrome"). His reactions tSyndrome"). His reactions to female Wraiths in non-combo female Wraiths in non-combat situations have also leant support tat situations have also leant support too

this theorthis theory and it is believed that he is attempting ty and it is believed that he is attempting to create a pack. The possibility that he mao create a pack. The possibility that he mayy
manage tmanage to locate a suitable mate and create brethren is unacceptable to locate a suitable mate and create brethren is unacceptable to SLA authorities. o SLA authorities. 

OOther Commentsther Comments

None.None.
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Name: MAUSER
"Yeah, I used to know Colby, he was a good op. One of those guys who's got the balls to take Cannibal Sector based
BPNs from day to day. He would take those Black ops that'd have him stuck in those damn places for months at a
time. You could name anything walking around out there and Colby could spend an hour telling you stuff about them

that you never knew before.

K'rn Tck'rn informed me recently that Colby had taken on a case tracking 'Mauser' in Cannibal Sector 4 and hadn't been
seen for awhile.

I saw Colby last night in Lower Downtown.

Mauser was wearing him."

Operative Sel Doran (Wraith Raider) SCL 5a, report to Dept of Investigations, 3 /3 / 907 sd.

Criminal Portfolio:

This Manchine is truly the last of a kind, so much so that it is named after the original production line title - the "KRA
650 Mauser". 

When SLA Industries set out to create the Manchine, a crude but effective morale destroyer on WarWorlds, there were
a total of six different models designed to cover all forms of close combat. Mort's inhabitants are most familiar with
the first and commonly produced version, the "'KRA 239 SkullMan" whose numbers still stalk the Cannibal Sectors. The
Mauser range was designed to be smaller and faster than the SkullMan line, leaning more towards a Stealth Manchine.
For all intents and purposes, the Mauser was a sleeker, deadlier variant with a larger memory log fitted to encompass

more enemy data, but it was also more prone to scramble than the KRA239. If the memory core broke down, the
Mauser would lock onto a random target on the enemy list and hunt the entire race down relentlessly.

Over a five-year period, around 500 Mausers were prowling Mort in search of their designated enemy. The Mauser
intent was to wipe out as many of a particular species as possible while also trying to integrate with the community.
These somewhat naive concepts were doomed from the start since they exhibited all the characteristics of a normal
Manchine. They continued to strip flesh and skin from targets to cover its carapace, which naturally became a mound

of rancid, decomposing offal within a matter of days.

The difference between the Mauser and other models is that it had the ability to learn and adapt to better stalk its
targets. For example, if a Mauser had targeted Wraith Raider, it would collate as much information as it could on how
to exterminate then more effectively. The result was a far more lethal Wraithen assassin within a very short space of

time.

SLA Industries quickly set about commissioning operative DeathSquads to track down and wipe out all rogue Mausers
on Mort. The project took little over five years to eradicate them completely, or so SLA believed. One Mauser escaped

the SLA cleansing project by going deep into Cannibal Sector 4 and shutting itself down for 400 years to evade
detection. When the Mauser reactivated, it recommenced its mission but it is no longer functioning properly. Being

unable to correctly realign its directives, it is now hunting some 150 different target profiles. The surviving Mauser has
spent the last centuries gathering information on all of it's targeted species and the mass killings and skinnings have

begun again.
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3rd eye contract3rd eye contract
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NameName

MAUSER MAUSER 
SUBJECT CODESUBJECT CODE

LV98../939mc82279 LV98../939mc82279 

DESCRIPTIONDESCRIPTION

MANCHINE MANCHINE 

CRIMECRIME
Murder/Social DisorderMurder/Social Disorder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of ExterminationDept of Extermination

BOUNTYBOUNTY: 400c: 400c

Criminal ProfileCriminal Profile
Mauser is a 650-year-old Manchine, standing 5'11 in height with a dark metal carapace and red optics. Like all oMauser is a 650-year-old Manchine, standing 5'11 in height with a dark metal carapace and red optics. Like all otherther
Manchines, Mauser is caked with a thick laManchines, Mauser is caked with a thick layer of royer of rotten flesh, however it will altten flesh, however it will alter its skin on a regular bter its skin on a regular basisasis
depending on its current target. Mauser is nonetheless instantldepending on its current target. Mauser is nonetheless instantly recognisable because it is a great deal shorter thany recognisable because it is a great deal shorter than
the standard Manchine, and that much faster.the standard Manchine, and that much faster.

Mauser has five weapon arms in tMauser has five weapon arms in tootal including two steel clawed conventional arms, retractable vibro blades mountedtal including two steel clawed conventional arms, retractable vibro blades mounted
on either shoulder, and an extendible circular saw blade build inton either shoulder, and an extendible circular saw blade build into the lowero the lower

chest cavitychest cavity..

Last Known LocationLast Known Location
Mauser's hunting grounds are bMauser's hunting grounds are based in and around Cannibased in and around Cannibal Sectal Sector 4 where its stench and haggard appearanceor 4 where its stench and haggard appearance

are better concealed. If its targeting syare better concealed. If its targeting system prompts it tstem prompts it to seek rarer victims, it will travel into seek rarer victims, it will travel intoo
regions of Downtregions of Downtown town to hunt its preyo hunt its prey..

M.O.A.M.O.A.
Mauser does noMauser does not attack its opponents like a conventional Manchine. If it enters combt attack its opponents like a conventional Manchine. If it enters combat with a target recognized in itsat with a target recognized in its
memormemory by bank, it will adopt the best known means tank, it will adopt the best known means to eradicate it. Mauser is also capable of optimising its tactics to eradicate it. Mauser is also capable of optimising its tactics too
better fight the group as a whole.better fight the group as a whole.

Mauser has been known tMauser has been known to use conventional firearms in combo use conventional firearms in combat but it has little understanding of their complexat but it has little understanding of their complex
function. Hence if a carried rifle runs out of ammo, Mauser will simplfunction. Hence if a carried rifle runs out of ammo, Mauser will simply discard it and seek out a new one. Mausery discard it and seek out a new one. Mauser

tends ttends to carro carry weapons obtained from previous victims so operatives are advised ty weapons obtained from previous victims so operatives are advised to remove all equipment ando remove all equipment and
weaponrweaponryy. The Mauser is also fitted with survival programming, so if receives a certain level of structural. The Mauser is also fitted with survival programming, so if receives a certain level of structural

damage, it will evade using the nearest and best known escape route in its memordamage, it will evade using the nearest and best known escape route in its memory log. y log. 

Operatives attacking Mauser are advised tOperatives attacking Mauser are advised to use skills and abilities that contradict the typical stereoo use skills and abilities that contradict the typical stereotypetype
for their race. If possible, it is recommended tfor their race. If possible, it is recommended to force the Machine into force the Machine into unfamiliar territo unfamiliar territorory ty to makeo make

escape more difficulescape more difficult.t.

OOther Comments:ther Comments:

None.None.
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Name: MR KIMBLE
"Look, so what? The Garney boys dropped the ball and I was just there to pick it up. You really think I want the rest of
my days on that rainy shithole Mort? Get a grip! On Halo, I can make my money, get the power, all the things SLA said

I'd get and lied about. Read between the lines pal, they're a mile fuckin' wide!"

Mister Kimble (owner of PowderKeg Inc.)

Criminal Portfolio:
Mr. Kimble is a SLA defector and should be terminated in as painful and excessive a method as possible. 

Mr. Kimble was not employed by SLA Industries - he was created by it. Kimble started his life as a Xeno assassin
trained in Kick Murder Package and operatives who worked with him on previous BPNs said he was not happy with his

position within the company. The Xeno had aspirations to work in the Corporate Sector, and although this was not
entirely impossible (his IQ and business aptitude ratings were far above average), his primary skills were in combat and

he had been created specifically as an assassin.   

Kimble was waiting for a mission like the Green BPN to come along and his choice of BPNs suggest that he had been
scouting assassinations for several months prior. When the mission to assassinate the head of an established soft

company organization on a pleasure world was offered, the Xeno took the BPN solo. Since Russell Helgrade, the head
of PowderKeg Inc., was not a fighter and could provide no serious physical threat, this was a simple hit and too good
an opportunity to pass up. Kimble went to Halo, killed the company head, and promptly proceeded to take over the

company. He is now the sole owner of PowderKeg Inc., which supplies Dark Night and variety of other Soft Companies
based on Halo. Its primary products are drugs and munitions and it was in operation for over five years prior to

Kimble's arrival. 

Currently, PowerKeg Inc. is comprised of 50 employees, nearly half of which are considered combat ready. Most of
these individuals are ex-Dark Night and they often act as bodyguards or couriers. Kimble won't hire anyone without

some training and experience and hires only the best because he knows that SLA Industries is hunting him. 

Internal Affairs have reported that PowerKeg has a firm position on Halo due to strong connections with gangs and the
criminal underworld, but strong rivals are known to exist. The soft company's policy is to sell good products at low
prices, which has undercut many of his competitors and created significant tension. In defence, Kimble has developed
and maintained a strong intelligence network to keep abreast of developments; any operative squad taking this BPN

must keep this in mind when going after him and plan accordingly. 

Kimble has taken great measures to hide from SLA and his base of operations is constantly on the move.  He is
known to relocate frequently along the length of the Garney Coast and occasionally inland to the major cities when the
support of armed gangs is required. Kimble worked at SLA long enough to recognise the undercover work of Internal

Affairs and if he thinks he's under scrutiny, he will instantly move location and bring his security to full alert.
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OOther Commentsther Comments
SLA Industries also welcomes media assistance on this particular HunterSheet and wouldSLA Industries also welcomes media assistance on this particular HunterSheet and would

like tlike to see Mr Kimble publiclo see Mr Kimble publicly shamed and then killed painfully shamed and then killed painfully on film. Third Eye hasy on film. Third Eye has
stated that they are willing tstated that they are willing to pao pay a substantial sum over and above the pricey a substantial sum over and above the price

quoquoted on the HunterSheet for colourful exclusive footed on the HunterSheet for colourful exclusive footage depicting thetage depicting the
Xeno's death. Xeno's death. 
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NameName

MR KIMBLEMR KIMBLE
SUBJECT CODESUBJECT CODE

LV98../567GH899654 LV98../567GH899654 

DESCRIPTIONDESCRIPTION

XENO stXENO stormerormer

CRIMECRIME

Corporate SubversionCorporate Subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of SubversionDept of Subversion

BOUNTYBOUNTY: 1000c: 1000c

Last Known LocationLast Known Location
It is tIt is too difficuloo difficult tt to tie an exact location to tie an exact location to Kimble's whereabouts and operatives undertaking thiso Kimble's whereabouts and operatives undertaking this

HunterSheet are advised tHunterSheet are advised to start on the Garney Coast, primarilo start on the Garney Coast, primarily Shore Cityy Shore City, t, to commence witho commence with
their investigations.their investigations.

M.O.A.M.O.A.
Since setting up PowderKeg Inc., Mr Kimble leaves the act of combSince setting up PowderKeg Inc., Mr Kimble leaves the act of combat tat to his bodo his bodyguards -fighting presents a byguards -fighting presents a badad
image for his business reputation. Nonetheless, Kimble is an accomplished killer and can easilimage for his business reputation. Nonetheless, Kimble is an accomplished killer and can easily rekindle oldy rekindle old
skills if he feels threatened. He alwaskills if he feels threatened. He alwayys has bs has backup of at least ten bodackup of at least ten bodyguards, usuallyguards, usually dressed in HARD ory dressed in HARD or
PowerCell Armour and carrPowerCell Armour and carrying FEN ARs. There is also an unsubstantiated rumour that Kimble has hired an exying FEN ARs. There is also an unsubstantiated rumour that Kimble has hired an ex
Thresher agent who still owns a suit of Close Nitt armour.Thresher agent who still owns a suit of Close Nitt armour.

If all defences are wiped out, the Xeno will enter combIf all defences are wiped out, the Xeno will enter combat himselfat himself, using either twin BLA Blitzers, or any number, using either twin BLA Blitzers, or any number
of powered hand weapons. He is trained in the use of all close combof powered hand weapons. He is trained in the use of all close combat weaponrat weaponryy, but is said t, but is said to favour ao favour a

ChainAxe above all else. If the situation becomes life threatening, Kimble will discard his suit, and useChainAxe above all else. If the situation becomes life threatening, Kimble will discard his suit, and use
camouflage tcamouflage to conceal himself with his surroundings in an attempt to conceal himself with his surroundings in an attempt to escape.o escape.

Operatives with previous experiences with this Xeno have stated that he maOperatives with previous experiences with this Xeno have stated that he may "play "play dead" ty dead" to deceive hiso deceive his
foes, then suddenlfoes, then suddenly attack with newfound fury attack with newfound furyy. It is also believed that Kimble could be activel. It is also believed that Kimble could be actively usingy using

combcombat drugs, stepping up the dosage and strength as SLAat drugs, stepping up the dosage and strength as SLA
investigatinvestigators draw closer tors draw closer to catching him.o catching him.

Criminal ProfileCriminal Profile
Mr Kimble is a male Xeno, ten years of age, and standing 7'1 in height. He has grey-blue skin, pale orangeMr Kimble is a male Xeno, ten years of age, and standing 7'1 in height. He has grey-blue skin, pale orange
compound eyes, and long white hair. Relcompound eyes, and long white hair. Relying mainlying mainly on his natural armour, Kimble usually on his natural armour, Kimble usually wears a high qualityy wears a high quality
black suit, white shirt, and a variety of expensive Karma waistcoats. Some have suggested that Kimbleblack suit, white shirt, and a variety of expensive Karma waistcoats. Some have suggested that Kimble

attempts tattempts to emulate the style of Mr Slao emulate the style of Mr Slayer.yer.
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Name: SERA WINTERLONG
"I'm not a criminal, just a witness. I won't deny what I saw. It's become too important, and I know what this means. I
may be killed any day now, but it doesn't really matter. What matters is that Mort sees SLA for what it really is! They

will see and maybe this time they will understand!

I'm willing to die now, just to watch SLA Industries squirm."

Sera WinterLong, 6/ 3 / 908

Criminal Portfolio:
Sera WinterLong is a human with civilian status located on Mort where her subversive activities have been documented
over the past two years. She runs 'ClearEye Network', a pirate television broadcast that promotes and discusses the

downfall of SLA Industries. ClearEye airs for approximately two hours a day in certain sectors of Upper Downtown and
occasionally in the Suburbs. Until recently, SLA had not regarded WinterLong's activities as a serious problem but prior

to the "Shiver Shooting", ClearEye didn't receive a great deal of public support.

Three weeks ago, operative 'Hyde' (Stormer SCL 9b) fell into a dispute with a Shiver Sleeper unit in the Suburbs during
a routine Street Maintenance BPN. Shiver Sergeant Canes would have been wiser to back down from the irate Stormer,

however he continued to press the point that he was in control of the situation (the arrest of a small group of
juveniles). The boys had allegedly insulted Hyde and he wanted to deal with them personally. Thirty seconds later Hyde

ended the argument by exterminating the teenage gang, Sergeant Canes, and five other Shivers with a FEN Power
Reaper. This rather embarrassing situation would have blown over in time and operative Hyde would have been

reprimanded, but Sera WinterLong had caught the whole incident on film. Two hours later, Hyde's actions were televised
along with blistering commentary and everything hit the proverbial fan.

Mobs of angry civilians flooded into the streets and Shivers in the associated areas breached contract and went on
strike. Cloak division was called in to quell the disturbances and Third Eye released a statement that Hyde was a hero
and had actually destroyed a group of traitorous Shivers who were in the process of selling 'illegal firearms' to gangs.
Even though the media departments dubbed over the voices and altered the footage, the public wasn't convinced and
the riot activity continued to escalate. Cloak Division's reactions grew harsher and Extermination Warrants were issued
for the more determined protesters including several members of ClearEye. A number of instigators of the riots were
apprehended and publicly stated that Sera was a Dark Night agent and had orchestrated the whole affair. The last of

ClearEye were then exterminated, but WinterLong managed to slip out of Cloak's noose.

Several squads were commissioned to locate her on Yellow BPNs but have proved unsuccessful. Hence, SLA has
forwarded a HunterSheet on Sera WinterLong to all departments. If discovered, she is to be exterminated immediately.
Since the Shiver Shootings, it is suspected that other like-minded subversives have flocked to WinterLong and there is
talk of a new ClearEye being set up.  This network is rumoured to have collated more footage depicting SLA as the

enemy of the people in the same manner as Channel Resistance. So far, WinterLong's footage has inspired bravery and
rebellion among her civilian counterparts to such an extent that Internal Affairs has set up a sub departmental task

force to snare the new ClearEye. 

Any operatives investigating Sera and ClearEye are encouraged to contact Cloak Division for the full record and latest
updates. Operatives are also cautioned to treat all media crews and reporters as suspicious until Sera WinterLong has
been tracked down and exterminated. SLA believes that this particular focus of the public’s attention will be diverted if

she is removed from society.
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M.O.A.M.O.A.
Sera Winterlong is by no means combSera Winterlong is by no means combat trained, however she maat trained, however she may carry carry light firearms such as CAFy light firearms such as CAF

weaponrweaponry for self-defence. It is also quite possible that she may for self-defence. It is also quite possible that she may have hired several sympatheticy have hired several sympathetic
and formidable Props from the Depth Charge since the release of this HunterSheet.and formidable Props from the Depth Charge since the release of this HunterSheet.
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NameName

SERA WINTERLONGSERA WINTERLONG
SUBJECT CODESUBJECT CODE

LV98../734fd646371 LV98../734fd646371 

DESCRIPTIONDESCRIPTION

HUMANHUMAN

CRIMECRIME
Subversion/Disorder/DissentionSubversion/Disorder/Dissention

DEPARTMENT CONTRACTDEPARTMENT CONTRACT
Dept of MisinformationDept of Misinformation

BOUNTYBOUNTY: 650c: 650c

OOther Commentsther Comments
Operatives and Contract Killers have been warned tOperatives and Contract Killers have been warned to ensure that their assaulo ensure that their assault ont on

WinterLong is noWinterLong is not filmed. If she believes she is about tt filmed. If she believes she is about to be found, she mao be found, she mayy
hook up a live broadcast, showing her assassination thook up a live broadcast, showing her assassination to people all overo people all over

DowntDowntown and the Suburbs, instigating further rioown and the Suburbs, instigating further riots.ts.

Last Known LocationLast Known Location
Most new activity related tMost new activity related to ClearEye has been tied to ClearEye has been tied to Clockin Walkwao Clockin Walkwayys, an area of downts, an area of downtown thatown that
was recentlwas recently hit by flashfloods and has proven difficuly hit by flashfloods and has proven difficult tt to map and patrol. WinterLong's new bo map and patrol. WinterLong's new base ofase of
operations is believed toperations is believed to be here, but no squad has located it yet. It should be noo be here, but no squad has located it yet. It should be noted that the previousted that the previous
headquarters of ClearEye was well concealed within the rubble of a condemned building and it is expectedheadquarters of ClearEye was well concealed within the rubble of a condemned building and it is expected
that WinterLong will have found an equallthat WinterLong will have found an equally well hidden spoy well hidden spot amongst the new warrens in the area.t amongst the new warrens in the area.

Criminal ProfileCriminal Profile
Sera WinterLong is a female human, approximatelSera WinterLong is a female human, approximately 22 years of age and standing 5'6 tall. She has shouldery 22 years of age and standing 5'6 tall. She has shoulder
length black hair, brown eyes, and a tan complexion. The target is typicalllength black hair, brown eyes, and a tan complexion. The target is typically dressed in plain civilian cloy dressed in plain civilian clothingthing
but has been known tbut has been known to wear a flak vest. She alwao wear a flak vest. She alwayys carries a bs carries a backpack containing various items of recordingackpack containing various items of recording
equipment.equipment.

When travelling the walkwaWhen travelling the walkwayys of Downts of Downtown, Shiver reports stated that someone fitting her description wasown, Shiver reports stated that someone fitting her description was
seen tseen to be wearing a poncho with the hood pulled across her head. The men on duty recognised theo be wearing a poncho with the hood pulled across her head. The men on duty recognised the

bbackpack (an eyebackpack (an eyeball insignia is stitched ontall insignia is stitched onto the bo the back), but sheack), but she
evaded capture.evaded capture.
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Name: SERAPH
"Come closer. I've got something to show you…"

Snickkk
Rrrrrrriiip
Splatter…

Criminal Portfolio:
The Vevaphon Stormer variant was created to be the ultimate tool for a number of roles, the most common being an

assassin. With their abilities to reshape their bodies to become weapons, they are truly the ultimate killer and a grave threat
to SLA's enemies. Unfortunately, one of our Vevaphons has gone rogue and turned against us. It is to be terminated with

extreme prejudice. 

Studio Prime or "the Studio" as it was called was a multi-million uni pharmaceutical factory facility built in lower downtown to
offset the growing demand of Karma drugs such as Kick Start and Kick Start Plus. The facility was abandoned by SLA in 835

SD due to funding cuts and official reasons regarding structural instability, but was quickly occupied by a string of new
tenants. The next sixty years saw the coming and going of several soft companies and scores of various squatters until the
"Head on a Stick" Cognate slaughtered the inhabitants and took it for their own. In October 893SD, the facility changed hands

again when Dark Night liquidated the serial killers and claimed it for their own. 

Under the guidance of Dark Night Acquisitions Scout Mark "Reaver" Shane, Studio Prime was rebuilt to house one of the
largest Shatter production labs on Mort. Combining refurbished SLA equipment with some of Dark Night's best bathtub

chemists, the Studio pushed the creative envelope of pharmaceutical warfare. The most virulent strains of Shatter ever to hit
Mort's streets came from this facility in amazing volumes, all marked with the distinctive "S" label on the vials. It wasn't long

before SLA realized that a new source of this drug had appeared and a BPN was issued to locate and shut them down.

An Operative squad calling itself "Sanguine Tango" took the BPN and scoured downtown for the source. After several weeks
of exhaustive investigative work, they traced the Shatter production to the old Studio Prime location. When S-Tango arrived
onsite, they found a burnt out shell of the factory building, but no life signs beyond rats and roaches. Frustrated by the lack

of results after several thorough searches, but sure they were in the correct location, the squad set up surveillance and
waited. They captured several Studio staff members who were enroute to work and forced them to lead the way in, past the
burnt out structure and into the lower levels that formed the actual factory. In restoring the facility, Shane had taken particular

care with the security measures, making Studio Prime a well-protected fortress. Squad Sanguine Tango and their hostages
were cut to pieces by the automated defense system before they even breached the perimeter.

One of the operatives had been equipped with a finance chip, which enabled Station-Analysis to relay an idea of the sort of
defenses that were present and the info gathered from the interrogations of the DN prisoners. Cloak Division reviewed the
information and decided that a stealth operation would offer their best option to shutdown the facility and terminate Shane.

They immediately selected Seraph, one of the best Vevaphon Kick Murder operatives at their disposal. 

Seraph was a reasonably young biogenetic, but still adequately skilled for the operation. He (as it prefers to think of itself)
arrived onsite and ran a recon of the area to locate an alternate means of entry. Finding a vent to the air circulation system,
Seraph entered the facility undetected and sought to fulfill the mission. The details of what transpired are unavailable, but a
Station Analysis monitoring team reported that the street area over the facility collapsed several hours after the biogenetic's

entry in conjunction with several explosions. It is likely that the Vevaphon was discovered during its mission and Shane or one
of his subordinates triggered a destruction sequence that leveled the area. Even though the Vevaphon did not return to file an
after action report, the mission was judged a success. Seraph’s record was labeled as Destroyed in Action (DIA) and the BPN

was closed.

Five weeks later, Seraph resurfaced in the Karma facility where it terminated three high-ranking members of the <D-Notice>
team that were involved with the <D-Notice> project code named "Gentle Wrath". The Stormer miraculously escaped capture
and has since terminated four prominent Karma scientists that were associated with the Vevaphon project. A review of the

video of the attacks, all of which occurred in secure areas, show that the Stormer's form has been badly altered. It is
suspected that substances encountered during the assault on the Studio Prime facility are responsible and it is unknown what

effects these might have on its abilities and mindset. 

Operatives taking this BPN are advised to take precautions to avoid potential contamination from close contact. 
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NameName

SERAPHSERAPH
SUBJECT CODESUBJECT CODE

LV98../339ja264721 LV98../339ja264721 

DESCRIPTIONDESCRIPTION

VEVAPHONVEVAPHON

CRIMECRIME

Murder/MutinyMurder/Mutiny

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of ExterminationDept of Extermination

BOUNTYBOUNTY: 500c: 500c

M.O.A.M.O.A.
Seraph is at its heart, an assassin and an ambush killer. It seldom engages in an open combSeraph is at its heart, an assassin and an ambush killer. It seldom engages in an open combat and specializes inat and specializes in
stalking its prey and striking when it has the advantage. Unlike most of its kind, it seems tstalking its prey and striking when it has the advantage. Unlike most of its kind, it seems to have mastered severalo have mastered several
forms in order tforms in order to get close to get close to its victims. These include a beggar, a prostitute, an old man needing helpo its victims. These include a beggar, a prostitute, an old man needing help, and a Karma, and a Karma
tech. Identity of those associated with the investigation should be confirmed before letting one's guard down.tech. Identity of those associated with the investigation should be confirmed before letting one's guard down.

The Vevaphon is also highlThe Vevaphon is also highly skilled in security syy skilled in security system penetration and stealstem penetration and stealth entrth entryy, thus gaining most of its kills, thus gaining most of its kills
within the comfort of its victims’ homes. Seraph is also verwithin the comfort of its victims’ homes. Seraph is also very patient and vindictive, having shown a tendency ty patient and vindictive, having shown a tendency to hunto hunt

operatives who have attacked it. Seven of its non-Karma kills toperatives who have attacked it. Seven of its non-Karma kills to date have been operatives or Contract Killers whoo date have been operatives or Contract Killers who
previouslpreviously attempted ty attempted to complete this Huntersheet and a to complete this Huntersheet and a tootal of nineteen people have been terminated by this ex-tal of nineteen people have been terminated by this ex-

operative.operative.

The Vevaphon is skilled with a variety of melee and firearms, but seldom uses any weapon beyThe Vevaphon is skilled with a variety of melee and firearms, but seldom uses any weapon beyond what it canond what it can
create from itselfcreate from itself. These tend t. These tend to take the form of blades and garroo take the form of blades and garrotes, but at least two victims have beentes, but at least two victims have been

killed by strangling or smokilled by strangling or smothering. It is also fond of tthering. It is also fond of torture and will draw out a kill as long asorture and will draw out a kill as long as
possible, similar tpossible, similar to a cat plao a cat playing with a mouse. ying with a mouse. 

One Karma tech is quoOne Karma tech is quoted as sated as saying "It's far more brutal than its creatying "It's far more brutal than its creator intended it tor intended it to be. Godo be. God
help us all."help us all."

Criminal ProfileCriminal Profile
Seraph is a standard Vevaphon of two years of age and skilled in Close CombSeraph is a standard Vevaphon of two years of age and skilled in Close Combat and covert entrat and covert entryy. Its standard form was. Its standard form was
once similar tonce similar to one of its lab techs (a nondescript yo one of its lab techs (a nondescript young man) but it no longer seems toung man) but it no longer seems to be able to be able to hold this or anyo hold this or any
form with any consistencyform with any consistency. Seraph frequentl. Seraph frequently appears as a rather sinister mely appears as a rather sinister melting old man, but is known tting old man, but is known to be ableo be able

tto mimic oo mimic other forms for short periods of time. ther forms for short periods of time. 

Last Known LocationLast Known Location
The last known location of the Vevaphon was in the Karma dormitThe last known location of the Vevaphon was in the Karma dormitorory in Providence Square where many of they in Providence Square where many of the
StStormer lab techs are housed. Seraph seems tormer lab techs are housed. Seraph seems to be targeting the Sto be targeting the Stormer Vat Technical stafformer Vat Technical staff, but has also, but has also

terminated several operatives and 3rd Eye reporters that have drawn its attention.terminated several operatives and 3rd Eye reporters that have drawn its attention.

OOther CommentSther CommentS

None.None.
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Name: SNIPER - D
"Okay, fuck this! FUCK THIS! The Dept of Investigations can kiss my ass! Get a Contract Killer to waste this freak! I tell
you man, this is..I mean, that was my third squad on this BPN! That bastard just keeps killing 'em ... the fucker's just

about got me in debt over this damn Grey BPN! 

Look I don't know shit about snipers, alright? I thought I did, but I was wrong! There, fine! Dock my SCL! I don't give a
... a fuck, yeah?!"

Ted Maligin SCL 7d, final report on Grey BPN (failed)

Criminal Portfolio:
The true identity of the Dark Night assassin, Sniper D, remains unknown. He is acknowledged and feared by his

reputation and the strange custom Crackshot Armour he wears on hits.

While rival company snipers constantly torment SLA Industries, most never get so much as a mile close to their
targets. This is not the case with the infamous Sniper D. In many respects, this professional operates like a Kick

Murder Op with regard to his close assault work. Sniper D is a one-man team, however the remains of his victims give
the impression that his victims were taken out by an entire op squad that was armed to the teeth. Most operatives
have come to fear him for his superior arsenal of weapons and unique tools that seem to be custom designed and

configured for specific missions. 

Sniper D has been on the Dark Night payroll for almost five years, which makes him practically immortal in comparison
to the countless subversive heroes that come and go throughout the World of Progress. He is cunning and resourceful
with a bodycount of 1876 victims and has been listed on an active Hunter Sheet for the past three years. Operatives
have come to know this as the Black Op Sheet - a sick nickname referring to the sheer number of operatives who
have been slain in attempts to catch him. SLA initially commissioned a group of twenty expert scout/snipers to hunt

him, but of these, eighteen were killed outright. The other two simply resigned from the mission and opted for
Warworld service.

This Huntersheet's bonus for a live capture has been removed since SLA now regards Sniper D as an embarrassment
that must be exterminated as soon as possible. The simple fact that he continues to survive is enough to cause

serious repercussions, making him an icon that is drawing impressionable youths into Dark Night with aspirations of
following in his footsteps. 

Since Sniper D's motivation is entirely mercenary and he seems to have no strong emotional attachment to his kills, he
has proven difficult to profile and even more difficult to track. Experts have compared him to the serial killer Halloween
Jack due to his relentless assaults, although this may be an exaggeration. He is certainly an unpredictable, faceless foe

that is coldly efficient and with just enough style to be memorable.

As yet, Sniper D has never failed a mission or assassination.
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M.O.A.M.O.A.
Sniper D will alwaSniper D will alwayys carrs carry the correct ty the correct tools for the job at hand, using the Dark Night equivalent of a SureKill and aools for the job at hand, using the Dark Night equivalent of a SureKill and a
93 GAG. Bo93 GAG. Both of these weapons are highlth of these weapons are highly configurable and can be modified ty configurable and can be modified to carro carry clip on weapons. y clip on weapons. 

Sniper D is also the onlSniper D is also the only agent on record known ty agent on record known to use a new invention - Gel Rounds. This ammunition can be fired ato use a new invention - Gel Rounds. This ammunition can be fired at
opponents, leaving a small smear of reactive gel on the skin or armour that is used topponents, leaving a small smear of reactive gel on the skin or armour that is used to target incoming ordinance.o target incoming ordinance.

Sniper D then fires off repeated rounds of GTMs (Gel Targeting Missiles) that zero in on the target without fail.Sniper D then fires off repeated rounds of GTMs (Gel Targeting Missiles) that zero in on the target without fail.
These missiles can be launched in volleyThese missiles can be launched in volleys, effectivels, effectively hitting muly hitting multiple targets with a single btiple targets with a single barrage if he hasarrage if he has

marked the victims or a central target point with gel rounds. He can also link up gel weaponrmarked the victims or a central target point with gel rounds. He can also link up gel weaponry ty to his snipero his sniper
rifle attacks, allowing him take out his target with a HESH and all surrounding bodrifle attacks, allowing him take out his target with a HESH and all surrounding bodyguards with the followyguards with the follow

up bup barrage of GTMs. For this reason, Sniper D maarrage of GTMs. For this reason, Sniper D may only only get in close once (ty get in close once (to mark the target) and onlo mark the target) and onlyy
pulls the trigger once per mission.pulls the trigger once per mission.

3rd eye contract3rd eye contract
45650987/68745650987/687

475939200479189475939200479189

NameName

SNIPER - DSNIPER - D
SUBJECT CODESUBJECT CODE

LV98../323bt852147 LV98../323bt852147 

DESCRIPTIONDESCRIPTION

HUMAN (UNCONFIRMED)HUMAN (UNCONFIRMED)

CRIMECRIME

Murder/SubversionMurder/Subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of InvestigationDept of Investigation

BOUNTYBOUNTY: 1200c: 1200c

Last Known LocationLast Known Location
Sniper D's missions take him all over the World of Progress, however it is believed that he resides on andSniper D's missions take him all over the World of Progress, however it is believed that he resides on and

originates from Orienta. This is due toriginates from Orienta. This is due to the armour he wears and he returns to the armour he wears and he returns to the city foro the city for
repairs and updates.repairs and updates.

Criminal ProfileCriminal Profile
SLA records suggest that Sniper D is a male human, alSLA records suggest that Sniper D is a male human, although all phythough all physical characteristics are unknown since hesical characteristics are unknown since he
has never been seen outside his Crackshohas never been seen outside his Crackshot. This armour itself is highlt. This armour itself is highly unique, having been designed and buily unique, having been designed and built byt by
unnamed armour specialists in Orienta. It stands approximatelunnamed armour specialists in Orienta. It stands approximately 5' 10" in height, is light grey in colour with any 5' 10" in height, is light grey in colour with an
ECM skin coating the outer laECM skin coating the outer layers, and odd dread-like tendrils sprouting from the helmet that are believed tyers, and odd dread-like tendrils sprouting from the helmet that are believed to beo be
a complex network of sensora complex network of sensory equipment similar ty equipment similar to a Scout helmet. This has led analo a Scout helmet. This has led analyysts tsts to believe thato believe that

Sniper D has access tSniper D has access to the best of custo the best of custom cutting edge equipment.om cutting edge equipment.

OOther Commentsther Comments
Sniper D's weaponrSniper D's weaponry has noy has not been replicated by SLA, despite countless failed attempts byt been replicated by SLA, despite countless failed attempts by

FEN and BLA. If the target is successfullFEN and BLA. If the target is successfully exterminated, all weaponry exterminated, all weaponry and equipmenty and equipment
on his person should be retrieved for examination. Operatives will be severelon his person should be retrieved for examination. Operatives will be severelyy

penalised for withholding these artefacts for personal use.   penalised for withholding these artefacts for personal use.   
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Name: THE SILENT ONE
"He wasn't like the others, the Scavs I mean. This one was quiet, he didn't have the rattling croak they've all got. He

don't make a sound 'til he pulls the trigger.

No, serious! The Scavvies are bad, but this guy's worse! He just knows something the others don't. He understands our
fear - it's like he feeds on it. He comes sniffing it out, and when he finds you ... well, that's it. It's over.

Just like that Carrien Clave that tried to muscle in on his turf, The Silent One got his boys together and blew them
apart. I heard it was raining blood and guts for over an hour down there."

Billy Radcliff (gang member / KrossTown Traffic).

Criminal Portfolio:

A Scav simply known as "The Silent One" has surfaced in Lower Downtown and created a growing feeling of hysteria
throughout Heartland and the surrounding areas. After breaking out of the confines of Cannibal Sector One, he is

working his way up through the sewers and walkways, systematically annihilating every enemy and obstacle that stands
in his way. 

Several of the smaller gangs a few civilian levels down from the KrossTown Traffic den have already been completely
wiped out. Reportedly, the Silent One and his four accomplices are moving from gang hideout to gang hideout,

slaughtering the inhabitants and pillaging their drugs, armour, and weaponry before moving on to the next skirmish. 

SLA Industries expected the Silent One and his Scavs to be killed within a month of entering Downtown, but the
gruesome reports of their activities are still coming in at Head Office. At first, they were ignored because they were

inadvertently providing a service to SLA, but the opinion changed when a squad of Sleeper Shivers were added to the
victims. The Silent One had taken everything but the corpses and began travelling throughout Downtown in a stolen

Shiver APC. This same vehicle has been used to defeat an entire Carrien Clave that was unfortunate enough to try to
raid one of their ammo dumps.

The Silent One and his Scavs have no plans to stop and it is possible that there could be a darker motive behind their
actions. In several incidents, the Scavs have left the severed heads of their foes for SLA to find at the crime scene
and in every case the number 8 was carved into the forehead. There is speculation that the Scavs have some grudge
against the Shaktar race, but the Shaktar Council has not uncovered any solid information yet. The sudden animosity
between Karma and the Shaktar Council is also rumoured to have something to do with the appearance of the Scavs,

but neither party has been forthcoming concerning this matter.

The Silent One as yet has not been successfully challenged and every encounter with him has ended in fatality for SLA
employees. SLA Industries suspect that if he is permitted to carry on his bloodlust, cult activity may form around him
and elevate him into the status of an icon. If this is allowed to occur, the Silent One may end up being protected by
the frightened civilians and gangs whose area they may have entered at the time. The Silent One and his band are
dangerous enough without the armed support of Downtown undesirable and must be purged before any appears.
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NameName

THE SILENT ONETHE SILENT ONE
SUBJECT CODESUBJECT CODE

LV98../791hv316761 LV98../791hv316761 

DESCRIPTIONDESCRIPTION

SCAVSCAV

CRIMECRIME

Theft/MurderTheft/Murder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of ExterminationDept of Extermination

BOUNTYBOUNTY: 700c: 700c

M.O.A.M.O.A.
When The Silent One intends tWhen The Silent One intends to attack, he first moves all his Scavs into attack, he first moves all his Scavs into position usuallo position usually ty to surround his preyo surround his prey..

Once completelOnce completely entrapped, the Scav squad open fire and any escapees are picked off by a Scav in an elevatedy entrapped, the Scav squad open fire and any escapees are picked off by a Scav in an elevated
position on a nearby building or ruin. They are known tposition on a nearby building or ruin. They are known to communicate orders and strategies via ao communicate orders and strategies via a

rudimentarrudimentary sign language similar ty sign language similar to those adopted by the militia on WarWorlds. When The Silent One ando those adopted by the militia on WarWorlds. When The Silent One and
his group are caught in an ambush situation, they group this group are caught in an ambush situation, they group together as a single unit, choose differentogether as a single unit, choose different

targets for return fire, then retreat. When this has turned the tide, they quickltargets for return fire, then retreat. When this has turned the tide, they quickly cancel they cancel the
withdrawal and attack the enemy with full force.withdrawal and attack the enemy with full force.

OOther Commentsther Comments
If the operative(s) should find any warworld militarIf the operative(s) should find any warworld military surplus on they surplus on the

exterminated Scavs, these are texterminated Scavs, these are to be returned to be returned to SLA Head Office immediatelo SLA Head Office immediatelyy. . 

Criminal ProfileCriminal Profile
The Silent One is a male 'Scavenger' and like all Scavs, his face is concealed beneath an armoured gas mask. HisThe Silent One is a male 'Scavenger' and like all Scavs, his face is concealed beneath an armoured gas mask. His
mask in particular is pale blue in colour, spattered with mud and grime and has a red arrow pointing downwardsmask in particular is pale blue in colour, spattered with mud and grime and has a red arrow pointing downwards
on the forehead. Beneath a thick militia-style trench coat, The Silent One wears a suit of patchwork armour madeon the forehead. Beneath a thick militia-style trench coat, The Silent One wears a suit of patchwork armour made
up of HARD, Crackshoup of HARD, Crackshot, DogeyBone and Exoskelett, DogeyBone and Exoskeleton. He tends ton. He tends to use auto use automatic rifles mostlomatic rifles mostly and has been reportedy and has been reported
as using EX-War Crim weaponras using EX-War Crim weaponryy. This has led investigat. This has led investigators tors to surmise that he mao surmise that he may have served on Dante, or is aty have served on Dante, or is at
least powerful enough tleast powerful enough to take out an Ex-War Criminal.  The Silent One stands 7'3 in height with a heavy buildo take out an Ex-War Criminal.  The Silent One stands 7'3 in height with a heavy build

and his age is undetermined.and his age is undetermined.

Last Known LocationLast Known Location
The Silent One began the killing on the Perimeter Wall of CannibThe Silent One began the killing on the Perimeter Wall of Cannibal Sectal Sector One and headed up through theor One and headed up through the
Southeast passages interlining Lower DowntSoutheast passages interlining Lower Downtown in a zigzag pattern. This could have been town in a zigzag pattern. This could have been to throw offo throw off
pursuers, but it is more likelpursuers, but it is more likely they followed the trail that would lead them closest ty they followed the trail that would lead them closest to armament and supplies.o armament and supplies.

The last reports of The Silent One came from the walkwaThe last reports of The Silent One came from the walkwayys surrounding Heartland and it iss surrounding Heartland and it is
expected that the Scavs are still residing there.expected that the Scavs are still residing there.
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Name: TAM MCGOVAN
"Fuck 'em, I did what I had to do ....... yeah .... fuck 'em."

Tam McGovan (in response to his actions).

Criminal Portfolio:

After the massacre of the Anderson family on 3/2/907, Tam McGovan has been referred to as a 'genocidal' serial killer
by the Dept of Investigations and is a prime target for every Frother operative working on Mort.

McGovan is not believed to have any connections with Dark Night or any other rival company and the clan killings he
has carried out are believed to be entirely personal in nature. Between the hours of 2.25 am and 3.15 am on the 3rd of
February, operative Tam McGovan broke into the fort of Clan Anderson located in the Northern Sector of the suburbs
called Granite Valley. He brutally massacred the entire family, comprised of 'Big Tex' Anderson, the father, and his two
children Susan Josie and Scott William. Seven well-armed Frother guards were also slain before the alarm was raised

and the killer made his escape through the extensive reservoir system beneath the fort. 

The relationship between the Anderson and McGovan clans was tenuous at best because the McGovans had failed to
support the Andersons in a bloody siege two hundred years previous on the war world 'Cross'. The enemy in question

was Thresher Inc. and the attack on the Sinny Lake Base was vital if SLA were to take control of the planet. An
alliance was formed between the two clans in which both would assault the rival base on the morning of 14 / 4/ 704
SD. The McGovans failed to show, and the Anderson were forced to attack the well-fortified outpost, despite being

heavily outnumbered and outgunned. They succeeded with heavy losses only to learn that the McGovans had engaged a
division of Sarge Units instead of backing them up. The McGovans made several attempts at reconciliation that were
spurned and the bad blood has continued to the current day. Prior to Tam McGovan entering the picture, the friction
had reached an all time low. When he and Susan Josie Anderson began an affair, the Frother community was thrown

into chaos. 

It was not simply the fact that Tam is a McGovan, he was also known as a psychopath, which was fairly extreme
among Frothers. Tam's operative track record was equally unacceptable as he was always strung out on Ultra Violence

and had a quick and wrathful temper that had him suspended on eight occasions. He had also failed three psycho
evaluation tests and is listed as having sinister compulsions. The worst of these is the urge to drink the blood of his

victims, which he believes gives him 'godlike powers'. This delusion made him a powerful operative (when he could feed
his desire) and he was retained by SLA since he had no objection to taking Black BPNs. He had already completed

four and his carnal nature seemed to be balancing out.

When the affair began between Tam and Suzy Jo, his true nature began to slip through. There were two months of
relative harmony (the elder Andersons were not aware of the involvement during this time) before Suzy Jo began to
see McGovan for what he truly was. She became nervous and tried to call it off, but was intimidated into staying.

When he apparently tried to cut her chest and drink her blood, enough was enough and she broke it off. By this time
Tam was in love and he wasn't going to be stopped.

In an act of desperation, Suzy Jo went to her father, 'Big Tex' Anderson for help. Big Tex knew of Tam's reputation and,
after nearly hospitalising his daughter, filed for an extermination warrant. This was denied and Tam McGovan was sent a

restraining order instead to restrict him from seeing Suzy Jo. McGovan is reported to have flown into a frenzy and
witnesses confirm him stating that he would rather kill her than lose her. Within two days, he had struck and

massacred the entire family. 

Tam McGovan remains uncaptured and the Frother clans of SLA Industries are offering a substantial reward over and
above the basic sum for his extermination.
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Criminal ProfileCriminal Profile
Tam McGovan is a male FroTam McGovan is a male Frother, 28 years of age and standing 6'2 in height with a heavy build. He has bluether, 28 years of age and standing 6'2 in height with a heavy build. He has blue
dreads that reach tdreads that reach to the small of his bo the small of his back and green eyes. He normallack and green eyes. He normally wears the atypical Froy wears the atypical Frother dressther dress
(McGovan colors) combined with CrackSho(McGovan colors) combined with CrackShot Armour and is recognisable for the plaster across the bridget Armour and is recognisable for the plaster across the bridge
of his nose.of his nose.
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NameName

TAM MTAM MCCGOVANGOVAN
SUBJECT CODESUBJECT CODE

LV98../348rg553529 LV98../348rg553529 

DESCRIPTIONDESCRIPTION

CLAN FROCLAN FROTHERTHER

CRIMECRIME

Murder/MutinyMurder/Mutiny

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Cloak DivisionCloak Division

BOUNTYBOUNTY: 600c: 600c

Last Known LocationLast Known Location
Tam McGovan has noTam McGovan has not been seen since the Anderson massacre and it is possible that he has been killedt been seen since the Anderson massacre and it is possible that he has been killed
in Downtin Downtown. Since he is regarded as well trained, it is considered unlikelown. Since he is regarded as well trained, it is considered unlikely he will have fallen at they he will have fallen at the
hands of Carrien or gang members and this Huntersheet remains open until confirmation is received.hands of Carrien or gang members and this Huntersheet remains open until confirmation is received.

M.O.A.M.O.A.
Tam McGovan is trained in DeathSquad Package and was SCL 7a prior tTam McGovan is trained in DeathSquad Package and was SCL 7a prior to his escape. He would have been faro his escape. He would have been far
higher, but his continual suspension prevented him from reaching any further than this. His favouredhigher, but his continual suspension prevented him from reaching any further than this. His favoured

weapon is a two handed PowerClaweapon is a two handed PowerClaymore, alymore, although he is known tthough he is known to use a BLA Blitzer or a FEN FarJacket foro use a BLA Blitzer or a FEN FarJacket for
ranged attacks.ranged attacks.

Tam McGovan will gladlTam McGovan will gladly fight ty fight to the death and will noo the death and will not drop until dead due tt drop until dead due to extensive drug useo extensive drug use
(Ul(Ultra Violence). His delusion means that his fighting capabilities matra Violence). His delusion means that his fighting capabilities may nearly nearly double if given they double if given the

opportunity topportunity to drink his opponent's blood. Converselo drink his opponent's blood. Converselyy, he ma, he may also be subject ty also be subject to panic IF heo panic IF he
thinks he is losing tthinks he is losing too much of his own.oo much of his own.

OOther Commentsther Comments

None.None.
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Name: SILN VORTA
"Oh to hell with SLA Industries! They promote ambition and what could be more ambitious than an act such as this?
Besides, why should the Ebon Race be the sole property of SLA? We are our own people, just as I am my own man,
regardless of what Mr Slayer thinks. The days of those dreadful glyph cards are over and through EbbSource Inc., any
Ebon or Eban can purchase a Deathsuit, be the operative or feral. Let life be the teacher, not the Necanthropes and

their sick old ways!"

Mr Vorta's first press release, 10 / 11/ 907sd.

Criminal Portfolio:

Siln Vorta is the owner of EbbSource Inc., a soft company that illegally sells stolen Dark Lament products such as
Deathsuits to civilians and rival companies alike. Siln was once a SLA operative who worked mainly with the Corporate
Sector and the Dept. of Ebb. He had strong aspirations to climb the corporate ladder and his angle was to make all
Dark Lament products available to the public. Siln's argument was that they could increase the number of Ebon and
Eban operatives working for SLA if civilians could purchase items such as the Deathsuit earlier in lives, making them

stronger and more experienced by the time they were eligible to join SLA. 

His suggestion to the department heads was blown off because the opportunity for feral gang members to get their
hands on Deathsuits and join companies like Dark Night and Thresher Inc. or set up their own soft companies was
simply too great. Vorta argued that the Ebon race was "too intelligent" to make such a foolish decision and the

purchase of a Deathsuit was merely the first platform in the process of learning. For one to enjoy the whole benefits
of Ebb abilities, they would have to join SLA, the most experienced school in its application. 

Vorta was immediately taken in for psychological evaluation and certified delusional as a result of stress. Since his SCL
was reasonably high (6d before dismissal), he was put on instant suspension for a six-month period. This was probably

the worst decision SLA could have made considering the situation and his mindset. Two weeks later, Vorta was
reported to have attacked a Gauss train shipping Dark Lament products from Mort Central to Meny. He had boarded the

train as a passenger, but when it reached the routine checkpoint in Downtown, the train was besieged by a gang of
fifty feral Ebons armed with Dark Night weaponry. Vorta and his band of thieves made off with the contents of five

carriages and disappeared into the confines of Lower Downtown.

Several months after the raid, Vorta returned to the public eye as the boss of EbbSource, a soft company devoted to
the theft and distribution of Ebb equipment. Using the armour and weaponry stolen from the first raid, Vorta and his
employees (now trained and armed) continued their strategic attacks on Dark Lament shipments, and in the process,
gathered greater support from juvenile Ebons and Ebans who were willing to join him on the promise of access to a

Deathsuit. Dark Night has also been reported to have purchased stock from EbbSource and have now set about
creating their own Ebon operative equivalent. The operations of Vorta's soft company have escalated, and if EbbSource
is allowed to function any further, it is estimated that it could become a Suppresser Power within the space of two

years.

Necanthrope society has set about destroying any EbbSource employees they find, including anyone seen to have
purchased Ebb products from them. The manner of their assault has been particularly savage in an attempt to deter

young Ebons from making the fatal decision of joining Vorta in his schemes. In the process, EbbSource's employment
figures have faltered slightly and a large percentage of the stolen goods have been retrieved. Nonetheless, both the
Dept of Ebb and the Dept of Investigation want the ringleader, Siln Vorta, brought in alive if possible. Dead will also

suffice.
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Last Known LocationLast Known Location
Vorta travels the length and breadth of the perimeter walls in an attempt tVorta travels the length and breadth of the perimeter walls in an attempt to snare Dark Lament shipments.o snare Dark Lament shipments.
Patrols around these areas have become ever more vigilant even though his attacks have dwindled recentlPatrols around these areas have become ever more vigilant even though his attacks have dwindled recentlyy. It. It
is likelis likely he has gone ty he has gone to ground until the attention is diverted elsewhere.o ground until the attention is diverted elsewhere.

3rd eye contract3rd eye contract
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NameName

SILN VORTASILN VORTA
SUBJECT CODESUBJECT CODE

LV98../127es361821LV98../127es361821

DESCRIPTIONDESCRIPTION

EBONEBON

CRIMECRIME
Theft/Corporate SubversionTheft/Corporate Subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of SubversionDept of Subversion

BOUNTYBOUNTY: 1100c: 1100c

OOther Commentsther Comments

None.None.

Criminal ProfileCriminal Profile
Siln Vorta is a male Ebon, 38 years of age, standing 6'1 in height with grey hair and white eyes. He wears aSiln Vorta is a male Ebon, 38 years of age, standing 6'1 in height with grey hair and white eyes. He wears a
custcustomised DeathSuit bristling with a variety of Ebb artefacts, mostlomised DeathSuit bristling with a variety of Ebb artefacts, mostly sty stolen during his raids. Siln wasolen during his raids. Siln was
originalloriginally born on Czaria, and even now, the Czarian accent is quite thick. He has a slender build and narrowy born on Czaria, and even now, the Czarian accent is quite thick. He has a slender build and narrow
face, indicating pure breeding. He has also been seen tface, indicating pure breeding. He has also been seen to wear a Czarian style trenchcoat melded with hiso wear a Czarian style trenchcoat melded with his
deathsuit.deathsuit.

M.O.A.M.O.A.
Vorta relies mainlVorta relies mainly on his employ on his employees for defence but will use a variety of Ebb powers such as Telekinesis,yees for defence but will use a variety of Ebb powers such as Telekinesis,

Blast, and Healing if cornered. He is aware of the gruesome fate the Sada Necanthropes have in mind for himBlast, and Healing if cornered. He is aware of the gruesome fate the Sada Necanthropes have in mind for him
and will fight tand will fight to the death rather than surrender. There are also rumours that since going rogue, Siln haso the death rather than surrender. There are also rumours that since going rogue, Siln has

learned a great deal concerning Reality Folding and malearned a great deal concerning Reality Folding and may use this as a means of escape given the chance.y use this as a means of escape given the chance.
He is characteristicallHe is characteristically arrogant and may arrogant and may overestimate his power, standing ty overestimate his power, standing to fight if he believes he iso fight if he believes he is

winning.winning.
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Name: FOSS
"You, the civilians of Mort, born of rain and gore. It is your right to shed blood, to end life! No punishment deserving,

no motive required, the simple act of killing is yours to endure!

SLA denies you this right on the word called death, and I say to you, the bitter, wretched underlings of a faulty god to
stand up, raise your blades. To toast the purpose of your being! 

Give to those, the thing they withhold from you. The killing blow ..."

A passage from Foss's sermon.

Criminal Portfolio:

A Brain Waster arrived on Mort three months ago, his name is Foss. SLA Industries wants him terminated with extreme
prejudice.

Foss's intentions are to create anarchy and dissension among the civilians of Lower Downtown and he has had a
considerable effect so far. He preaches that all people, whether they are operative or civilian, have the right to kill

freely and without the fear of punishment. It seems that he has the ability to amplify the darker urges of Mort's public
and set them raging against SLA. His influence must be wiped from the purity of Mort.

Foss managed to gain entry onto Mort using a false ID and successfully impersonated a Kick Murder op on New Paris
for nearly two years. After completing a Black BPN, he disappeared without a trace even though the mission had been

a complete success. The BPN entailed the extermination of 20+ serial killers that made up one of the deadliest
Cognates in New Paris. Of the six-man operative squad, Foss was the only survivor.

New Paris SLA authorities filed Foss as M.I.A. until a squad on a Yellow BPN to locate a missing off world corporate in
New Paris were tripped up by a clerical error. Foss had been caught on 3rd Eye while inciting a riot and was
temporarily misidentified as the corporate named "Fost". This resulted in the cancellation of the BPN and the

inadvertent issue of a termination warrant for the innocent corporate. By the time Station Analysis recognized the
mistake and correctly classified Foss as the subversive, the corporate had been terminated and Foss had vanished into

downtown where he could do the most damage. 

Within a short period, reports came through to the Department of Investigation that mobs of fifty to sixty civilians had
been attacking and killing small divisions of Shivers. At first SLA put it down to gangland activity or bored and

disgruntled civilians, but when well-trained operatives were being killed, it was time to examine things closer. The
attacks were quickly connected to the rogue Ebon when squads found posters and graffiti plastering the walls of

downtown. 

Foss hadn't concerned himself with concealing his identity and knew that his power lay in his bravery and charisma. He
spoke a language the people understood and appealed to their inadequacies, giving fuel to their desires. As far as the
civis were concerned, it was time to pay back SLA for supposed harsh treatment and the riots began for the second
time this year. They didn't last long since the words gave Foss power, but not his people. Once SLA's Death Squads

were sent out and the killings began, Foss vanished and left his people to suffer the backlash. An estimated two
hundred civilians lost their lives in the ensuing violence. 

It is believed that Foss' real agenda was simply to wreak havoc and watch the impressionable die. This makes Foss not
only a subversive, but a new breed of serial killer who must eradicated before he is capable of inspiring more

senseless acts of violence.
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M.O.A.M.O.A.
Foss is expertlFoss is expertly trained in the Kick Murder Package but specializes in PoleArm, Flexible Weapon and Rifle. His Ebby trained in the Kick Murder Package but specializes in PoleArm, Flexible Weapon and Rifle. His Ebb
abilities are strongest in Proabilities are strongest in Protect, Communication, and Red Thermal. He often initiates combtect, Communication, and Red Thermal. He often initiates combat by using hisat by using his
Communication powers tCommunication powers to take control of his opponents and turn them upon each oo take control of his opponents and turn them upon each other. Afterwards, histher. Afterwards, his
followers will mob his targets and trfollowers will mob his targets and try ty to overwhelm them with sheer numbers. o overwhelm them with sheer numbers. 

He is cunning and cautious, alwaHe is cunning and cautious, alwayys seeking ts seeking to evade if outnumbered or outgunned and leave his followers to evade if outnumbered or outgunned and leave his followers too
die. He is also known tdie. He is also known to be vengeful and would doubtlesslo be vengeful and would doubtlessly utilize every utilize every means at his disposal ty means at his disposal to strikeo strike

bback at anyack at anyone who challenges him. Foss cannoone who challenges him. Foss cannot be reasoned with and suffers from delusions of grandeurt be reasoned with and suffers from delusions of grandeur
with a deeplwith a deeply sociopathic outlook. y sociopathic outlook. 

3rd eye contract3rd eye contract
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NameName

FOSSFOSS
SUBJECT CODESUBJECT CODE

LV98../628tb917346 LV98../628tb917346 

DESCRIPTIONDESCRIPTION

brain wasterbrain waster

CRIMECRIME
Misinformation/DissensionMisinformation/Dissension

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dpt of InvestigationDpt of Investigation

BOUNTYBOUNTY: 1000c: 1000c

OOther Commentsther Comments
In the unlikelIn the unlikely event that Foss surrenders, it is stressed that operative squads and Contracty event that Foss surrenders, it is stressed that operative squads and Contract

Killers complKillers comply and take him inty and take him into custo custododyy. The Department of Psychology and Psychosis would. The Department of Psychology and Psychosis would
like tlike to analo analyyse the subversive brain waster and will pase the subversive brain waster and will pay an extra sum for his capture.y an extra sum for his capture.

Investigating operatives would be wise tInvestigating operatives would be wise to keep in contact with the Dept. ofo keep in contact with the Dept. of
Transportation since rumours are circulating that Foss is seeking tTransportation since rumours are circulating that Foss is seeking to jumpo jump

planet again and begin his criminal activities elsewhere.planet again and begin his criminal activities elsewhere.

Last Known LocationLast Known Location
Jedley Walk in Lower DowntJedley Walk in Lower Downtown - where the last uprising (and subsequent massacre) of his followers town - where the last uprising (and subsequent massacre) of his followers tookook
place. It is unlikelplace. It is unlikely that Foss is still present, but any surviving rioy that Foss is still present, but any surviving rioters might have clues tters might have clues to his whereabouts.o his whereabouts.

Criminal ProfileCriminal Profile
Foss is a male brain waster, 27 years of age, and 6'0 in height with black hair/dreads just above shoulderFoss is a male brain waster, 27 years of age, and 6'0 in height with black hair/dreads just above shoulder
length. His skin is dark brown and has light charring around 'sky blue' eyes. Olength. His skin is dark brown and has light charring around 'sky blue' eyes. Other identifiable features includether identifiable features include
the tattered religious robes he wears above a Super Heavy Deathsuit which he is capable ofthe tattered religious robes he wears above a Super Heavy Deathsuit which he is capable of

interdermalising.interdermalising.
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Name: TODD CLERIK
"HAH! Go ahead and throw your best spell, you flower-eating, pointy-eared freak! I'll smite you where you stand! I'm
wearing my +4 Raincoat of Holy Protection and this is a +7 Broadsword of Serious Hurt! You can't hurt me, you sub-

human minion of evil, but I'm sure as hell gonna hurt you!"

Criminal Portfolio:
Todd Clerik was born the only son out of five children and was his Father's favorite, much to the dismay of his siblings. He
grew up spoiled and abused, depending upon which family member he was around. His life lost the bright spots at the age
of eight when his Father stopped coming home and he was left at the mercy of a dominating mother and four vindictive
siblings who were bent on making his life hell. By the time he reached his teens, the family unit had deteriorated to the
point that he was the only child left, although it is unknown what happened to the others. Interviews have revealed that
memories from this period of his life are deeply painful and have been fully repressed. He speaks of his formative years

with an odd smile, still clinging to rose-colored memories of a childhood that never was. Even from an early age, it is quite
clear that something wasn't quite right about him.

Clerik's situation was the status quo in the Gossamer neighborhood he lived in where most of the children turned to gangs
or other leisure activities to keep their minds off problems. He found a different release when one of his friends introduced
him to something exciting and new - a board game of heroic fantasy set in a world without poverty, pain, or bad families.

Everything was clear-cut (unlike his real life) and the players took the role of spectacular shining forces of good and waged
a holy war against the snarling, despicable minions of evil. Todd finally got to be the strong, noble hero that he craved to
be and represented the forces of Good as he smote evildoers and defended the righteous. Taking the escapism to heart,

he slipped into a world of fantasy. 

He enters SLA records at the age of nineteen where he stumbled upon two men attempting a rape and intervened. He beat
both of them to death using debris in the alley, and then stayed with the woman until Shivers arrived to take her statement.

The Shiver sergeant reported, "he was a nutter alright, even called me 'Sire,' but at least he was doing the right thing." 

A week later, Clerik showed up again in the nearby "Sunfall" housing complex where he interrupted a squad's Red BPN to
take down a soft company terrorist cell. This time he came armed (with a fire axe stolen from the building's maintenance

locker) and declared that he was there to assist the "Good Knights in their quest to purge the catacombs of evil". He
showed strong combat skills and reportedly killed the four subversives by himself, then commended the squad on their

valiant effort. Taken somewhat off guard and amused, the squad allowed Clerik to leave the scene.  

It was probably only a matter of time before Clerik came down on the wrong side of SLA law and this occurred two
weeks later in the same complex with the same squad in another raid. Darla's Divas was an all-female cognate who

targeted male humans and often baited their targets by posing as prostitutes. They had been traced to the tenement and
labeled for extermination with a Red BPN that was picked up by the same operatives. When the squad (a mixture of

humans and non-humans) arrived onsite, they found that the cognate had been alerted and was waiting for them. Clerik
appeared again and this time, instead of greeting the squad as "Good Knights", declared himself the "Champion Protector of

the Pure Damsels of Light". He was now equipped with some sort of crude home-made armor and a hefty blade, and
stated that they had duped him previously. He swore to destroy them before embarking on a quest to slay their masters,

the "Evil Sorcerer and his Necromancer Witch in the Yellow Tower". 

Unwilling to waste time with the lunatic, a Shaktar in the squad removed his helmet and approached to engage Clerik, who
suddenly became terrified and called the operative a "Brain Fryer". Not being sure what he meant, the Shaktar took this as
a lame insult and charged. Clerik reportedly doused his blade with a flammable substance and ignited it, screaming "Mighty

+3 Sword of Fire!" and fought back. He killed the operative with a single massive blow that shattered the Shaktar's
breastplate, and the cognate attacked, tearing the remainder of the squad into shreds.

Clerik has since resurfaced throughout downtown to prevent 'crimes' and preach that he is there to save the people from
"The Dark Lord". He claims to have been visited by the "Bright Lady of Goodness" and that he is both Her chosen servant
and a holy instrument of justice. Clerik also claims to possess mystical abilities of his faith and states that it is his mission

to purge all of the evil from Mort. In past weeks, three additional squads have attempted to locate and eliminate Todd
Clerik, but all met with disaster. Details of the engagements are sketchy, but witness testimony states that the subversive
appeared to be using some variation of Ebb abilities against operatives and is endowed with nearly superhuman attributes. 

Any squad taking on this Hunter Sheet should be aware of his fixation on this child's board game and prepare accordingly.



43

M.O.A.M.O.A.
3rd Eye foo3rd Eye footage of Clerik supports the theortage of Clerik supports the theory that he is completely that he is completely delusional, having receded inty delusional, having receded into a fantasy world of his owno a fantasy world of his own
creation. Operatives are often addressed by weird names that seem tcreation. Operatives are often addressed by weird names that seem to correspond with the evil sub-human creatures found in the boardo correspond with the evil sub-human creatures found in the board
game of his ygame of his youth and are attacked with unusual and sometimes effective means that correspond with such creatures (i.e. 313 Maliceouth and are attacked with unusual and sometimes effective means that correspond with such creatures (i.e. 313 Malice
operatives can expect toperatives can expect to be called a "Troller" and hit with flaming liquids). He is also known to be called a "Troller" and hit with flaming liquids). He is also known to refer to refer to his rather mundaneo his rather mundane
equipment with unusual titles and a number code such as "Smelvish Galoshes of Warding +2" or "Poncho of Evil Warding +6". Due tequipment with unusual titles and a number code such as "Smelvish Galoshes of Warding +2" or "Poncho of Evil Warding +6". Due too
his reliance on these texts, it is suggested that operatives taking this mission familiarize themselves with the material this reliance on these texts, it is suggested that operatives taking this mission familiarize themselves with the material to be bettero be better
prepared for the engagement. His quest tprepared for the engagement. His quest to slao slay the "Evil Sorcerer and the Necromancer Witch in the Yellow Ty the "Evil Sorcerer and the Necromancer Witch in the Yellow Tower" doubtlesslower" doubtlessly refersy refers
tto a future planned assaulo a future planned assault on Head Office and must be stt on Head Office and must be stopped topped to avoid drawing any poo avoid drawing any potential publicity ttential publicity to this subversive's cause.o this subversive's cause.

More disturbing than his delusions is his demonstration of Ebb like abilities that he credits tMore disturbing than his delusions is his demonstration of Ebb like abilities that he credits to his "Bright Lado his "Bright Lady of Light" patron.y of Light" patron.
Clerik has proven able tClerik has proven able to shrug off assaulo shrug off assault by many Ebb powers and Necanthropes report the inability tt by many Ebb powers and Necanthropes report the inability to approach closer thano approach closer than

fifteen feet tfifteen feet to him or his servants. The existence of these "powers" has noo him or his servants. The existence of these "powers" has not been completelt been completely confirmed, but operatives arey confirmed, but operatives are
encouraged proceed with caution.encouraged proceed with caution.

Clerik is also known tClerik is also known to have strong support from the Divas Cognate, who he refers to have strong support from the Divas Cognate, who he refers to as "The Pure Damsels of Light". Whileo as "The Pure Damsels of Light". While
it was originallit was originally believed that they were simply believed that they were simply exploiting him for proy exploiting him for protection, they have recentltection, they have recently begun ty begun to accompany himo accompany him

on his quests ton his quests to preach to preach to the people and dispatch servants of evil. Like him, they have also participated in a number ofo the people and dispatch servants of evil. Like him, they have also participated in a number of
assaulassaults on rapists, muggers, and ots on rapists, muggers, and other scum, but exercise far more brutalityther scum, but exercise far more brutality. In at least one incident, cognate. In at least one incident, cognate

members have demonstrated Ebb-like abilities similar tmembers have demonstrated Ebb-like abilities similar to his, causing great concern for SLA authorities. o his, causing great concern for SLA authorities. 

Clerik and all of his followers must be terminated before theirClerik and all of his followers must be terminated before their
"religion" spreads. "religion" spreads. 
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TTODD CLERIKODD CLERIK
SUBJECT CODESUBJECT CODE

LV98../294lg118714 LV98../294lg118714 

DESCRIPTIONDESCRIPTION

HUMANHUMAN

CRIMECRIME
Murder/Subversion/DisorderMurder/Subversion/Disorder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT
Dept of Psychology and PsychosisDept of Psychology and Psychosis

BOUNTYBOUNTY: 1300c: 1300c

Last Known LocationLast Known Location
His last appearance was near the gantrHis last appearance was near the gantry way wayys of Sub Level 17 near the Paradise licensed prostitution sects of Sub Level 17 near the Paradise licensed prostitution sector, but his bor, but his base ofase of

operations is still believed toperations is still believed to be in the Sunfall tenements. Operatives are encouraged to be in the Sunfall tenements. Operatives are encouraged to review latest 3rd Eyeo review latest 3rd Eye
reports and canvass this area treports and canvass this area to find him.o find him.

OOther Commentsther Comments
At no time should any of Clerik's or the Cognate's "myAt no time should any of Clerik's or the Cognate's "mystical" abilities be filmed or describedstical" abilities be filmed or described

in a report that has noin a report that has not been previouslt been previously approved by Cloak Division. Such unauthorizedy approved by Cloak Division. Such unauthorized
action will carraction will carry severe penaly severe penalties.ties.

Criminal ProfileCriminal Profile
TTodd Clerik is a heavilodd Clerik is a heavily buily built humant human
male, standing well over six feet tall with piercing blue eyes and light blonde hair. He normallmale, standing well over six feet tall with piercing blue eyes and light blonde hair. He normally appears in loose fitting cowl andy appears in loose fitting cowl and
priest-like robes over crude riveted armor. Clerik believes himself tpriest-like robes over crude riveted armor. Clerik believes himself to be a holo be a holy warrior priest of a fictional "Goddess of Light" in ay warrior priest of a fictional "Goddess of Light" in a
children's board game and is proving tchildren's board game and is proving to be quite dangerous in close combo be quite dangerous in close combat.at.
CurrentlCurrentlyy, Gore Productions has produced bo, Gore Productions has produced both an action figure and board game exploiting this subversive's activities. No actionth an action figure and board game exploiting this subversive's activities. No action

is planned against the SLA subsidiaris planned against the SLA subsidiary at this time since the problem will be eliminatedy at this time since the problem will be eliminated
once Clerik has been terminated.once Clerik has been terminated.
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Name: DEITRIUS SADA
"I am made to crawl the sewers, made to live like a pig. Throughout my existence I have done what was
asked of me and without question. When one fell out of favour with the Preceptor, I, Deitrius of House

Sada would come calling. 
I was his messenger and avenger.

Now they say I am nothing.
They are wrong.

I am real, and I will kill again."

Deitrius (formerly of House Sada).

Criminal Portfolio:
SLA Industries is desperate for the capture and extermination of the former Prime Executioner of Preceptor Teeth, the

Necanthrope Deitrius Sada.

The concept of condemning a Necanthrope to a Hunter Sheet has fallen under great dispute with Necanthrope Society
who regards a rogue or subversive sibling to be a "family matter". Since the disappearance of Deitrius, they have

fought to keep this embarrassment as something they would deal with personally, but the one-year period allotted to
Necanthrope Society to correct the situation has expired. As a result, the rogue Necanthrope has a universal

Extermination Warrant on his head and can be hunted down by every SLA Operative working on Mort.

Deitrius Sada was once a powerful and respected member of the Necanthrope Society, so much so that he is still
permitted to use his full title by his family House Sada: the Punisher. They still protest his innocence and loyalty to

SLA, even after the acts of mass murder and sexual abuse, stating that Deitrius acts as his dark soul dictates. He is a
Sada. He was born to shed blood.

When a Necanthrope violates the laws of the Society, he is punished accordingly. Some crimes are worse than others
and the murder of another Necanthrope unsanctioned by Society carries one of the worst possible penalties. When a
Necanthrope is to be executed, it is either the task of his union or the duty of a Sada Necanthrope. The Sadas were
instructed to make their executions as brutal and merciless as possible and they are legendary in their proficiency.

Deitrius Sada set the best example.

So vicious was he in his duty that other Necanthropes lived in fear of him and he won the favour of the Preceptor
himself. Thus he was blessed as the Prime Executioner - the union of one. It was a full 400 years of faithful duty later
that he was sent to terminate a Necantrope believed to be in league with one known as "The Walker". This was his

first exposure to White Earth and marked his fall from grace.  

Deitrius was sent to assassinate Crimson, a young Necanthrope of seven months of age. Prior to entering the White,
she was an Ebon with a strong interest in interplanetary cultures and had hoped to be raised as part of House Rowan
- the Teacher. Unfortunately, she was actually bidden to House Dean - the Seducer and was soon overwhelmed with

conflicting drives. This created an unbalanced Necanthrope with an unquenchable thirst for knowledge and sex.  

When it was discovered that she was connected to the Chi’en Cult and had been involved in a string of religious
slayings, the Preceptor sent Deitrius to rectify the situation in the name of the Society. The full story on what occurred

on the meeting of these two Necanthropes is unknown, other than that Deitrius butchered her in famously savage
manner and that he took her place on the side of White Earth. What was offered to the Prime Executioner that would

make him betray his beloved Society and become a Monitor for White Earth remains a mystery. Deitrius has never
regretted his decision, and since slain 35 Necanthropes and countless other victims in the name of his new faith.
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Criminal ProfileCriminal Profile
Deitrius Sada is a male Necanthrope and is 450+ years of age. He stands 8'2 in height with a powerful deathsuitDeitrius Sada is a male Necanthrope and is 450+ years of age. He stands 8'2 in height with a powerful deathsuit
that is dark and stained like a cadaver. The flesh around his mouth has tthat is dark and stained like a cadaver. The flesh around his mouth has torn awaorn away ty to expose yellow fangs, ando expose yellow fangs, and
long fleshy cables sprout from his eye sockets. This form of self-mutilation does nolong fleshy cables sprout from his eye sockets. This form of self-mutilation does not seem tt seem to impair his senseso impair his senses
or mobilityor mobility..

3rd eye contract3rd eye contract
>>NO>>NOT AVAILABLE<<T AVAILABLE<<

475939200479189475939200479189

NameName

DEITRIUS SADADEITRIUS SADA
SUBJECT CODESUBJECT CODE

LV98../995hs131478 LV98../995hs131478 

DESCRIPTIONDESCRIPTION

NECANTHROPENECANTHROPE

CRIMECRIME

Mutiny/MurderMutiny/Murder

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

Dept of EbbDept of Ebb

BOUNTYBOUNTY: 8000c: 8000c

OOther Commentsther Comments
Operatives hunting Deitrius will find no information forthcoming fromOperatives hunting Deitrius will find no information forthcoming from

Necanthrope SocietyNecanthrope Society. It is advisable t. It is advisable to avoid Necanthropes alo avoid Necanthropes alttogether sinceogether since
they mathey may choose ty choose to hinder operations.  o hinder operations.  

M.O.A.M.O.A.
Since Deitrius is an old and powerful Necanthrope, lower SCL operatives are advised tSince Deitrius is an old and powerful Necanthrope, lower SCL operatives are advised to avoid him at all costso avoid him at all costs
and noand notify SLA Industries of his location as soon as possible. Deitrius is known ttify SLA Industries of his location as soon as possible. Deitrius is known to kill anyo kill anyone he believes tone he believes to beo be
in league with Mr Slain league with Mr Slayer without hesitation.yer without hesitation.

He has a wide arraHe has a wide array of Ebb abilities focused heavily of Ebb abilities focused heavily on Gore Cannon, Proy on Gore Cannon, Protect, Enhancement and Telekinesis fortect, Enhancement and Telekinesis for
which he is particularlwhich he is particularly feared. His signature attack (called the "Rain of Blows") can reduce even ay feared. His signature attack (called the "Rain of Blows") can reduce even a

CrackshoCrackshot wearing opponent intt wearing opponent into an undefinable mess. His deathsuit is heavilo an undefinable mess. His deathsuit is heavily enhanced and contains ay enhanced and contains a
vast amount of flux that is likelvast amount of flux that is likely ty to outlast most Deathsuits in combo outlast most Deathsuits in combat. Squads engaging him areat. Squads engaging him are

advised tadvised to dispense with "hit and run" tactics since Detrius can replenish flux to dispense with "hit and run" tactics since Detrius can replenish flux too quickloo quicklyy. they. they
should go for the kill soon as he is discovered.should go for the kill soon as he is discovered.

Last Known LocationLast Known Location
Deitrius Sada has killed most of his victims in the sewer network above CannibDeitrius Sada has killed most of his victims in the sewer network above Cannibal Sectal Sector Five, butor Five, but
Necanthrope Unions who have gone in search of him in this territNecanthrope Unions who have gone in search of him in this territorory have found no trace of him, Ebb ory have found no trace of him, Ebb or
ootherwise.therwise.



46

NAME: ELLIOT RAIK
"Your blood. I smell it. Give it to me."

Criminal Portfolio:
SLA Industries has labelled Raik as 'human', but only for the sake of classification. His personality is as monstrous as his
appearance and, to date, Raik has accumulated an official bodycount of 79 agents, ranging from inexperienced Operative

squads to three individual Necanthropes who underestimated his abilities. His civilian tally is thought to be several orders of
magnitude higher. Little is known about Raik's background, and most of the information gathered regarding his history and
whereabouts is from Shivers and gang members who were bold enough to discuss their experiences with the Investigative

teams.

Raik has gathered surprising public support, especially among the anti-SLA factions within southern areas of Downtown,
although he does not appear to have any connections to Dark Night or other subversive companies. He was initially viewed as

a charismatic serial killer with an unusually large junior Cognate of followers, but this classification has been subsequently
revised, and Raik has been upgraded to Sect Leader status. 

Raik is certainly a prodigious killer; his first serious attacks involved the death of hundreds of victims, often all located within
one building. Initial classification as a moderate to large cognate was called into doubt, as trophies were not removed from

corpses and mode of death was generally unusually utilitarian, although the complete absence of blood on any victim did hint
at obsessive tendencies. After fifty similar incidents during one three-month period, SLA knew they were dealing with

something more serious than another persuasive madman. 

<<SCL LOCK (SELF-INCLUSIVE): 6+, FOR OPERATIVE EYES ONLY>>
The Downtown Cults on Mort have become an increasing problem that SLA Industries has had difficulty resolving. Certain

fanatics reap benefits from their faith and have become a serious threat to civilians and SLA employees and operatives alike.
One such is Elliot Raik, self-styled Bishop of the South Sewers.

Over the last three years, Raik has risen to one of the high positions in the Chi'en Blood Cult. Since the incarceration of
infamous cult leader 'Rot' in Bethlehem Asylum, Elliot has been regarded as one of the most active and savage worshippers of

the White Earth religion on Mort.

Chi'en Blood Cultists are rare. A fair percentage are simply insane and do not pose a significant threat. In most cases, Chi'en
cultists will simply butcher a score or more civilian victims and then disappear back into the lower levels after another failed
attempt at summoning a 'demon from White Earth'. Elliot Raik is a very different case, and he has demonstrated conclusively

that the powers of the Blood Cult include a dangerous new weapon not available to the Ebon race.

Raik's power lies in his ability to utilise blood from his followers and victims as a source of supernatural energy. The only
close comparison to this unnatural trait is the use of Ebb, but that is a very poor likeness. Only 400 apparently genuine cases

involving this so called 'magical power' have been reported to the Dept of Investigation in the fifteen years since the first
case. 

Once Raik's status as a serial killer was called into question, Investigators were alarmed to find that the Chi'en Blood Cult
insignia was scalded onto the surface of the heart of each victim, even though there was no penetrating wound to reach it. At

first, investigators thought that the mysterious killer may have been a rogue Necanthrope, but Downtown informants were
remarkably insistent that the killer was a Cultist named Raik. 

Since then, seven Operative squads have been issued Grey BPNs to hunt down and kill Raik, but the results have been
unsatisfactory. Five of the squads' remains have been recovered from various sites in the sewers leading to Cannibal Sector

Three, but the other two teams remain AWOL. 

Elliot Raik's motives are unclear, but rumours circling southern sectors of Lower Downtown indicate that he and his
disfigured followers plan to summon some form of entity from White Earth, and unleash it on the walkways of Mort.

This Hunter Sheet has been issued so that individuals who believe that they have the required combat abilities may
choose to pursue this particular foe. This extended profile -- both its contents and its existence -- is strictly Eyes Only,

and carries a double D-Notice with regards to Contract Killers (and their informants).
<<END SCL LOCK>>



47

Criminal ProfileCriminal Profile
CulCult Leader. Extremelt Leader. Extremely Dangerous. Ellioy Dangerous. Elliot Raik has a vaguelt Raik has a vaguely human appearance marred by horrendous mutilation ty human appearance marred by horrendous mutilation too
the face and neck. It is reported that all flesh and skin surrounding the mouth and chin have been tthe face and neck. It is reported that all flesh and skin surrounding the mouth and chin have been torn awaorn awayy,,
leaving a grimace of crooked, oversized teeth. His eyes are milky greyleaving a grimace of crooked, oversized teeth. His eyes are milky grey, no, not unlike that of an Ebon, and apparentlt unlike that of an Ebon, and apparentlyy
swimming with flecks of blood. His head is shaved. Raik is approximatelswimming with flecks of blood. His head is shaved. Raik is approximately 31 years of age, and stands 6'2 with ay 31 years of age, and stands 6'2 with a
heavy build. He has never been known theavy build. He has never been known to wear armour or carro wear armour or carry firearms, but is expected ty firearms, but is expected to have one or moreo have one or more
blades depending on the ritual he intends tblades depending on the ritual he intends to perform. He is alwao perform. He is alwayys dressed in a dirt and blood spattereds dressed in a dirt and blood spattered
trenchoat, a black muscle vest, grey jeans and old militia gunbootrenchoat, a black muscle vest, grey jeans and old militia gunboots. Raik has no interest in personal hygienets. Raik has no interest in personal hygiene

and the odour of old, dried blood is said tand the odour of old, dried blood is said to preceed his arrival.o preceed his arrival.

M.O.A.M.O.A.
While Raik is alwaWhile Raik is alwayys accompanied by around a dozen worshippers, recognizable by the obscure "pinhead"s accompanied by around a dozen worshippers, recognizable by the obscure "pinhead"

mutation found in certain areas of Lower Downtmutation found in certain areas of Lower Downtown. Regardless of numbers, they are noown. Regardless of numbers, they are not considered at considered a
significant threat. When Raik is attacked, these people fanaticallsignificant threat. When Raik is attacked, these people fanatically throw themselves inty throw themselves into the wao the wayy, which, which

often boils down toften boils down to simple suicide.  o simple suicide.  

OOther Commentsther Comments
Raik has demonstrated an inexplicable resilience tRaik has demonstrated an inexplicable resilience towards Ebb attacks andowards Ebb attacks and

effects. effects. 

3rd eye contract3rd eye contract
>>NO>>NOT AVAILABLE<<T AVAILABLE<<

475939200479189475939200479189

NameName

ELLIOELLIOT RAIKT RAIK
SUBJECT CODESUBJECT CODE

LV98../968bh811243 LV98../968bh811243 

DESCRIPTIONDESCRIPTION

Human (unconfirmed)Human (unconfirmed)

CRIMECRIME
Murder/Misinformation/SubversionMurder/Misinformation/Subversion

DEPARTMENT CONTRACTDEPARTMENT CONTRACT

StigmartyrStigmartyr

BOUNTYBOUNTY: 10,000c: 10,000c

Last Known LocationLast Known Location
Raik has been seen repeatedlRaik has been seen repeatedly in the underground network of sewers near Canniby in the underground network of sewers near Cannibal Sectal Sector Three -or Three -
particularlparticularly the network of tunnels centred on the forty-level sump junction underneath Mily the network of tunnels centred on the forty-level sump junction underneath Miltton Secton Sector - andor - and
across Lower Downtacross Lower Downtown throughout the region. He knows this area well and uses it town throughout the region. He knows this area well and uses it to his advantage, hence hiso his advantage, hence his

chosen title of "Bishop of the South Sewers".chosen title of "Bishop of the South Sewers".
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Race: brain waster

Stats:
STR 7     DEX 9     DIA 9     CONC 5     CHA 7   
PHYS 8    KNOW 7    COOL 10    HITS 15   
FLUX 25    SUIT FLUX 20

Advantages:
Cool (+9).

Disadvantages:
Sociopath (-6), Allergy-mold (-3).

Skills:
Martial Arts 5, Blade 1H 5, Blade 2-H 4, Acrobatics 6,
Pistol 3, Sneak 6, Hide 4, Intimidate 3, Evaluate Opponent
4, Extreme Violence 3, Forensics 2, SLA Info 3, Rival
Company Info 1, Streetwise 5, Electronic Locks 2,
Computer Subterfuge 2.

Ebb Skills:
Blue Thermal 8, Enhancement 9, Formulae 3, Healing 3.

Equipment:
Vibro Sabre, FEN AR, Custom Body Blocker Armour (PV
5, Head 10 Torso 16 Arms 12 Legs 14). May have
acquired a Deathsuit that is currently not enhanced.

GM Advice on Bringing

Gutterfly into the Game

"Little Sister"
Gutterfly is best introduced into the
game as one of the homeless living in the
area that the squad tends to frequent.
She is seen regularly by the characters
and gradually approaches to provide info
on downtown and tries to build a
friendship with one or more of the
characters. Gutterfly, or Era as she will
identify herself, will imply that the Skin
Trade took her at an early age and that
she doesn't remember her parents. She
attempts to insinuate herself into their
lives, both for protection and the
companionship of those she considers
kindred souls.

In the meantime, Gutterfly continues her
murder spree and always manages to
escape or terminate those who come after
her. Eventually, the squad learns of the
Hunter Sheet and must make a decision on
what to do. If Era discovers that they are
aware of her identity, she will plead with
them for help but turns violent if she is
about to be betrayed. If she is allowed to
go to ground in the Blanker's territory,
she will have support when she comes
back for revenge on the
squad.

GUTTERFLY

STR 7   DEX 6   DIA 4   CONC 5   CHA 5   PHYS 7
KNOW 5 COOL 7   HITS 14

Skills:
Detect 5, Intimidate 5, Streetwise 4, Connections 3,
Pistol 3, Unarmed Combat or Martial Arts 4, Any melee
skills 5.

Equipment:
Standard Body Blocker Armour, stolen weaponry of
any manufacture, various melee weapons.

Blanker Gangers

SSttaattss,,  RRuulleess

aanndd  GGMM

IInnffoo

ppss  bbuuyy  mmiillkk  aanndd  ffeeeedd  tthhee  ddaammnn  ccaatt  MMrr

CCoorrppoorraattee  bbiiggsshhoott,,  bbaacckk  aatt  66  xxxxxx

SSUUPPEERR  SSTTIICCKKIITTSS  ™™  --    II
SSSSUUEEDD  BBYY  TTHHEE  DDEEPPAARRTTMMEENNTT  OOFF  SSTTAATTIIOONNEERRYY,,  SSLLAA  IINNDDUUSSTTRRIIEESS..

NNOOTT  FFOORR  UUNNAAUUTTHHOORRIISSEEDD  UUSSEE
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Race: Mako

Stats:
STR 14     DEX 12     DIA 5     CONC 8     CHA 2
PHYS 13 KNOW 7     COOL 15     HITS 27 

(No PHYS rolls, half damage from all non Ebb attacks).

Advantages:
Reputation (fearsome 7), Connections 4 (Thresher)

Disadvantages:
Looks, horrifying (-5), Bad Speech -4.

Skills:
Blade 1-H 9, Unarmed Combat 11, Pilot Powersuit 6,
Auto/Support 10, Tactics 4, Leadership 5, Detect 7,
Extreme Violence 6, Streetwise 6, Weapon Maintenance 6.

Weapons and Equipment:
Custom Thresher Armour (PV 18, Head 100 Torso 240,
Arms 170, Legs 200) with jump jets, VAPH III Cannon,
other weapons as needed. He can also bite for PEN 2
DMG 4 AD 0.

GM Advice for bringing Baal
Kronis into the Game

Baal Kronis and his team represent one of
the most dangerous combat encounters in
this selection of Hunter Sheets and may be
too much for even a well-armed squad to
handle. There really isn't much of a chance
of any real roleplaying interaction with
Kronis or his subordinates unless a covert
approach is used.

"Infiltration"
If the squad is well suited to undercover
work, they can attempt to infiltrate the
Thresher unit by exploiting street contacts
and passing themselves off as soft company
soldiers or ex-ops. The time frame may be too
long for SLA's expectations, but it could
offer some interesting roleplaying depending
upon the players and GM's ideas. The
downside is that if the squad's cover is blown,
Kronis gets to eat them. 

Kronis and his Thresher team have made their
base within an old textiles warehouse on
sublevel 12 near the CS 3 wall and have been
navigating the sewer system to reach their
targets. Tracking the troops into the sewers
is fairly hazardous due to the large number
of booby-trapped tunnels they've created for
the purpose of destroying pursuers. These
include gas pockets that can be remotely
detonated, claymore style mines, and
tunnels rigged to collapse. If pursuers
manage to track them to their base, they will
have to deal with Kronos, any of his surviving
troops and a well-armed support crew.

BAAL KRONIS
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Race: Human

Stats:
STR 11   DEX 9   DIA 6   CONC 5   CHA 5   
PHYS 10   KNOW 6   COOL 5   HITS 21

Advantages:
None.

Disadvantages:
Death Wish 10, Bad Sleeper -2. 

Skills:
Detect 7, Sneak 6, Blade 2-H 7, Melee Weapon (any) 5,
Martial Arts 9, SLA Info 5, Rival Company Info 3,
Streetwise 4, Intimidate 5, Pistol 5, Auto/Support 7,
Rifle 4, Marksman 7, Engineering -Covert 5.

Weapons and Equipment:
Varies per assignment but is usually: CrackShot
Armour, Custom Chain Axe (increased PEN), Power
Reaper or FEN 203, Grenades (any type), BLA Blitzer,
others as needed.

BAR SINISTER

Getting Bar Sinister into the Game

"Open Contract"
Bar Sinister can be easily introduced into to the
PCs lives when they see his "trash talking"
soundbytes during Channel Resistance
interruptions of their favorite programs. They
also manage to catch some of the responses by
SLA Contract Killers and may hear about the
open Hunter Sheet on him. He seems to be a prime
target for anyone with a pro-SLA axe to grind
and they are welcome to join in the hunt, signing
on to the Hunter Sheet if they like.

During the course of their normal operative
work, they witness one of their favorite
Contract Killers dispatching him in a
spectacular fashion, possibly even getting
autographs as a bonus. A few days later, Bar
Sinister pops up again no worse for the wear,
which is surprising since subversives can't get
LAD. As the squad hunts him, they manage to kill
him several times, but he keeps coming back for
more. Also, the Hunter Sheet is never closed,
regardless of the evidence provided that shows
he was killed. The only way the squad can
prevent his resurrection is to leave the body in
such a condition to prevent LAD recovery (i.e. 0
points left in Head area). If this happens, one of
the PCs is approached and "encouraged" to take
his place.
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GAME NOTES FOR BAR SINISTER:
There are a number of inaccuracies in this Hunter Sheet.
The following ‘true’ account is for GM eyes only. 

A media corporate named Chris Bronson (Gorezone) felt
that the current Contract Circuit and "Bloodsoaked TV" as
he called it had reached a plateau and was becoming
stagnant. The public regularly saw so much death that they
were becoming immune to it and his ratings were slipping.
The best way to reinvigorate their interest, he decided, was
to give the public a villain that they'd love to hate and that
they'd tune in religiously to see die. After several phone
calls and palm greasing, Operative William Carlin's name
arrived on his desk as someone slated for termination by
Cloak Division and currently classified as a disposable
resource. Bronson took possession of the warranty and
bullied Carlin into a restrictive contract that would keep
him alive. Unfortunately Carlin didn't realize the
ramifications of the contract and was forced into becoming
Bar Sinister, Gorezone's new Public Enemy #1. Supported by
Cloak Division, executive Bronson has happily watched his
ratings rise above the competition.

Sinister's contract requires him to make public
appearances, attempt to terminate designated SLA targets
of all sorts, and basically play the role of the ultimate bad
guy. He is fully kitted out with Karma Enhancements, state
of the art armor, and any weapon he can carry regardless
of legality. He's also received extensive retraining by Cloak
Division and is fully covered fully by LAD. In such a line of
work, many would consider LAD a fantastic gift, but Carlin
considers it damnation.

Every time Carlin dies, his body is recovered and
resuscitated, and then he's back on the sharp end again. His
downtime is never more than a few days and the fact that he
is forced to die again and again simply for ratings is costing
him his sanity. He's very close to giving up completely, but
still unwilling to take his own life. Carlin prays that
someone will kill him in a way that he can't be brought back,
but so far hasn't gotten his wish. Dark Finders follow him
discreetly anywhere he goes and make sure that exactly
that doesn't happen. They are the ones responsible for the
deaths of the operative squads that have gotten too close
to either preventing LAD recovery or figuring out what he is
(his ID is D-Noticed, SCL 4).

Carlin knows that as long as he's popular, he'll never be
able to rest in peace. Even if he did, the character of Bar
Sinister will live on because Executive Bronson will always
be able to find another stooge to fit the armor and die on
queue. With Cloak Division's assistance, he may even enlist
the character that finally takes Bar
Sinister's head.



52

Race: 
Shaktar, 8th Moon Priest 

Stats:
STR 16*     DEX 13*     DIA 8     CONC 7     CHA 10 
PHYS 15*    KNOW 8    COOL 12*    HITS 31

Advantages: 
Connections, High Pain Tolerance 12*.

Disadvantages:
Arrogant 5, Sociopath 3, Shatter addict, regeneration 
(2 points/rd)*.

Skills:
Detect 5, Unarmed Combat 8, Blade 2-H 8, Blade 1-H 4,
Sneak 5, Willpower 5, Auto/Support 5, Pistol 4, SLA Info 3,
Rival Company Info 6, Evaluate Opponent 5, Hide 4, Torture
4, Persuasion 9.

*denotes an effect of Shatter.

Equipment:
Customized DarkNight Power Armor (PV 11 Head 20 Torso
60 Arms 45 Legs 55), 2-H Vibrosword, FEN Blitzer, ITB
Mutilator Fist, other weapons as needed from Black
Market, supply of Shatter.

GM Advice on bringing M'tcl'mth
Nt'scthhhch into the Game

"Pilgrimage"
A week ago, the rogue Shaktar received
information that the tomb of the Shaktar
warrior M'tarttch S'dddth had been found on
Providence, a rich resource world on the
edge of the World of Progress. Believing
that the warrior's blade would give him
untold power, the fallen priest has
temporarily left Mort via his DN contacts to
recover it. In recent months, the resource
world has experienced escalating violence
between SLA forces and DN guerrilla teams
and could become a full-scale war world at
any moment. With this in mind, the priest
couldn't afford to hesitate and joined the
DN forces in the jungle.

M'tarttch S'dddth was a legendary Shaktar
hero, killed in action on an unidentified
resource world while on a Green BPN.
Instead of transporting the body back to the
homeworld, his servants obeyed his wishes
and entombed his remains within one of the
area's ancient structures. For two hundred
years, the site has remained undisturbed,
but a recent mortar attack unearthed the
tomb's entranceway and drew SLA's interest.
A SLA archeological team and a well-armed
platoon of jungle militia currently occupy
the ruins, while Dark Night guerrillas stage
nightly attacks.

Squads can hitch a ride on a military
transport to Providence, or join the SLA
archeological team as security as they
attempt to breach the warrior's tomb. There
will be a lot of potential for combat, both
within the ruins, the tomb, and the
surrounding jungle against well-armed DN
soldiers. If M'tcl'mth Nt'scthhhch manages
to find the blade, he will take it back to
Mort. It has no mystical abilities, but
represents a further slur against Shaktar
honor. If the Hunter Sheet does not quickly
produce results, the Shaktar High Chief
will send a selection of warriors
unofficially to remedy the situation.

M'tcl'mth Nt'scthhhch
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Race: 
Necanthrope, formerly of House Virgil

Stats:
STR 16      DEX 14      DIA 11      CONC 17     CHA 1  
PHYS 15    KNOW 11     COOL 14     HITS 31  
FLUX 120    SUIT FLUX 30.

Advantages:
None.

Disadvantages:
Sadism (-4), Sociopath (-6), Arrogance 6, Racism 9.

Skills:
Detect 13, Auto/Support 12, Pistol 10, Polearm: Flick Scythe
14, Martial Arts 10, Intimidation 13, Tracking 13, Evaluate
Opponent 12, SLA Information 10, Streetwise 7, Sneak 11,
Hide 5, Willpower 16, Throw 9, Rival Company Info 9,
Interview 5, Blade 1-H 12, Blade 2-H 11, 

Ebb Skills:
Formulae 13, Detect 13, Protect 11, Blast 14, Enhancement
13, Blue Thermal 15, Healing 9, Folding 15, Protect 14,
Emotional Intrusion 5, Voice Control 4, High Pain 
Threshold 6.

Weapons and Equipment:
Heavy Level Deathsuit (PV 12 Head 35 Torso 65 Arms 45 Legs
50), custom flick-scythe, various
firearms.

GM Advice for Bringing Felis Caro
into the game

"Fool's Crusade"
Felis Caro is searching for what he considers
"True Ebons", in other words Ebons and
Brainwasters who are as racist, demented,
and violent as he is. While he began with
simple feral mercenaries, his influence is
strong enough to have swayed even operatives
to his side. Those near him are becoming
increasingly more like him as time goes on,
distancing themselves from their families and
the "corrupt society" in a way similar to a
cult. 

An Ebon or Brainwaster who is close to one of
the PCs (or one of their patrons) has fallen
under Caro's influence, turning violent and
angry, then running away to join Caro in his
wanderings through lower downtown. It's only
a matter of time before the entire cult (as it
is being called) is ordered destroyed and the
squad is encouraged to intervene, extracting
the unwilling Ebon/Brainwaster before SLA
drops the hammer. Alternately, a PC could be
converted by Caro through good roleplay and
agreement by the player and GM. In this case,
the squad can either intervene and abduct
their former friend or take the ex-operative
down with the rest of
Caro's followers.

FELIS CARO

(*he calls them vassals)  
Stats:
STR 6    DEX 7    DIA 7    CONC 6    CHA 5     PHYS 5
KNOW 6    COOL 5    HITS 11

Skills:
Detect 5, Streetwise 7, Tactics 2, Auto/Support 4, Pistol 3,
Unarmed Combat 6, any melee weapon skill at 4, Sneak 3,
Hide 4

Ebb Skills:
Any available via Glyph Cards.

Equipment:
Various weapons including Flintlocks, firearms, blades,
scavenged Deathsuits, body armor. Also, most will have a
set of Glyph Cards and be proficient in their use.

Typical Followers*
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Race: 
Mutated Greater Carrien

Stats:
STR 50  DEX 16  DIA 8  CONC 8  CHA 1
PHYS 33  KNOW 8  COOL 15   HITS 83

Advantages:
Good Hearing (+7), Good Sense of Smell (+8),
Fearlessly Cool (+8).

Disadvantages:
Minor Sensitivity to Sunlight (-1).

Skills:
Unarmed Combat 11, Willpower 18, Torture 7,
Detect 13, Track 9, Axe 10, Survival 8,
Wrestling 9, Throw 8.

Equipment:
Nearly any sort of firearm or melee weapon
that he can scavenge. Gorne has natural
armor of PV 6. Coat made up of Armour Scraps
PV 8  Torso Id: 45

Notes:
Gorne is too large to effectively use firearms,
but he can throw huge chunks of masonry and
debris to great effect, occasionally grabbing
his adversaries and throwing them at each
other.  In combat, he wields a freeway girder
with both hands, crushing most armour like
tissue paper.

Thrown Boulder Girder

Range: 30m Pen 15
Pen 10 DMG 30
Dmg 25 AD 20
AD 10

Gorne has natural armour over his torso and
head as a result of years of continual
mutation, PV 12, AD 40 head, 100 torso 

GM Advice for Bringing Gorne into the Game

"Search and Rescue"
Three days ago, a selection of popular Contract Killers
(as nominated by Gorezone's viewing audience) led a
camera crew on a widely publicized hunt into CS 4 to track
and terminate Gorne. Unfortunately, the giant and his
horde proved to be too much for them and they were
overwhelmed and believed to be dead. As such, only a
portion of the footage was suitable for general release
since SLA cannot afford to have its best warriors getting
royally thrashed on television. The lost revenue and
damage to the Contract Killer Circuit's reputation would
be irreparable.

Station Analysis recently re-established an uplink to one
of the media crew's helmet cameras and believes that all
but one of the Contract Killers is still alive and being
held prisoner. It is imperative that the survivors are
located and extracted as soon as possible due to pending
public appearances. In the meantime, supplementary
footage has been prepared using stand-ins, but the anxious
public can only be held off for so long.

Gorne and the horde are holding their prisoners within the
burned out ruins of what used to be Crawley's Pork
Processing Center # 5, putting the deep hog stalls to good
use. Even though the Center has been fortified with a wall
and low towers made of crushed rock and embedded with
spikes, a covert entry is still possible. If the squad is
patient, they can take advantage of the horde's roaming
and sneak in while fewer Carrien are present. While the
alarm will probably still be raised, the chances of the
squad and the prisoners getting out alive are much
greater. If an air extraction is not available, the squad
will have to evade the entire horde through the ruins
until reinforcements arrive.

Gorne

STR 30   DEX 10   DIA 8   CONC 5   CHA 3 
PHYS 20   KNOW 8   COOL 16   HITS 50

Skills:
Unarmed Combat 9, Pistol 2, Auto/Support 2,
Throw 6, Track 9, Survival 8, Detect 7, Melee
(any) 5. 

Notes:
These creatures also have a natural armor of
PV 3. Like Gorne, they will use any weapon
they can scavenge.

The Gorne Horde
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Race:
Human (Shatter-mutated)

Stats:
STR 15* DEX 9*   DIA 8   CONC 10*
CHA 3 PHYS 12* KNOW 9 COOL11*
HITS 27

Advantages:
Connections, natural weapons*, natural
armor*, high pain tolerance*, Cool (+9)

Disadvantages:
Shatter addict, Sadist 6, Sociopath 8, Ugly
(as sin) 8

Skills:
Intimidate 10, Interrogate 6, Tactics 4,
Leadership 8, Streetwise 8, Unarmed
Combat 3, Evaluate Opponent 6, Blade 1-H
3, Pistol 2, Running 4, Swim 2, Throw 4,
Pick lock 6, Pick pocket 6, Torture 4,
Psychology 4.

Equipment:
Rags, tough leather like skin (PV 4)*

*due to Shatter mutation.

Weapons:
Crude rusty knife (PEN 0 DAM 3 AD 1),
fingernails (PEN 0 DAM 1 AD 0, usually
envenomed and with increased chance of
infection)

Additional GM Notes on Krutch's
Shatter Mutation:
After years of Shatter abuse, Mama Krutch
can barely be considered human. This fact is
concealed by the heavy rags she normally
wears, but any squad engaging her in hand
to hand will quickly realize that the old
woman is stronger, faster, and much harder
to kill than this hunter sheet indicates. 

Her body frame and spine have warped and
stretched, bringing her full standing height
(out of her normal crooked posture) to well
over seven feet. The texture of her skin is
similar to boiled leather and covered with
boil-like sores, bone-like ridges, and
tumours while her hands have mutated to
become long jagged claws. These, along with
the numerous opens sores, can be used to
inflict wounds that are infected with any
number of diseases. Krutch also possesses
an inhuman pain tolerance that will allow
her to fight without impairment until dead,
regardless of her wounded state. 

GM Advice on Bringing Mama Krutch into the
Game

"My Name ain't Fagin"
The squad returns home after a tough BPN to find that their APC,
car, or apartment has been thoroughly looted and trashed. Anything
with a resalable value that can be easily carried off has been taken
along with any distinct signature items (cherished heirlooms,
autographed Sour Blood Posters, etc.) that will really get at the
PCs. If the squad decides to make a forensics roll (paying for the lab
bill themselves), they get several matches from SLA's database.
Prints recovered include Sammy "The Freak" Gilmore (see above) and
Bill Whitaker (a cannibal) that were once interned at the "Lady of
Angels" asylum in downtown. Neither has a current address or place
of employment and their records end after the asylum was closed. 

Reviews of similar robberies, interviews with neighbours or
witnesses (who didn't call the Shivers), and a use of street
connections can point the squad towards Krutch's gang. They are
based within the Warrens, a crowded section of intertwining streets
that is used as a 24/7 downtown market. If the squad goes there to
find them and perhaps recover the stolen heirlooms/equipment, there
is a chance that one of Krutch's smaller children will attempt to
pickpocket them. The group may be able to find their base of
operations and encounter Krutch, who will be fairly calm when
speaking with the squad (as calm as a Shatter addict can be). Krutch
will only be so cooperative and both her and her gang will violently
resist any attempt to search the premises or
make arrests.

Mama Krutch

STR 5-9  DEX 4-8  DIA 4-6  CONC 4-6  CHA 4-7
PHYS 5-8  KNOW 3-5  COOL 8-10  HITS 10-17

Skills:
Pick Pocket 6, Streetwise 5, Pick Lock 5, Electronic
locks 4, Engineering Covert 2, Intimidation 2-6,
Unarmed Combat 406, Pistol 2-4, any melee skill at 3.

Equipment:
Various thieving tools, sacks, melee weapons.
Possibly a stolen firearm or two.

Notes:
Mama Krutch's little band of psychopaths is little
more than a vicious pack of rats plaguing downtown.
Worse yet, some of them have started to abuse
Shatter and may have
undocumented abilities like
their mentor.

Typical Mama's Boy/Girl
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Race: Wraith Raider 

Stats:
STR 6 DEX 12 DIA 6 CONC 10 CHA 8
PHYS 9 KNOW 8 COOL 8 HITS 15

Advantages:
Acute smell (sight, hearing, and smell) +7.

Disadvantages:
Driven by instinct / Delusional 5 / Arrogant

Skills:
Detect 7, Unarmed Combat 6, Track 9, Sneak 6,
Auto/Support 5, Marksman 6, Pistol 4, Throw 4,
Blade 2-H 6, SLA Info 4, Evaluate Opponent 3,
Hide 7, First Aid.

Equipment:
Silverback armor/Thermal suit equipped with
scout helmet. FEN Sureshot, Vibro Sword.

Masiak Thren

GM Advice on bringing Masiak Thren
into the Game

There are a number of ways to incorporate Masiak
Thren into an ongoing campaign, two of which are
presented here.

"Looking for Love"
This one works well if one of the PCs is a Wraith,
particularly if the character is female. During
the squad's regular operations, Thren witnesses
the Wraith PC in action and takes a liking to them
because of their hunting prowess. If the character
is female, Thren decides she would make a great
mate and sets about wooing her in traditional
Wraith fashion. If the character is male, Thren
decides he would make a good partner and tries to
recruit. Either way, Thren tries to impress the
target PC by watching over him/her in their
operations and possibly leaving "gifts" - fresh kills
of dangerous prey, on their doorstep. Eventually
Thren approaches them directly and explains
himself. If they refuse, he is irritated and the PC
becomes the subject of the next suggestion.

"A Hard Target"
Thren witnesses the squad in action and admires
the combat skill of one of the characters (race is
unimportant). He decides that this PC would offer
a nice challenge and make a fine trophy, so he
contacts the unfortunate PC to compliment them
and lets them know he is about to start hunting
them. It is a game and Thren will give them a couple
hours to prepare before he starts. The combat will
continue until one of the two is killed or the PC
manages to lose him for several
consecutive days.
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GM Advice on Bringing Mauser into the
Game

Mauser is easily incorporated into an ongoing
campaign and if played well, can convince the
players that a human serial killer is stalking their
characters.

"Eradication"
The squad is assigned a White BPN to track and
eliminate a particularly effective Dark Night cell
that has been waging a bombing and sniping campaign
against local Shivers. Good investigative work and
street contacts lead the squad to the DN cell's
base of operations, a multi-floored flophouse in
downtown's sub-level 7. The area is filled with
innocents that panic and get in the way the moment
the shooting starts, making the situation chaotic at
best. Somewhere during the combat, the squad finds
slaughtered Interceptors that they didn't kill -
someone else is present in the combat and stalking
them also. 

Mauser was following its latest target profile (DN
Interceptor in dark armor, profile #12223D2) and
had entered the flophouse from above several
hours before the squad arrived. Satisfied with
stalking the Interceptors at its leisure, it realizes
that its hunt has been interrupted and accelerates
its attack. When most of the targets are dead, it
escapes into the sewer below the house but only
after it has recorded a good view of one or more of
the characters. Since the previous target type has
been terminated, it changes to its next profile,
which corresponds to the operatives it saw. An hour
later, the hunt resumes with the selected target
and any of its kind at the top of the list.

Race:
KRA 650 Mauser Manchine

Stats:
STR 12 DEX 18 DIA 15 CONC 8 CHA 0
PHYS 15 KNOW 12 COOL 20 HITS 27

Advantages:
N/A.

Disadvantages:
N/A.

Skills
Blade 1-H 10, Blade 2-H 10, Unarmed Combat 9,
Auto/Support 5, Pistol 4, Rifle 5, Throw 4, Torture
7, Running 5, Climb 6, Intimidation 7, Detect 11,
Track 8, Sneak 7, Read Lips 4, Evaluate Opponent 8,
Engineering - Covert 6, Xenobiology 7, 
Psychology 3.

Weapons and Equipment:
Mauser has five weapon arms in total including
two steel clawed conventional arms (PEN 2 DAM 3
AD 1), retractable vibro blades mounted on either
shoulder (PEN 4 DMG 4 AD 2), and an extendible
circular saw blade (PEN 6 AD 3 DAM 5) built into
the lower chest cavity. It is also armoured on all
locations (PV 8, ID 25). The unit may be equipped
with any firearm it has managed to scavenge.

Mauser
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Race: Xeno class Stormer

Stats:
STR 12     DEX 15     DIA 9     CONC 9     CHA 6 
PHYS 14     KNOW 9     COOL 12     HITS 26

Advantages:
Good Eyesight 5, Good Hearing 4, Finances Good 5.

Disadvantages:
Drug Addict 2

Skills:
Leadership 7, Hide 8, Track 7, Martial Arts 10, Blade 1-H 10,
Blade 2-H 9, Detect 8, Climb 8, SLA Info 7, Auto/Support 10,
Pistol 8, Biofeedback 6, Willpower 11, High Fashion 7,
Diplomacy 5, Interview 6, Tactics 6, Extreme Violence 6.

Weapons and Equipment:
Shock Tendons, Advanced Skeletal Enhancement: quills, Maul
Claw & Teeth Enhancements (Claw PEN 2 DMG 3 AD 1, Teeth
PEN 1 DMG 4, AD 1). Stylish business clothing, any weapon
desired, and Boopa with combat drugs (UV, KS+, Shatter). He
also has the standard Xeno features of Natural Armor,
Regeneration, and Camouflage. 

Mr. Kimble

GM Advice on Bringing Mr. Kimble
into the Game

The task of going after the rogue Xeno is best
accomplished with stealth, but they'll soon
find out that Kimble has a number of
competitors who would love to take him out of
the market. In their opinion, a well-trained
operative squad is the perfect assassination
tool.

"A Bull Market"
The characters arrive on Halo (hopefully
covertly) to terminate Kimble and his
operation and are approached by
representatives from a man named Harkins
shortly after they start asking questions.
Harkins is an arms dealer who has watched
his profits erode due to Kimble's cutthroat
pricing and is determined to strike back. He
and another arms dealer (Marla Hinson, who
specializes in chemical and bio weapons) have
temporary joined forces to take care of the
problem and offer joint support and
information to the squad. Once Kimble is out
of the way, they turn on each other to fill
the market void and the fighting quickly
explodes into a major civil disturbance,
resulting in the declaration of martial law.
The squad may be called upon to help
intervene at the GM's discretion since they
could be considered responsible. Immediately,
both Harkins and Hinson attempt to persuade
the squad to help their side through bribery
or intimidation, but will turn to blackmail
(they have unofficially been in the employ of
subversives haven't they?) in a heartbeat. 

If the players are looking for a way to have
their characters leave SLA Industries, there
are ample opportunities to have them join one
of these soft companies as soldiers or even
try to fill the void left by Kimble's death
themselves.

Typical Enforcer/Bodyguard

STR 7      DEX 8       DIA 7       CONC 6      CHA 5 
PHYS 8     KNOW 4     COOL 9     HITS 15

Skills:
Detect 7, Streetwise 5, Tactics 6, Auto/Support 7, Pistol 8,
Martial Arts 6, any melee weapon skill at 5.

Equipment:
HARD or Powercell Armor, FEN AR,
any melee weapon
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Race: Human

Stats:
STR 5     DEX 7     DIA 9     CONC 9     CHA 8 
PHYS 6    KNOW 9    COOL 10    HITS 11

Advantages:
Cool (+5).

Disadvantages:
None.

Skills:
Sneak 5, Detect 6, Hide 5, Climb 3, Streetwise 7,
Interrogation 3, Interview 7, Running 5, Pistol 3,
Photography/AV 6, Computer Use 3, Computer
Subterfuge 3, SLA Info 3, Soft Company Info 3,
Survival - Downtown 5, Cult Info 3, Telegenics 5,
Willpower 5, Persuasion 6, Read Lips 5, Intimidate 4.

Equipment:
Backpack with Eye symbol filled with
camera/recording equipment. Flak vest, CAF pistol.

Sera Winterlong

GM Advice on Bringing Sera
Winterlong into the Game

"Live at Eleven…and Twelve… and One…"
Most subversives that are hunted by SLA go to
ground, but a few like Winterlong are too
headstrong or too stupid to run. In Winterlong's
case, she has decided to take the fight to Slayer's
best in the only way she can. Having been
approached by Dark Night, she is now enjoying their
direct support and ClearEye is about to go fully
operational twenty-four hours a day. Adverts are
already appearing on Channel Resistance and the
"Go Live" date is less than a week away. In the
meantime, Winterlong and her DN associates are
running down every possible instance of SLA
atrocities to broadcast all at once. She knows that
SLA will drop the hammer quickly, so every second of
airtime has to count. While other teams are left to
go for simple matters like Shiver corruption or toxic
waste dumps in the water supply, Winterlong is going
right for a target close to the squad's heart - the
Contract Circuit.

Backed up by a selection of tough props, Winterlong
has decided to intercept Sour Blood (the "People's
Champion") during one of his carousing rounds,
abduct him, and then interview him under torture. If
she succeeds, he'll be forced to spill his guts
(literally and figuratively) about the Circuit's true
operations, causing irreparable harm during the
two hours it takes the normal SLA masses to forget.
Channel Resistance will of course continue to
broadcast the material indefinitely until they find
something more damaging to use.

The squad can enter this as bodyguards for Sour
Blood who are near when the attacks begin. The
assaults will occur until either Winterlong's
mercenaries take too many casualties, the
abduction succeeds, or Sour Blood is accidentally
killed. The squad will be immediately assigned to
locate the perp responsible and bring them to
justice as per this Hunter Sheet. If the abduction
succeeds, they will also have to rescue the
Contract Killer without media attention.

The squad could also stumble upon Winterlong's
plot when they finally locate ClearEye's operation
and try to shut it down. It's filled with well-armed
Interceptors and DN sponsored props, but one of the
survivors tells the squad what Winterlong is up to.
It's up to the characters to prevent a PR nightmare
and save Sour Blood from his
hormones.

(if WW vet, stats and skills will be higher)

STR 10    DEX 11    DIA 5    CONC 5    CHA 4  
PHYS 11    KNOW 5    COOL 10    HITS 21

Skills:
Detect 7, Streetwise 7, Tactics 3, Auto/Support 5, Pistol
4, Martial Arts 5, Any melee skill at 6.

Equipment:
HARD or Powercell Armor, any auto weapon (FEN AR,
Power Reaper, FEN Warmonger, etc.), pistol, grenades,
powered melee weapon.

Prop Bodyguard
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Race: 
Vevaphon

Stats:
STR 11*   DEX 14*   DIA 9    CONC 10    CHA 5  
PHYS 13   KNOW 10   COOL 11   HITS 24

Advantages:
Vevaphon shape-changing abilities. 

Disadvantages:
Shatter mutation (cannot hold any form for more
than 20 minutes), cellular deterioration (due to
Shatter exposure), Sadism 5, Sociopath 5.

Skills:
Detect 7, Martial Arts 9, Willpower 7, Torture 8,
Track 9, Security Systems 8, Sneak 7, Auto/Support
5, Pistol 4, Throw 4, various Melee 7, Sleight 3, SLA
Info 4, Lock Picking 5, Evaluate Opponent 6, Hide 7.

Equipment:
Very little in terms of equipment is carried,
although Seraph is known to scavenge from slain
foes for both equipment and
trophies.

Seraph

GM Advice on Bringing Seraph 
into the Game

"Jailbreak - BreakJail"
The characters pick up a Silver BPN to guard
Melissa Fallon, a popular media star of "SLA 2-Day"
on her investigation of the Shivers at Station 534 in
downtown. It was issued after reports of corruption
reached Cloak Division and the decision was made to
send in expendables to test the waters. Cloak knows
that the department has been infiltrated by Dark
Night, but do not know to what degree. In reality,
the station has become an independent soft company
with heavy support from DN.

Fallon is a tough reporter and plans to be
aggressive in her dealings with the Shivers. She is
nearly impossible to intimidate and demands to have
her way, barging in on the Shiver captain himself.
The squad is met with outright hostility and Ms.
Fallon pushes it to the point that the Shiver captain
orders her and the camera crew arrested as per
"orders from Cloak Division" that they refuse to
present. As the squad tries to sort this out, being
the voices of reason, Seraph makes his move and
kills the main and backup generators. All hell
breaks loose in the darkness under the flickering
emergency lights.  

Bill Louis, a Karma tech who was assigned to the
same Stormer batch that produced Seraph, knew
that someone was out to get him. Several of his
fellow techs and supervisors had been killed in
unusual ways before the Vevaphon attacked him in
his apartment (it had concealed itself in his bed).
Narrowly escaping, but with the Stormer in close
pursuit, Louis ran into a squad of Shivers from
Station # 534 and attacked one to get arrested. The
Vevaphon watched patiently as the tech was carted
away and has chosen this moment to enter the
station to get him. Louis had fought hard enough
that the Shivers will recognize him on sight, so when
Seraph enters the building in his human form (whose
likeness is based upon Louis), a serious disturbance
starts. The Shivers on duty try to teach him a lesson
(again) and throw him back into a cell, but are
completely unprepared for what they're about to
tangle with. Seraph is intent upon killing anyone in
his way to the cowering tech, which includes the
Shivers, the media team, undercover DN
Interceptors, and any characters getting in the
way. If the Vevaphon escapes, the
squad is offered the Hunter
Sheet to bring it down.
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GM Advice on Bringing Sniper D into
the Game

"Hunters"
The Contract Killer Godfall rose through the
Circuit rankings by specializing in the termination
of Soft Company Sponsored Contract Killers and
Enforcers. Having totalled over fifty-eight Hunter
Sheet based kills, six Red BPNs, and two ant-DN
Black BPNs, he has become a well-publicized threat
to Mort's subversives and a Gorezone favorite.
Sniper D has been assigned to put him in his place,
but good work on the part of Internal Affairs let
SLA know he was coming.  

The squad is assigned this Hunter Sheet to bring
down Sniper D before he has an opportunity to
terminate Godfall on camera. Since the Contract
Killer is registered to participate in next week's
"Gorezone -Seven Days of Slaughter Marathon", the
attack will probably come then when he is most
visible. The characters will have to canvass the
arena area for the sniper and neutralize him before
he can take the shot. This involves a lot of rooftop
stalking and combat, which will be bad if a
character is suffering from Agoraphobia or
Altophobia. One wildcard that the characters may
not count on is the Contract Killers themselves.
Many of them are aware of Sniper D's reputation and
may put off their infighting and attempt to take him
down during the broadcast. This includes
terminating anyone (competitor
or operative) who gets in
their way to the target.

Race:
Unknown but believed to be human.

Stats:
STR 7   DEX 11   DIA 9   CONC 10   CHA 6 
PHYS 9   KNOW 10   COOL 10   HITS 16

Advantages:
Cool 10, Connections (Dark Night) 7

Disadvantages:
None.

Skills:
Trick Shot 9, Biofeedback 7, Engineering - Covert
9, Willpower 7, Tactics 10, Hide 9, Detect 12, Sneak
9, Rifle 10, Pistol 7, Auto/Support 10, Marksman
11, Throw 8, Indirect Fire 8, Demolitions 9, First
Aid 5, SLA Info 6, Soft Company Info 9, Weapon
Maintenance 10, Survival 6.

Equipment:
Custom Crackshot (PV 20 Head 30 Torso 90 Arms
65 Legs 75), GTM launcher (Gel Targeting Missiles
ROF 10, Magazine 20, PEN 12 DMG 18 AD 10 Burst
Radius 15). He also is equipped with Two Darknight
Custom Sniper weapons: A "Terminator" Sniper
Cannon (17 mm Clip 10 ROF 1 RCL 15 Range 540m
with recoil baffling 2 lvls and muzzle brake) and
a DN "Project 4" Sniper Rifle (12mm Clip 10 ROF 1
Recoil 8/7 Range 75m with recoil baffling and
muzzle brake). A backup weapon in the form of a
10 mm pistol is usually present also, but seldom
used.

Sniper D
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STR 11       DEX 11      DIA 5        CONC 5     CHA 4 
PHYS 11    KNOW 5    COOL 10    HITS 22

Skills:
Detect 5, Sneak 7, Hide 5, Tactics 5, Auto/Support 6, Rifle 7, Pistol 3,
Axe 5, Blade 1-H 5, Blade 2-H 4, Willpower 6, Torture 4, Tracking 5,
Running 5, Marksman 6 (Sniper only).

Equipment:
Patchwork Armor (PV 16, Head 25, Torso 60 Arms 40 Legs 40), various
melee weapons, auto/support weapons including War World ordinance,
one will be equipped with a sniper rifle.

Scav squad Stats

Race: Scav

Stats:
STR 16    DEX 16    DIA 9    CONC 8    CHA 7    PHYS 16
KNOW 9     COOL 13     HITS 32

Advantages:
Cool (+5), High Pain Tolerance.

Disadvantages:
None.

Skills:
Sneak 10, Detect 8, Hide 5, Tactics 6, Auto/Support 11, Pistol
7, Marksman 5, Pole arm 9, Axe 7, Powersuit Pilot 3, Blade-1H
11, Blade 2-H 12, Unarmed Combat 9, Engineering -Covert 4,
Demolitions 3, Blind Fighting 5, Willpower 9, Torture 5,
Animal Handling 3, Weapon Maintenance 5, SLA Info, Tracking
5, Hide, Climb 5, Running 6, Survival 7

Equipment:
Trenchcoat over Patchwork powered Armor (PV 16, Head 40,
Torso 100, Arms 70, Legs 65), various War World weapons
including a FEN Warmonger or Power
Reaper, Various Melee weapons
including a Chain Axe.

The Silent One

GM Advice on Bringing the
Silent One into the Game

"Battlegrounds"
Company analysts have tracked the
Silent One's trek through downtown
and have a general idea that one of
his possible courses will take him
through the Serendipity block, home
for the Dharma Institute for the
Criminally Insane. Simply used as an
overflow facility for Bethlehem,
Dharma currently contains a few
dozen moderately dangerous
inmates that are considered
valuable enough to protect for
research purposes. Considering the
Silent One's previous actions, there
is no doubt that he'll probably put
the place to the torch and
slaughter everyone within. The
squad is assigned to protect this
facility from his rampage and
terminate him and his soldiers if at
all possible. 

During the three days it takes for
the Scavs to strike, inmates make it
a point to harass, tease, and taunt
the characters as much as possible.
The physicians and orderlies aren't
much better and seem to enjoy
harassing the squad too, but in more
serious ways (i.e. locking them into
wards, drugging their food with
hallucinogens, etc.). By the time
the scavs arrival, the attack may
come as a source of relief. 

Instead of approaching from the
street, the Silent One and his scavs
enter the facility by breaking
through the floor in the basement
from one of the sewers and enter
one of the general wards. If no
characters are guarding the inside
of the facility (a strong possibility
considering the endless
harassment), the ensuing mayhem
should serve as a sufficient alarm.
Following is a pitched battle across
the facility with many inmates
joining in against either side. If the
Scavs are defeated, they
withdrawal back to the sewer and
the squad is issued the Hunter
Sheet to go after
them.



63

GM Advice on Bringing Tam McGovan into
the Game

"Hell's Brink"
McGovan managed to escape after his raid on the
Anderson compound, but ran into a string of bad luck
afterwards. He stumbled into combats with a Carrien
Clave, a well-armed Scavengers hunting party, and the
infamous "Bad Noose" cognate amongst others, barely
escaping with his life. While under care by his private
physician a cocktail of KickStart, Ultraviolence, and
Shatter, McGovan is recuperating well and trying to
keep a low profile. In his more lucid moments, he tries
to plan his revenge but is short of ideas beyond going
after his former Clan headman.

The Frother has holed up in a bar/flophouse called
"Hell's Brink" that is known as a safe downtown haven
for all types of subversives. There are over a hundred
such individuals, including a variety of ex-SLA ops on
the run from Cloak, the last members of the "Green
Wrench" soft company, and the ex-DarkFinder/Contract
Killer "Thrilluh" who is a paranoid schizophrenic. Built
in the shell of a former mental health facility, it is
characterized by wide hallways, heavy doors, and
rather good security. 

McGovan can be located through the good use of street
connections, but getting into Hell's Brink without
being made will require good roleplaying.  While the
residents have little loyalty to each other, they will
work together to aggressively defend their home from
invaders. If the characters can't convince the patrons
that they are on the run from SLA, the alarm is
sounded and they will have to face a well-armed and
half-crazed anti-company mob. McGovan will use the
ensuing chaos to escape since he is
sure the squad was after him.

Race: Clan Frother

Stats:
STR 11   DEX 10   DIA 6   CONC 8   CHA 7 
PHYS 11   KNOW 7   COOL 9   HITS 22

Advantages:
None.

Disadvantages:
Drug addict 6, Short Tempered, Sociopath 4,
Arrogant 4, Delusion 6.

Skills:
Detect 6, Sneak 6, Blade 2-H 9, Unarmed Combat 8,
SLA Info 5, Rival Company Info 5, Streetwise 7,
Intimidate 8, Willpower 7, Pistol 6, Auto/Support 7,
Rifle 6, Tactics 5, First Aid 4.

Weapons and Equipment:
CrackShot Armour, Powered Claymore, 3
Fragmentation Grenades, BLA Blitzer, others as
needed.

Tam McGovan
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Race: Ebon

Stats:
STR 8   DEX 10   DIA 10   CONC 12   CHA 8 
PHYS 9    KNOW 11    COOL 8    HITS 17
FLUX 25   SUIT FLUX 20

Advantages:
None.

Disadvantages:
Arrogant 7.

Skills:
Detect 4, Persuasion 5, Communiqué 5, Tactics 6,
Leadership 7, Intimidate 5, Interrogate 3, Business
Finance 6, SLA Info 7, Rival Company Info 7,
Literacy 9, Interview 6, Streetwise 5, Auto/Support
3, Pistol 6, Hide 4, Running 5, Psychology 5.

Ebb Skills:
Telekinesis 14, Blast 12, Healing 7, Reality Folding
9, Sense 10, Enhance 8.

Equipment:
Medium Deathsuit (PV 7 Head 10 Torso 20 Arms 15
Legs 17), twin Flintlocks, any other desired
weapons.

SILN VORTA

GM Advice on Bringing Vorta into the
Game

"Eviction"
The characters are assigned a Blue BPN to keep the
peace in the Harvest Street area of downtown during
a public speech by a representative from the Dept. of
Housing. Three squads of Shivers are present to
reluctantly back them up, but the operatives will be
calling all the shots. Everyone except the PCs knows
that the Housing representative is about to announce
the eviction of the heavily populated two-block area
and the gathering crowd is tense. Worse yet, both
Third Eye and an undercover Channel Resistance crew
are present to put their own spin on the ensuing chaos.

Vorta has seen this as a great opportunity to bring
EbbSource into the public eye and has sent a large
group of well-armed feral Ebons/Ebans to disrupt the
proceedings. Once the announcement is made, his
people attack every SLA employee in sight and make
the statement that "Downtown belongs to the People"
for the benefit of the cameras. It is up to the squad's
abilities and leadership to prevent a rout of the
Shivers and quell the riot before much damage is
inflicted. If the assault is successful, EbbSource will
gain visibility in the public eye and draw more
recruits.

Once the Blue is completed, the squad is offered the
Hunter Sheet to go after Vorta and his organization.
EbbSource is believed to be based near the reservoir
at the CS3 wall and getting there entails the normal
hazards of downtown treks. This includes a manchine,
the cannibal communities populating "The Swamps", and
finally Vorta's Ebb capable patrols. If the rogue Ebon
is not killed in the raid, he will resurface again
within a few weeks and resume his
operations.

STR 6    DEX 9    DIA 5    CONC 5    CHA 3 
PHYS 5    KNOW 4    COOL 7    HITS 11

Skills:
Detect 5, Streetwise 4, Tactics 2, Auto/Support 5,
Pistol 4, Martial Arts 5, Any melee skill at 4.

Equipment:
DN 00985 Body Armor, DN 100 Assault Rifles, any
melee weapon.

Bodyguards
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GM Advice for Bringing Foss into
the Game

Foss thrives on the chaos he creates and is
completely unconcerned with the lives of his
followers. This gives a GM one the best ways to
motivate the squad to go after him. Make it
personal for either them or in this case, a
powerful sponsor. 

"Mob Rule"
During one of Foss's public speeches, a riot
broke out and three restaurants and food
shacks owned by a man named David Tsung were
gutted. Unable to gain any real compensation
and suspecting that someone is using the riots
to target his establishments, Tsung used his
rather powerful connections to have a Hunter
Sheet put out for the one responsible. Anyone
who takes the sheet will receive his personal
thanks and the appreciation of an underworld
connection. The down side is that several
Trang enforcers, seeking to impress their boss,
have independently started gunning for Foss.
They will attempt to intimidate any
competition, but quickly resort to violence
when this doesn't work.

Race: Brain Waster

Stats:
STR 8 (10)   DEX 10 (12)   DIA 9   CONC 11
CHA 8   PHYS 9 (11)   KNOW 10   COOL 7 (9)
HITS 21   FLUX 48   SUIT FLUX 30

Advantages:
None.

Disadvantages:
Sociopath (-4), Short Tempered -3, Bad Sleeper -3,
Delusional - 8

Skills:
Martial Arts 9, Auto/Support 6, Rifle 9, Polearm 9,
Pistol 8, Flexible Weapon 10, Cult Info, Detect 6,
Intimidation 7, Leadership 10, Persuasion 8,
Communiqué 4, Acrobatics 10, Climb 6, Formulae 7.

Ebb Abilities:
Protect 16, Communication 20, Red Thermal 12,
Healing 6, Enhancement 11.

Equipment:
Super Level Deathsuit (PV 13 Head 20 Torso 80
Arms 60 Legs 70).

Foss

Generic Followers

STR 5   DEX 5   DIA 4   CONC 3   CHA 5  
PHYS 5  KNOW 4   COOL 4   HITS 10

Notes:
Will fight against SLA forces until Foss is gone,
but by then it's too late for them. In general, no
skill should be over 3 since these are largely
normal people who were whipped into a frenzy.
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Race: Human

Stats:
STR 14*  DEX 9   DIA 9*   CONC 8*   CHA 11* 
PHYS 13   KNOW 9   COOL 15   HITS 27*

Advantages:
None.

Disadvantages:
Death Wish 6, Phobia: Death 3, Bad Sleeper -2. 

Skills:
Detect 4, Willpower 7, Sneak 3, Blade 2-H 8, Blade
1-H 5, Unarmed Combat 6, Streetwise 6, Intimidate 6,
Pistol 2, Rifle 4, Board Game Trivia 9, Persuasion 5.

Weapons and Equipment:
Home made Riveted Plate Armor (PV 7 Head 10 Torso
35 Arms 20 Legs 25), Vibro Broadsword (PEN 6 DMG
6 AD 4), Three very worn game rulebooks (Main
Rule Book, Creature Feature Folio, and Gods &
Devils), various religious talismans (from game),
oil, lighter.

Todd Clerick

Clerik has been imbued with some very unusual powers:

Aura of Good:
Makes any Ebon or Brainwaster who comes within 15 feet of him
uncomfortable (Roll against CONC) and puts those within 10 feet in
excruciating pain (CONC -5 to remain close). Necanthropes are
unable to approach closer than 15 feet. This ability is on all the
time. When he concentrates on an individual, Ebb users of all kinds
are filled with inescapable terror, and are compelled to flee
Clerik's sight. This concentration prohibits any other action.
Necanthropes may not come back within Clerik's line of sight for 24
hours.

Blessing:
Any weapon or item blessed by Clerik in the name of his patron and
wielded by a believer inflicts +2 DAM +2 AD and +1 PEN. The wound
requires twice the amount of time or Effort to heal (kickstart at
half effect, Ebb healing does not work). Science friction materials
provide no protection against these weapons, effectively reducing
any ebb armour (including telekinesis) to PV 0, ID 0 for the
purposes of calculating damage.”.

Bright Lady's Favor:
This ability allows Clerik to survive potentially fatal events
unscathed while those around him are massacred. This counts as 10
levels of Good Luck.

Enhancement:
Some of Clerik's attributes have been increased by his "Goddess's"
intervention. These are denoted with an * in the stat line. This
ability is on all the time.

Healing:
This ability removes up to 6 points of damage upon contact up to
three times per day. It also will instantly halt any infection or
disease, although the problem will reoccur within 48 hours.

Holy Blast:
This is a ranged, "Ebb Blast"-like ability that does a single PEN 10
DAM 15 AD 4 strike once per two rounds. It is accompanied by a flash
of light and a clap of what sounds like thunder.

Holy Smite:
This ability can be used once per turn against any enemy of Clerik's
and imbues a strike with +5 DAM, +5 AD, and +2 PEN.

Mystic Warding:
Reduces the effect of any Ebb attack by ½. This also doubles the
Flux cost of any Ebb power used within 20
feet of him. This ability is on all the time.

Special Notes



67

GM Advice for Bringing Todd
Clerik into the Game

Clerik can be brought into the squad's life
as one of the many crazy but mostly
harmless people living near their housing
assignment. Perhaps he even begins a
friendship with one of the characters and
may even show up to help when the squad is
on a BPN. At first, he appears mostly
nonviolent and is quite a lady's man
(commonly seen with any of a dozen
beautiful women - Darla's Divas), but certain
subjects such as the Skin Trade or serial
killers bring out his fiery aspects and hint
at a more dangerous nature. He bears
watching, but has no criminal record.
Shortly afterwards, he hears his calling
and gains his abilities and the full
cooperation of the Divas.

"Trade Wars"
The squad returns to their tenement one
night to see a group of well-armed men
closing on Clerik. These are Skin Trade
Enforcers who were sent to pay him back for
his recent vigilante actions (rescuing
damsels in distress). The squad witnesses the
fight, including Clerik's "magical" abilities
and gets marked as targets if any Enforcers
survive. Clerik tries to recruit them to his
cause and when the Hunter Sheet is issued,
the PCs have to make a decision. Regardless
of whether they sell him out or decide to
protect him, the Trade Enforcers keep coming
until Clerik and his suspected bodyguards
are dead.

Once Clerik is officially slated for
termination, he and the cognate start their
work as emissaries of their "Bright Lady." He
begins by spending a lot of time in the
partially flooded Bay Mall complex where
they heal the mobs of sick homeless and
destroy monsters in the catacombs (he calls
Carrien "manotors"). It is considered
Johannas territory and any operatives
entering the area can be shot on sight, but
Clerik and his friends are not considered a
threat by the gang and are
allowed to stay.

Typical Member (12 women)

STR 9    DEX 10    DIA 6    CONC 6    CHA 9   PHYS 6
KNOW 5    COOL 8    HITS 15

Advantages:
none

Disadvantages:
Sociopath 7, Delusion 4 (and growing)

Skills:
Detect 7, Blade 1-H 7, Blade 2-H 8, Pistol 6, Auto/Support 5,
Throw 5, Unarmed Combat 6, Sneak 5, Hide 6, Seduction 6,
Persuasion 4. 

Special Skills:
Holy Blast (PEN 5 DAM 6 AD 2), Mystic Warding (range is 10
feet), Aura of Good (range is 10 feet max), Blessing (+1
DAM only), Healing (3 points twice per day).

Weapons and Equipment:
White robes concealing various armor types (Silverback or
Powercell are not unusual), any firearm or melee weapon
they managed to steal, various combat drugs (UV, Shatter).

Darla's Divas Cognate 



68

aka The Prime Executioner, aka
Sada the Punisher

Race: Necanthrope

Stats:
STR 26    DEX 28    DIA 18    CONC 17   CHA 15 
PHYS 27    KNOW 18    COOL 18     HITS 53 
FLUX 200    SUIT FLUX 30.

Advantages:
Good Hearing (+5), Good Vision (+8), Good Luck
(+2), Ambidextrous.

Disadvantages:
Sadism (-4), Sociopath (-6), Major Enemy (the
Preceptor, -10), 

Skills:
Torture 18, Auto/Support 12, Detect 15, Swim 9,
Martial Arts 16, Intimidation 13, Tracking 13,
Evaluate Opponent 13, SLA Information 10,
Streetwise 8, Sneak 15, Biofeedback 11, Blind
Fighting 14, Flail 12, Willpower 14, Throw 9, Cult
Info 10, Rival Company Info 10, Interview 5, Blade 1-
H 14, Blade 2-H 16, Pistol 12, Formulae 16. 

Ebb Skills:
Detect 14, Gore Cannon 19, Protect 18, Blast 18,
Enhancement 18, Blue Thermal 15, Telekinesis 20,
Healing 12, Protect 14. Fold 17, Emotional Intrusion
9, Voice Control 7, High Pain Threshold 10,

Weapons and Equipment:
Angel Level Deathsuit (PV 22 Head 85 Torso 175
Arms 105 Legs 125), Gore Cannon (Sentient), Claws
(PEN 6 DMG 10 AD 4).

Deitrius Sada

In addition to his Gore Cannon and formidable Ebb
abilities, Sada also retains the Weeping Lash, which was his
symbol of office. The Lash is a heavy cat-o-nine tails style
flail made of black Science Friction material used to
inflict horrible punishments upon victims. It is possessed
of a sentience that can only be described as pure evil. Any
creatures but a Necanthrope with a dark nature is very
uncomfortable around it and the weapon is known to only
obey one master. It delights in fulfilling its duty and
surprisingly, there does not appear to be any rivalry
between it and Sada's Gore cannon (also sentient).

The Lash can be used to slash or entangle several
opponents at once, provided that they are reasonably
close together. Any victim struck is subject to a single
PEN 10 DAM 12 AD 5 attack in addition to the weapon's
special affects. Those touched are struck by any of Sada's
ebb abilities such as Flesh Friction, Psycho-Virus,
Emotional Intrusion, or even Blast. The Lash also
possesses the ability of Gore Cannon: Drain at 15 and
automatically attacks upon contact, happily pulling blood
and ebb from the victims.

When a victim is entangled, the effects are far more
intense and terrifying inducing a Stress of AS4 and PS 5.
The tendrils of the weapon become fluid shadows, flowing
across any armour or clothes to seek openings, and then
going for orifices such as the nose and mouth. Once they
have entered the victim, the Necanthrope's Ebb attacks are
at +8 and the Lash's Drain attack is an automatic success.
Few have survived the assault of this weapon and those
that have, are often left flayed to the bone and crippled.

Weeping Lash
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Bringing Sada into the Game

"A Living Legend"
Deitrius Sada is a dark legend amongst Ebons and
Brainwasters, many of which have grown up hearing
about him and his exploits. To many, Sada has ascended
into superstition to become something far more
sinister than a rogue Nec on a Hunter Sheet - he's the
ultimate childhood bogeyman. Humans and other
races will most likely not have heard of him, but the
fear in the eyes and hushed whispers of those very
few Ebons willing to invoke his name should give them
an idea of what they're dealing with. Legend has it
that he knows when his name is spoken and often
calls upon the blasphemer to consume his/her soul.
Even in the modern World of Progress, the squad
taking the Hunter Sheet will receive no assistance at
all from the Ebon/Brainwaster community which has
proven surprisingly superstitious. 

Meeting him provides a Stress of AS 4 and PS 3 for
those who know his reputation, but
Ebons/Brainwasters may suffer an additional +1 AS/
+2 PS at the GM's discretion.

The Hunt
Finding signs of Sada within the sewer near CS 5 is
nearly impossible unless he is actively hunting, but
they may find evidence of his passing in the form of
decimated Cognates or Carrien claves. It is also
possible that the squad could stumble across him as
he's destroying an opponent and be able to intervene.

Setting a trap with an Ebon or Brainwaster is the
surest way to force a confrontation, particularly if
the vict -er volunteer makes a point to blasphemy the
Nec's name and House Sada. If the Necanthrope
becomes aware of this, he will respond immediately
and engage the squad by folding behind them and
using his Rain of Blows and the Weeping Lash.
Alternately, he may fold in near a squad member
(probably the Ebon playing bait), ensnare him with
the Lash, and then fold away to his lair within Sewer
Level 9. Wanting to punish the squad for their
insolence, he won't let this attack go. At the GM's
discretion, Sada will either extract the squad's
identities from the victim and begin hunting them or
leave a formal challenge (a traditional House Sada
"Purge Certificate") on the ground with directions to
another area more favourable to him that is deep
within Downtown. Either way, the squad has become
prey and Sada will seek to hunt each of them down
and punish them as he once did as
Prime Executioner.
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Bishop of the South Sewers

Stats:
STR 10*      DEX 10*      DIA 7      CONC 8*      CHA 9 
PHYS 10*     KNOW 8     COOL 9*     HITS 20*
Energy points 200

*denotes an attribute regularly enhanced by character's blood
manipulation abilities.

Advantages:
Resistance to Ebb effects (Conc Roll at -ebb power rank: success
negates effect), Pain Fetish (wound penalty is instead applied as
a bonus). [Neither of these advantages are available outside the
Blood Cult, obviously]

Disadvantages:
Sociopath (-7), General Poor Hygiene (-4)

Skills:
Blade 1-H 9, Blade 2-H 6, Flail 7, Axe 6. Unarmed Combat 5. Pistol
2, Detect 9, Streetwise 8, Intimidate 9, Hide 7, Torture 8, Track 4,
Medical 3, Leadership 6, Cult Info (Chi'en) 10, Willpower 10,
BioFeedback 6

Raik's Equipment:
Raik normally only carries a simple knife used for utility
purposes.

Notes:
Raik is currently based within an abandoned sewer relay nexus
under Level 8 of Milton sector. It is more than forty levels deep
(providing lairs for all sorts of horrors) and feeds to CS 3. It is
a massive structure comprised of a web of cramped tiers and
rusted walkways, built over deep cycling vats filled with flowing
sewage at the very bottom. The area is loosely protected by a
small number of simple traps, but the unstable walkways and
rusted supports pose more of a threat to someone in heavy
armour. There are approximately 80 Chi'en cultists of various
skill levels living here and they will mobilize within minutes of an
alarm being sounded. Stealth is the best entry method to get to
Raik, and the fighting will be in close
quarters.

Elliot Raik

GM Notes:
the Chi'en Blood Cult is very dangerous. Raik is monstrous,
and that's the way it should be; he's a vehicle to
demonstrate what the Cult is capable of, not someone to
stick up as an end-of-session encounter (and if you think
he's bad, you should meet Rot some time, even locked in his
glass pillar in Bethlyhem Aslum...) Almost anyone just
stumbling into him and having a go is looking to be
slaughtered. This bloke takes down Necanthropes, for god's
sake. Don't use him as some sort of random threat mook. He
can be defeated - but it takes planning, inside information
on how to make him weak, lots of back-up, maybe special
talismans... ie, a fairly hefty story arc. If you want a
general Blood Cult priest, slash Raik's stats, give the bloke
one or two Blood Cult abilities, and tone it all carefully to
your group's level.

Elliot Raik's primary attack is the manipulation of blood,
usually obtained from a recent victim. Between combats, he
always activates his First Blood power, so it will always be
active when he is first encountered. His first action under
threat is to use his Blood Armour ability, providing
protection, and enhancing his speed, strength and ferocity.
This armour also allows Raik to manifest bladed weapons
formed from blood at will. He is also capable of taking
control of an attacker's own blood, if he can make physical
contact and draw blood - (requires a successful hit and 1pt
of damage after armour). His most horrific power is Flesh
Welding, in which he warps and melds corpses of victims
into an unwholesomely strong aberration that he can
control and command. Raik normally uses at least ten
cadavers to perform this ability. Injuries tend to amuse him.
If he is in serious danger, he will do whatever he can to get
away -- using Bloody Mess, leaving Flesh Welded creatures
to slow opponents, whatever.



71

STR 10   DEX 11   DIA 6   CONC 11   CHA 4 
PHYS 11   KNOW 9   COOL 12   HITS 21

Advantages:
High Pain Threshold, Mild Resistance to Ebb
mental attacks (1/2 effect or damage, +2 to save
against Communication or Senses usage).

Disadvantages:
Psychosis 7, Sociopath 5, Delusional 3.

Skills:
Blade 1-H 6, Blade 2-H 7, Axe 5, Pistol 4,
Auto/Support 4, Detect 4, Torture 5, Cult Info 3,
Willpower 6, Intimidate 4, Streetwise 6.

Equipment:
Knives, melee weapons, various firearms.

Notes:
Any member of the Chi'en blood cult must be
approached with extreme caution due to their
fanatical mindset, unusual abilities, and the
considerable threat they present. Any squad
encountering these individuals must submit to an
interview and quarantine by Internal Affairs.

Chi'en Cultist

Blood Magic notes

Harvest Suffering
Cost: Free
Ritual length: n/a (constant)
Stress: AS 3 PS 3
This ability allows Raik to channel bloodshed and pain into energy for
attacks. Any pools and spatters of blood and other bits of gore in the area
animate and flow bubblingly towards him, sliding quickly up his boots and
underneath his jeans. This provides him with 1 point of energy for every 3
points of damage inflicted within ten feet of him, up to five minutes earlier.
He also gains 1 point of energy for each point of damage he personally
takes. There is no upper limit to how much he can harvest, although the
points are lost within 12 hours if not spent. Raik habitually ensures he has
at least five energy points available.

First Blood
Cost: 3 energy points
Ritual length: 5 minutes
Stress: PS 4
The next successful attack made against Raik passes through his body,
which ripples and stirs as if it were made of fog. The attack does no damage.

Blood Armour
Cost: Variable
Ritual length: 1 phase, but can only be used once within a given scene.
Stress: AS 5
Blood wells up within Raik's eyes and swiftly pours down his cheeks and
then flows out over his body, coating him in a thick, glistening sheen of
gore, and obscuring him completely. This blood whispers and rustles as
Raik moves, and anyone close by will be dimly aware of the sounds of
tortured screams, insane gibbering and damned moans coming from it. The
blood absorbs damage -- unlike armour, it effectively functions as Raik's
body, soaking up attacks. For every energy point Raik spends, the armour
will absorb five points of damage and add 0.2 to his running speed.  Points
used by Raik in this manner cannot be regained for
twelve hours.

Chi'en Blood Magic

While any cultist in the World of Progress can
represent a significant threat, Raik's unworldly
ability to manipulate the blood of his victims makes
him far worse. The following abilities represent
the core of the Blood Cult powers, but they are not
exhaustive. Witnessing any of these abilities in
action requires an appropriate Stress roll as
listed below.

These effects are highly peculiar, frightening and
horrific -- even to ebb users -- and the GM is
advised to approach them with the proper emphasis
on horror. It is likely that the characters will
never have even heard of anything like this before,
and will bear deep mental scars from the encounter
if they survive. Play up the visual aspects. 

Blood Cult rituals require all of Raik's actions to
carry out, but attacks, wounds &c do not distract
him or spoil the ritual. Most of them involve Raik
cutting special designs into his own flesh, and/or
chanting strange, guttural
prayers.
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Blood Weapon
Cost: Variable, but has to be paid every round
Ritual length: Can be used freely while Blood Armour is active, the
weapon growing over 1 phase. 
Stress: AS 1
Raik can also use his stored energy offensively, creating weapons and
appendages similar to that of a Vevaphon, but with far more power. These
weapons automatically penetrate armour, splashing through joints and
bubbling through laminate to tear at targets. The weapons extrude from
the Blood Armour. A one-handed weapon (DAM 4 AD 2) can be created by
spending one point of energy and a two-handed weapon (DAM 10 AD 3) will
cost three points. Additional effects are available for an additional cost,
examples including: Oscillation (+2 DAM +4 AD, cost +2pts), flesh friction
(+5 DAM, cost +4 pts), and Drain (sucks blood out of the victim -- same
effect as adding an extra four wounds per hit, cost +2pts). 

Blood Control
Cost: 5 points
Ritual length: 1 phase
Stress: AS 2, PS 4 for observers; AS 9 for victim
Upon successfully wounding a target, Raik can attempt to take control of
the victims body through force of will. On a successful roll of his CONC (+
any extra energy points spent, - CONC of the target) vs. a target of 11, he
can use the victim's body as if it were a crude puppet, although he has to
maintain concentration. Any attacks made by Raik in this manner are at a -
2, and use his skill levels. He must spend a minimum of 1 point of energy (or
5 points of the controlled victim's hits) per phase to exercise this ability. 

Bloody Mess
Cost: 10 points
Ritual length: 1 phase
Stress: 6 AS
A means of escape, this ability allows Raik to simply dissolve slowly into a
pool of boiling blood. It starts as specks of blood leaking out of his pores,
but this quickly accelerates to full on haemorrhage, and then he seems to
sag inwards, collapse in on himself, and dissolve. It's a very distressing
sight. This pool is mobile, and can slide at a reasonable jogging speed. It
can slip through cracks without blinking, squirt through pipes, and even
seep through solid stone. The only material it cannot pass through is glass.
To kill Raik in this form, all of the blood would need to be destroyed - he
can reconstitute himself from even a small portion, although it generally
takes him several hours to pull himself back together, so to speak.

Regeneration
Cost: variable
Ritual length: Instant
Stress: AS 2
Raik may use energy to instantly heal any injury that he receives on a one
energy point for two hits basis, the damage is caused, but instantly healed,
if Raik is rendered unconscious or dead by the hit, he will be unable to use
this ability till consciousness has returned.

Chi'en Blood Magic
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Enhance Attributes
Cost: variable
Ritual length: 2 phases
Stress: 0
Raik can enhance his statistics by using the energy he has stored, although
there are no outward signs of his increased prowess. For each point he spends,
can add 1 point to his STR, DEX, CONC, PHYS or COOL, or 3 points to his HITS. This
increase lasts for several hours. Raik generally keeps his stats enhanced
between 12 and 15, and his hits around 50 or 60. 

Create Blood Demon
Cost: 8 energy points
Ritual length: four hours
Stress: 2 AS, +4 PS if you knew the victim
If Raik does not wish to simply harvest a victim's blood for energy, he can open
the corpse for use as a vessel body for an entity from White Earth by spending
8 energy points. The incorporeal creature only has access to the victim's basic
memories -- names of friends, what just happened, combat abilities -- but not any
advanced skills or secrets. Its stay in the body is usually short lived because it
is unfamiliar with the form's tolerances and tends to destroy it through normal
activity. If careful or experienced, the Ethereal can remain in the body until it
fully decays; it may also be able to delay the deterioration and maintain the
body for longer periods. It may know one or two Blood Magic powers. The demon
will be well-disposed towards Raik, but will not obey him particularly; its main
concern will be to destroy all of Slayer's minions as quickly as possible before
being dispatched. 

STR 12 DEX 18 DIA 8 CONC 11      CHA 4 
PHYS 15 KNOW 10 COOL 14   HITS 27

Blood Demons strike with blood weapons (as per the above ability) twice per
round with an effective skill of 5

Flesh Welding
Cost: 8 energy points per victim
Ritual length: five minutes or so
Stress: AS 6 to see just the result; AS 10 to watch the ritual
The most horrifying ability that Raik has demonstrated is the ability to combine
limbs, heads and other pieces of recently killed or dying bodies into an
abhorrent combat monstrosity that is under his control. The mere sight of one
of these aberrations -- a grotesque jumble of obviously-dead chunks and pieces,
dripping with blood, rolling around moaning and howling -- is enough to shake
one's sanity (AS 6) but the "welding" ritual is enough to destroy the fragile
mind of a witness (AS 9). This costs Raik 8 points of Energy per victim and takes
approximately five minutes. The creature has the following attributes, based
upon the number of victims welded:

STR +8/victim DEX +4/victim HITS +10/victim

Attacks: 
Unarmed flailing: Kill level 5 (as per human unarmed combat, damage
bonus calculated normally). A successful hit has a Stress value of PS 2, as the
victim can feel the monstrosity trying to suck it in.
Engulf: on five consecutive hits or one successful grapple, a victim is pulled
into the creature and added to its mass (AS 10 if this happens to a friend). The
victim is completely destroyed if not extricated in one
turn.

Chi'en Blood Magic
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In 905 SD, the weekly report from the Industrial/War World Xaime to SLA
Industries caused quite a stir at Head Office. It was reported that
'unidentified opponents' had laid siege to the Northern Sector, effectively
wiping out all ten military outposts and leaving only a handful of survivors
who were able to relay information back to Mort.

When asked by Cloak Division what had attacked them, the escapees
were at a loss to describe the threat. Several likened the attackers to
Stormers, others who had done tours in the Cannibal Sectors of Mort
suggested they were Sector Mutants sophisticated enough to use
firearms. Another prominent fact was that the 'creatures' used laser
weaponry, which was practically unheard of, even on the War Worlds.

The upper echelons at Head Office knew who the invaders were. It
wasn't surprising that the surviving militia could not identify the threat; it
was an ancient alien race that had been extinct for almost a thousand
years. Yet the Krell had returned to the World of Progress, returned to their
home world- Xaime, and had began to force out all unwanted occupants.

A hundred years before SLA Industries established the World of
Progress, Intruder subjected himself to the Deathwake device in order to
create the Stormers. His memories and nightmares of the Conflict Age
would conjure and shape the biogenetic host, and his darkest thoughts
were of the Krell, an ugly brutal race that seemed to epitomize the bloody
nature of the times. When the 313 Malice was created, one could not help
but see the resemblance between the alien and the Stormer.

Before the fall of the Conflict races, the Krell had overthrown numerous
civilizations and star systems. While they could not match the might and
technological advancements of other warring factions, the Krell's sheer
numbers and relentless savagery could overpower most adversaries.

The Krell soldier, (or 'WarPig' as they were once nicknamed) stood
approx six feet tall. He had shriveled, leathery skin that was as black and
shiny as an oil slick. The fiery insane eyes practically shone, darting left
and right, strained with frenzy till they bulged from their sockets. His
oversized tusk-like teeth spilled from his jaws and he drooled constantly,
but the most terrifying memory that would stay with all who met the Krell
was the earsplitting screech they made as they went into battle.

What made the Krell such terrifying opponents were their incredible
powers of regeneration, they would heal wounds almost as quickly as
they were inflicted. Yet, for all their rabid warmongering it seemed
impossible that such an animalistic race could ever get organized, let
alone come as far as they had.

The power behind the Krell was the females of their race, whom lacked
the lust for war and had busied themselves with more cerebral matters-
such as the total domination of the Known Universe.

The female Krell (or Krella) were vastly more intelligent than the males
and took control of the armies, manufacture of weapons and the
complexities of space travel.  Krella were no less vicious than the men,
only theirs was a lust for power. They would abuse every aspect of their
species, the male's inherent madness would be utilized in war and the
WarPig's were encouraged to rape female opponents. The Krell's sperm
had a high risk of mutating the host egg. The hybrid offspring of such an
encounter would often be used as a slave race, or if the results had
potential they would be used as shock troops.

MORE>>MORE>>

"The Conflict Age, over a thousand
years ago now, yet the images still
seem as clear as though it were
yesterday. In those countless years
the Kilneck fought alien races so
uncompromisingly cruel, it were as if
they'd been conjured from some dark
fairy tale. The Heracleum, The Root
Dogs, the Darol Ragen were among
the worst. But for sheer ferocity, and
the desire for ceaseless bloodlust the
Krell were unrivalled."

Intruder's War Diaries, 760 SD.
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STR: 10  DEX: 10  DIA: 5   CONC: 5
CHA:0  COOL: 10  PHYS: 10
KNOW: 5      HIT POINTS: 20
Head:6 Torso:20 Arms:10 Legs:10

MoveRate
Walk: 1   Run: 2   Sprint: 3

Skills:
Auto/Support - 5, Blade 1H - 3, Climb - 4,
Detect - 5, Drive Military - 4, Extreme
Violence -5, Intimidate - 8, Pistol - 8,
Rifle - 8, Running - 5, SLA Info - 5

Disadvantages:
Psychopathy Rank 10
Major Enemy (SLA Industries) 10

Krell Regeneration
The Krell WarPig can regenerate 5 hit
points/wounds every three phases.
When the Krell's hit points reach zero
he will die, however, he will regenerate
and regain consciousness if  he has not
gone below half his hit points after zero.
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<<BACK<<BACK

A Krell invasion was not simply limited to the
attacking WarPigs; the saliva of the Krell
contained a deadly virus known as 'The
Laughing Death'. This disease was highly
contagious and the Krell would infect their prey
by spraying their spit at them or biting them
since the virus had the most potency when
transferred to the bloodstream.

The infected victim would gradually be
thrown into an irrepressible rage, attacking
anyone not affected with the virus. The disease
would cause the carrier to laugh uncontrollably,
foam at the mouth and claw furiously at self
inflicted wounds, inanimate objects and
hallucinary images. The final stages of illness
left the victim physically ravaged, and most
victims would die from blood loss as it gushed
from their mouths, they would literally laugh
themselves to death.

The Laughing Death proved a worthy ally in
their planetary invasions, if the WarPigs didn't
kill or rape you, the virus in their saliva certainly
would… 

SLA Authorities have taken the Krell threat
very seriously, putting Cloak Division on high
alert. As soon as the video footage was verified
as Krell invaders, Head Office sent four
battalions from the Black Chapter to eradicate
the Conflict Aliens.

Internal Affairs have commissioned
numerous operative teams to Xaime  and several
of the surrounding backwater planets to
investigate their sudden arrival and to confirm
that no Krell escaped the Black Chapter sweep
of the home world. 

The Laughing Death is a highly contagious virus carried in the saliva of the
alien race - the Krell. No other known species has been known to carry it
without suffering the symptoms. The disease can infect the host by
contacting bare skin or entering the blood stream. The first stage occurs
immediately with the host bursting into a fit of uncontrollable laughter (the
victim is unable to execute any coherent task ).

The second stage occurs in approx five phases resulting in psychopathic
fits, and foaming at the mouth. The infected host will attack any healthy
targets in an attempt to either physically harm them or infect them with the
Laughing Death.

The victim will remain in this state for a number of days equal to half
his/her PHYS (rounding down). 

The third and final stage  begins with the infected host bleeding in the
throat and mouth. Without medical attention the victim will laugh himself to
death, losing one wound per phase till he reaches zero hits and dies.

Vector: Krell Saliva.     Stage: Exposure     Infect: -7     Treat: Heal 13
Effects: Psychopathy  Rank 10 in 5 phases, death through blood loss after
no. of days equal to half PHYS. One wound per phase after final day. 



A Tide of Darkness

A Realm without Light

The Failure of SLA Industries 

Outside the walls of Mort city is an environment that nothing should be able to survive in
and yet it does. From the cannibals and carrien, to the manchines and the scavs, some of

the greatest threats to SLA industries lie just outside the city's perimeter. 

The latest book for SLA industries covers all the things that operatives are likely to find
within CS1, the most dangerous of all the cannibal sectors. This book has a full listing of
new training packages, new hazards, listings of all the creatures in the sector, new rules

and errata, and optional rules for playing lower level campaigns as well as guides to how
to best capture the atmosphere of SLA industries. 

www.cubicle7.co.uk

Cannibal Sector 1 -
available now!




