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USING THIS BOOK
hostile takeover is divided into two sections: the 

first is for those intending to be players in an inter-
face Zero game that uses this text; the second is 
for the Gamemaster.  though the GM section isn’t 
strictly secret, players probably won’t find much of 
interest here. 

THE NEW EMPLOYEE ORIENTATION HANDBOOK
Membership has its privileges. here you’ll find a 

guide to Corporate Culture, new edges, hindrances 
and skills, and a sweet expense account, assuming 
you can keep and maintain your ever-changing rela-
tionship with the Corporation itself.

THE POLICY AND PROCEDURE MANUAL
here you’ll find tools and rules suggestions to 

make your job of running a corporation campaign 
easier. there is some discussion on what to focus on 
and what to let run in the background, a system of 
trappings to characterize the various corporations 
that will be involved in the ongoing campaign, a list 
of the major comgloms of 2088, and Murder in the 
Boardroom: how to use the situational rules from 
the Savage Worlds Deluxe edition to describe the 
big events in a corporation’s year. 

Welcome to a world of high-stakes, winner-take-
all power plays, where one wrong move can shatter 
dreams, legacies, and stock options. i hope you’re 
ready. 
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A vIEW fROM THE TOP

 THE vIEW fROM THE TOP
the Megacorp is a staple of cyberpunk literature. these ti-

tanic, inhuman forces of naked greed and lust for power are 
like the gods of the mythic age. their aims are enacted in 
the realm of mortals through their employees; agents that 
are expected to further the ends of their corporate masters 
in exchange for the best gear, cash, and a lifestyle that is the 
envy of many. 

in most cyberpunk games, the ways that player characters 
interact with megacorps are strictly one-sided: the Corp 
hires the PCs to do a job, always with a looming threat of an 
attempt to screw the poor suckers over.

in hostile takeover, we turn this relationship on its ear. 
With this book, the player characters are put in charge of a 

fledging corporation.  Can they swim in the sea of dangerous 
hostile corporations, or will they be gobbled up whole by an 
unsuspected rival? 

the rewards are immense power, wealth, and influence. 
that is, of course, assuming you can keep it. the world in 
which megacongloms operate in 2088 is one of threats, es-
pionage, and hostile takeovers; where the result of a life's 
work can be taken away through the purchase of a few stock 
options. only those skilled and fortunate enough can thrive 
in this environment. 

the rest get used up and tossed aside. 

so, ami, what do you think? Do we have a deal?
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EMPLOYEE HANDBOOK

WELCOME NEW EMPLOYEE!
Praise Jesus! if you’re reading this file, it is because you 

have recently started employment with Plasti-Corp, a glob-
al leader in the petrochemical and industrial waste recom-
bining industry. We like to call ourselves the Company in 
internal documentation, and we think you’ll see how doing 
so allows us to  greatly maximize internal employee satis-
faction and job-related stress-reduction quotients.

>>>>>

Posted: 2-16-88

tEtSUBo: Yeah, get used to this. Biz-speak is really 
common in The Company. Why say in 5 words what you 
can say in 15? I like to think that the execs deliberately 
make themselves hard to understand. They imply that 
saying The Company makes you happier, but don’t ac-
tually say it. So, when you’re not happy at work (and 
you won’t be), they’ll suggest that they never said you 
would be. Easy, eh?

>>>>>

Note also that if this is not your first day with the Com-
pany, accessing this file is considered a violation of all ap-
plicable NDa forms, the eUla associated with this docu-
ment, and the Corporate secrets and Protocols act of 
2085, which carries the normal monetary penalty and up 
to 5 years in federal prison. 

>>>>>

Posted: 2-16-88

tEtSUBo: Get used to this too. Nearly everything you 
hear from The Company and its managers will be paired 
with what will happen to you if you don’t do exactly 
as they say. This wouldn’t be so bad if you didn’t get 
contradictory advice. For example, during my durance 
vile with The Company, I found myself in the position of 
being threatened with fines and jail time if I shredded 
a series of reports, and threatened with fines and jail 
time if I didn’t shred those same reports.

tHiS WiLL HAPPEn to YoU.

>>>>>

at the Company, you can expect a period of employment 
that is both satisfactory and productive. Your management 
team will provide you with a list of daily goals and expecta-
tions, as well as keep track of your arrival, federally man-
dated break and lunch periods, and clock-out time. We at 
the Company strive to maintain an active workforce, and 
you’ll soon see that, at the end of the day, you’ll know that 
you’ve done a good job!

THE NEW EMPLOYEE ORIENTATION HANDBOOK
>>>>>

Posted: 2-16-88

tEtSUBo: I don’t think I need to go into detail about 
what this really means, though I may as well to dispel 
any illusions you might have about this place. There are 
more management people here than other employees, 
and each and every second of your workday is watched 
by people and computers with nothing better to do. 
You’ll be told when to eat, when to take a leak, and 
whether or not your WPM entries are up to industry 
standards.  And that sense of knowing you’ve done a 
good job? You’ll know what that is when you go home 
at the end of the day, completely wrung out, and suffer-
ing stress fractures in your hands.  My advice? Always 
look busy, even if you aren’t. If you leave your cube, talk 
to yourself like you’re leaving notes in your TAP, or trying 
to puzzle out how to increase your efficiency. The last 
thing management wants is to have workers standing 
around idle, even if that only happened because you’ve 
gotten things done quickly. Pace yourself, or you’ll wind 
up doing the work of three people. 

>>>>>

Posted 5-13-88

coMPAnY_MoD_382: Can someone explain to me 
why these TETSUBO comments are still in this file? Why 
haven’t they been scrubbed?

>>>>>

Posted 5-14-88

coMPAnY_MoD_716: We’ve tried to remove them. 
The Delete function takes them out, but something au-
tomatically puts them back in. We think TETSUBO man-
aged to implant a subroutine in the main server to keep 
his posts from being edited. We’ve been looking for it, 
but haven’t been able to find it. 

>>>>>

Posted 5-14-88

coMPAnY_MoD_382: I don’t care how hard it is to do 
your job. The VP is breathing down my neck about new 
hires seeing this stuff before their first shift. I want this 
crap gone for good. I don’t want to enact the Severance 
Clause of your Consultation Agreements, but I will if you 
force me to!

>>>>>

Posted 5-14-88

coMPAnY_MoD_716: Yes, sir. We’ll get it done. Sorry 
for the inconvenience.

>>>>>
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BIz-SPEAK

 as a Christian employer, certified by the NaC religious 
employment standardization Committee, the Company 
sees to the spiritual welfare of its employees. a healthy 
spirit leads to a healthy, productive, working population. 
remember, as our own Pastor Dave is fond of saying, “it 
is not through faith alone that we are saved, but through 
Work!”

remember that maintaining a Christian Church-home is a 
condition of your employment with the Company, though 
we recognize that, on matter of conscience, other sister 
Churches may be held to meet the evangelical Clause of 
your contract. Bear in mind that discovery of non-Christian 
recidivism, or secretly holding onto Jewish, Muslim, Zeek, 
hybrid, Neo-Pagan, Catholic or other divergence from the 
true Faith is grounds for immediate termination of em-
ployment, with the monetary and criminal conditions as 
specified in your contract.

Just know that we are always watching you, and that we 
have your spiritual welfare at heart. Just like Jesus. 

>>>>>

Posted: 2-16-88

tEtSUBo: They make a big show of being Christian 
in The Company files, but in practice it’s much less in-
trusive than you might think. Really, if they only hired 
Baptists, there wouldn’t be enough people to do any of 
the work that really needs doing, much less all of the 
managerial staff needed to fulfill company policy. 

They aren’t joking about wanting to get you to trans-
fer membership to The Company Church, and if you 
want to get anywhere here, rubbing elbows with Pastor 
Dave, V.P. of Religion, is almost mandatory. 

They’ll even cut you some slack if you’re, say, a Jew, 
so long as you don’t “engage in Judaism” while on the 
clock. One of my buddies, easily the best damned black 
hat I’ve seen, got fired when they found out he still 
went to Temple every Saturday. Out network security 
was seriously hampered because of it. 

>>>>>

Posted 5-14-88

coMPAnY_MoD_382: Aha! If this “buddy” is who 
I think it is, I’ve got a lock on who TETSUBO really is 
too! This vandalism is a clear violation of his Severance 
Clause, and we can have him up on charges. Someone 
call the police!

>>>>>

Posted 5-14-88

coMPAnY_MoD_716: We can’t do that, sir.

Posted 5-14-88

coMPAnY_MoD_382: Why the hell not!?

>>>>>

Posted 5-14-88

coMPAnY_MoD_716: The NAC doesn’t have an ex-
tradition treaty with Cascadia.

>>>>>

Posted 5-14-88

coMPAnY_MoD_382: That’s it! I’m tired of your 
“can’t-do” attitude. You’ve got five minutes to clean out 
your desk before security arrives to escort you from the 
building. May God have mercy on your soul.

>>>>>

Posted 5-14-88

coMPAnY_MoD_716: disconnected from server.

>>>>>

TETSUBO’S GUIDE TO BIz-SPEAK
i’ve taken the liberty of sticking this guide into the main 

body of the text, because it’s an important thing that every-
one should read. By now, you will have noticed the way the 
management speaks to people in the Company. though 
you might never see this in person, this is how their bosses 
talk to them. as i noted in the New employee handbook, 
biz-speak is something you’re going to have to get used to 
while you’re here. it infects nearly every aspect of commu-
nication at the Company, and you’ll probably find yourself 
using it amongst your co-workers in a couple of days. 

Don’t worry; it’s not a painful process, though it will most 
likely alter the way you think. it’s designed to do just that. 

Nearly every specialized industry or trade has jargon. 
these are words, phrases, and modes of speaking that are 
used to convey specific information in an efficient way. Biz-
speak is jargon for the corporate world, but unlike other 
industries, it isn’t used to make speech more efficient. it’s 
designed to enforce a  sense of community, as well as to 
hide what is actually being said behind flowery phrases 
and nonsensical buzzwords. 

this also has the side benefit of making outsiders have a 
much harder time understanding what employees are say-
ing, as well as making it more difficult for new hires to fit 
in without adopting a new language. You know how bigots 
like to rant about how immigrants should learn to speak 
the language? this is what they mean by that; it’s not just 
about the language itself, it’s also about adopting a set of 
shared cultural norms. 
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BIz-SPEAK

and, as much as i’d like to give you a set of vocabulary 
words and call it a day, the Company’s biz speak is always 
changing, so much so that even terms used when i was 
there are no longer in use. 

Fortunately, i can give you a few examples that remain 
mostly constant:

1. Maximize and minimize. When dealing with 
someone from the Company, you never talk 
about increasing or decreasing, reducing or 
expanding, or any other set of words to de-
scribe a change in size, scope, or scale. every-
thing is either maximize or minimize. You work 
to maximize profits, while minimizing losses. 
You maximize your efficiency, and minimize 
your break-time to maximize workload. one 
of my managers thought it was inspirational to 
stroll through the cube farms bellowing “maxi-
mize!” at the top of his lungs. 

2. When in doubt, don’t minimize the Latinates. 
latinate words are those that, to our ears, 
sound high-class, technical, or precise, even 
when they aren’t. the terms from #1 above 
are latinates. these are opposed to other, 
more common-place terms. a taP is not a 
“thing” in your head; it’s a “device.” the mon-
etary cost of an item is not the “price,” it’s an 
“expenditure.” another aspect of this is that 
most people use these terms wrong, so don’t 
be afraid to make them up if you need to. 

3. Maximize compound words. People using biz-
speak love to string words together to make 
themselves look smart and important. it’s not 
enough to call a gun a “gun.” No, it’s a “person-
nel efficiency maximization device.” 

if this seems like it’s needlessly complicated, well, it is. it’s 
supposed to be. Biz-speak is meant to be a tool by which 
the people on the top control how their employees think 
and act. after a while, you’ll find yourself using it when not 
at work. When your spouse starts using it too in order to 
even talk to you, that’s a good sign that it’s time to find 
another job. 

ADvENTURE COMPLICATION:
While on a mission dealing with a rival corporation, 

the team discovers that their biz-speak briefing is a 
year out of date, and all of their buzz words and key 
phrases make them stand out like tourists when deal-
ing with the employees. 

social interactions take a -2 penalty, and any time a 
1 is rolled (even if it's re-rolled with a Benny), you've 
managed to stand out in that person's mind as being 
odd or out of place.

DAzzLE THEM WITH BULLSHIT. 

if, during the course of the game, one of the players manages to spout a string of gibberish in the form of biz-speak, 
consider granting a +1 or +2 bonus to social or business rolls against the target. Corporate goons are trained to assume 
that people who talk like this are important folk to be listened to and obeyed. 

if the biz-speak is particularly impressive, and manages to hit all three of the points listed nearby, you may even con-
sider granting a Benny. 

TRAIT TESTS
rather than introduce a bunch of new skills, aspects of 

a corporate interface Zero game can be described by tak-
ing existing attributes and skills and applying them in new 
ways. this way, characters may find that their natural tal-
ents wind up serving them as well in the boardroom as 
they do rescuing lizards in a god-forsaken hellhole on the 
other side of the planet. 

ATTRIBUTES
For the most part, it should be pretty obvious when an 

attribute test might be useful in a business situation. From 
time to time, your GM might ask for a spirit test, should 
you attract the attention of a manager looking to yell at 
someone for a perceived slight, or perhaps a vigor test to 
remain awake after being asked (which you should read as 
“told”) to stay late to work on an ultimately inconsequen-
tial report.

SKILLS
however, more mileage can be gotten out of using skills 

for non-standard ways in the office. While you aren’t likely 
to have use for Fighting or shooting in your day-to-day rou-
tine, you might find occasion to use them if you work in 
security, or if your position in the Company requires more 
of an adventuresome approach to meeting your quarterly 
goals. For other skills, see the list below. 

• climbing: this skill might be useful if you’re 
working in it, Maintenance, or other positions 
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SKILLS

that put you behind the scenes. When you have 
to scale the inside of an elevator shaft to access 
a blown network relay station, you’ll be glad 
you’ve got some experience rock-climbing. 

• Driving: You never know when you’ll be taken 
away from your desk and made to run an er-
rand for the boss. the ability to get around 
without running into stuff is generally useful, 
and doubly so if you’re a bodyguard. the same 
advice applies to the Piloting and riding skills: 
you’ll probably only need them if your position 
requires it, or you need to fake it well enough 
to get close to a target. 

• Gambling: though most companies try to 
stamp the practice out, there is always an in-
ter-office betting pool going on somewhere, if 
you know the right people to ask. Note that 
it is especially tricky to cheat on a pool. this 
would normally require influencing the people 
involved, which is not impossible for enter-
prising PCs. Note that the penalty for getting 
caught cheating here can be quite severe, 
though you probably aren’t going to get shot. 
Maybe. 

• Hacking: Given the extent to which the work-
day is done through computers, the hacking 
skill is one of the most useful skills you can 
possess. While networks that contain really 
important secrets are usually well-maintained, 
those which low-level employees have access 
to might not be. it’s much easier to get sat-
urday off when you can adjust the schedule 
yourself without having to go through your 
asshole boss. 

• intimidation: Useful in getting others in the 
office to do your work for you, so long as you 
don’t mind being hated by everyone around 
you. You might also be able to use it to get past 
security, but most professionals and combat 
simulacrum aren’t easily impressed by threats. 

• investigation: Useful for digging up dirt on 
your coworkers, or the Company itself if you 
wind up in one of those places that still uses 
paper, or retains old records. a few minute’s 
access to important files on a network can also 
make use of this skill. it’s all about knowing 
where to look. 

• Knowledge (Business): a new skill, and one 
every character in a corporate campaign 
should consider taking. it covers all aspects of 
the business world, and is used extensively in 
the Murder in the Boardroom section, found 
later in this book. if using the language rules 
as an extension of the knowledge skill, charac-

ters may opt to take Biz-speak as a spoken lan-
guage, making communication with corporate 
employees a little easier. 

• Lockpicking: While most mechanisms these 
days are operated by a hyper-object, there 
are still places that make use of old-fashioned 
combination or key-pad locks, or even ancient 
mechanical locks operated by metal keys. se-
curity personnel usually have this skill, and 
they will probably be aware of non-security 
employees who have it as well.  

• notice: of all the skills, this one is the most 
useful in almost every context. it lets you 
see discrepancies in reports, tells you when 
someone’s away from their desk when they 
shouldn’t be, and lets you know when to hide 
so the boss won’t find you and “volunteer” 
you to work over the weekend. 

• Persuasion: the friendly alternate to intimi-
dation. Most offices, even in 2088, are run by 
people, or devices close enough to people to 
get pissed when you eat their lunch out of the 
break-room fridge. this means that the abil-
ity to adjust someone’s attitude towards you 
is probably worth way more than just about 
anything else. this skill gets you extensions 
on reports, lets you pawn your workload off 
on other people (who may do it willingly), and 
might even get you into secure files you aren’t 
supposed to see. if you’re going to spend any 
time in a Corporate environment, take some 
dice in this. 

• Repair: Given the age of some of the equip-
ment you might be working with, and the fre-
quency with which routine maintenance is ig-
nored, it is very likely that your job will, at some 
point, depend on your ability to fix something 
that’s not working right. this can be a double-
edged sword, however. if word gets around that 
you’re handy with a toolbox, you might wind up 
being the office’s unofficial “fix it” guy, even if 
you aren’t in it or Maintenance.

• Stealth: this is almost always a useful skill. semi-
legitimate uses include sneaking into secure serv-
er rooms for hacking purposes, catching a nap 
when you’re on the clock, or getting out of the of-
fice unseen when the boss is looking for someone 
to work over the holiday weekend. and if you’re 
working security, the ability to sneak up on some-
one who isn’t supposed to be in the secure server 
room can mean the difference between a quiet 
takedown and a costly firefight. 

• Streetwise: While not an immediately obvious 
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EDGES AND HINDRANCES

skill in the corporate world, since streetwise 
covers the ability to get info from people, it 
can be quite handy. someone with it can get in 
on all the juicy office gossip, up to and includ-
ing stuff that only the vP of r&D’s personal as-
sistant would know. it’s also useful for getting 
the true story about the office politics; who is 
really in charge, who runs the factory floor, the 
popular members of the secretarial pool, that 
sort of thing.

• taunt: a potentially useful skill in the office, if 
you aren’t overly concerned with your reputa-
tion. taunting others into anger or frustration 
might not immediately serve your goals, but it 
can make it hard for them to follow their own. 
For example, if you know a certain security 
guard is known to have a hair-trigger temper, 
and he’s on probation for starting fights, using 
the taunt skill on him to goad him into starting 
something can be  good to both create a dis-
traction, and to potentially remove a trouble-
some NPC from the workplace.

EDGES AND HINDRANCES
Below is a discussion on how to apply existing edges and 

hindrances to the corporate environment, followed by a 
selection of new ones that either only apply to the office, 
or that make use of the” Murder in the Boardroom” chap-
ter later in this book.

HINDRANCES
1. Arrogant: exceedingly common in the corpo-

rate world, even without taking human 2.0 em-
ployees into consideration. in fact, some places 
won’t even consider you for promotion without 
this “hindrance” in place. 

2. Big Mouth: in some corporate cultures, letting 
sensitive secrets slip is just this side of treason. 
in such environments, Big Mouth is a Major hin-

INTIMIDATION, TAUNT, AND THE REACTION TABLE
these two social skills are pretty effective at getting 

people to do what you want, but only in the short 
term. they also require active attention on the user's 
part to get them to work. once you've intimidated 
someone into serving your needs, they're less likely 
to want to help you in the future. 

this can be a problem if you have to work with them 
on a long-term basis. 

as an optional rule, consider the reaction table 
from the Savage Worlds rulebook. each success and 
raise with either an intimidation or taunt skill check 
will result in the desired action, but will also reduce 
the target's reaction to you, and anyone they associ-
ate with you, by one level. 

if you aren't careful, you'll wind up with a bunch of 
hostile people in the workplace, possibly conspiring 
your downfall. 

NEW SKILL: KNOWLEDGE (BUSINESS)
this skill deals with the knowledge of how to start, run, maintain and turn a profit from, the operation of a commercial 

enterprise. it includes knowledge of applicable laws regarding the operation of said business, as well as techniques and 
loop-holes that can be exploited to the company's advantage. 

think of it as the practical applications of the Common knowledge (Business) skill. Nearly anyone who has worked in 
an office knows something about business operations. only someone who has invested in the knowledge (Business) 
skill will know the various ways to tweak a business to run at its maximum efficiency. 

this skill is also used in many of the Murder in the Boardroom situational rules. if the PCs want to be in charge of their 
businesses for any length of time, investment here is a good idea. 

drance. ask your GM if this applies to your game. 
3. clueless: also quite common in the corporate 

world, especially when dealing with executives 
who only attained their positions through favors 
and double-dealing. if desired, this can be taken 
with arrogant, as these two are often bundled 
together due to a privileged upbringing. Doing so 
means the character cannot take any extra Mi-
nor hindrances (except enemy; see below)

4. Elderly: very, very rare in an office environment. 
Most corporations make sure their employees 
don’t stick around long enough to retire. PCs 
may only take this hindrance if they also pos-
sess the Corporate executive occupation (see 
page 85 of the interface Zero rulebook).
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ADvENTURE HOOK: SWEET REvENGE. 
the characters are hired by a disgruntled former em-

ployee to infiltrate their old workplace, and ruin the 
careers of a trio of former co-workers who conspired 
to have the client fired. his only conditions are that 
he can't be connected to the acts in any way, and he 
doesn't want anyone physically harmed. 

otherwise, anything is acceptable: fired for incom-
petence, jailed for insider trading, reputation ruined 
to the point where no one will ever hire them again, 
whatever, as long as they lose their current jobs.  and 
he's willing to pony up his entire severance pay to see 
a little justice spread around.

EDGES AND HINDRANCES

5. Enemy: in most instances, no one works for 
long in the corporate world without accumulat-
ing an enemy or two. PCs are officially encour-
aged to select this at the Major level, and may 
always select it at the Minor level (and gain the 
extra point for it), even if they’ve already taken 
their starting allotment of Minor hindrances. 

6. Greedy: like arrogant, Greedy is not normally 
seen as a hindrance in the corporate world. 
Many disguise levels of Greedy as “practicing 
Due Diligence.” 

7. Loyal: this hindrance is fostered in the corporate 
world, with its focus being the Company and its 
shareholders. a character with this hindrance 
is pretty much incapable of working against the 
best interests of the Company, and will go out of 
his way to stop others from doing so.

8. outsider: very common. in fact, most char-
acters will pick up this hindrance during play, 
even if they aren’t aware of it. see Corporate 
trappings on page 26 of this book. 

9. overconfident: like arrogant and Greedy, this 
is a common hindrance. in some places, you 
can’t really get anywhere without it. 

10. Stubborn: the bane of employees everywhere, 
this is a common hindrance amongst manage-
ment types. PCs who possess this might be re-
luctant to change a plan, especially while actu-
ally on assignment. 

NEW HINDRANCES

BLACK-LISTED (MINOR OR MAjOR)
Due to an event in your past, there is at least one com-

pany that won’t have anything to do with you or any com-
pany with your name attached. the reasons may vary, but 
the end result is that, unless you go to great lengths to hide 
your involvement, deals with this one company will always 
go sour. 

at the Major level, your Black-listing applies to not just a 
single company, but an entire industry. Just imagine how 
hard it would be to work in banking if your name is associ-
ated with one of the worst banking scandals in history. 

COMPASSIONATE (MINOR)
For whatever reason, you can’t stand to see the power-

less cast aside. When a situation arises, you always try to 
choose the options that don’t result in mass firings or in-
nocent people coming to harm. 

DEPENDANCE (MINOR OR MAjOR)
For a variety of reasons, your character’s body is reliant 

on regular doses of a certain chemical, or a mechanical 
procedure that can only be performed in a special garage. 
as a Minor hindrance, missing a tune-up session or a dose 
means making a vigor test every hour. Failure means earn-
ing a point of Fatigue. Characters incapacitated by this 
Fatigue are unconscious, and will remain that way until a 
dose or tune-up can be given. 

as a Major hindrance, the vigor test for missing a dose is 
made at -2, and instead of Fatigue, Wounds are taken on 
a failure. Characters incapacitated by these Wounds may 
die if appropriate treatment isn’t given within one hour of 
being incapacitated by Wounds. 

fREELANCER/CONSULTANT (MINOR)
No matter what your actual duties are within the corpora-

tion, you aren’t technically an employee. as such, you are 
a second-class citizen within the corporate structure; few 
people will listen to your ideas, and you’re always the first 
on the chopping block when budget problems need firings 
to be fixed. 

Plus, some people in management have this odd notion 
that they don’t need to pay you for your work, so you can 
expect regular attempts at ousting you from the building 
once your work is finished. Better have a back-up plan. 

jINx (MINOR OR MAjOR)
For some reason, office equipment doesn’t operate as 

it should when you use it. Copiers jam, your taP doesn’t 
interface well with hyper-objects, or the metal detectors 
always indicate you’ve got a weapon on you, even when 
you don’t. it’s annoying and frustrating, but is ultimately of 
little consequence, unless you’re on a time crunch. 
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at the Major level, your Jinx effect kicks in even when 
you aren’t personally using an item. Just being in the room 
is enough to send machinery into fits, and you’ve been 
known to completely fry sensitive electronics just by look-
ing at them funny. 

however, you also have no control over this effect; you 
can’t use it on purpose to cause something to break down 
when you want it to: this is not an edge disguised as a hin-
drance. 

NDA (MINOR OR MAjOR)
a character with this hindrance has signed a form indicat-

ing that there are elements of their position or work with 
the Company that they are expressly forbidden to discuss 
with outsiders. the level of this hindrance determines the 
level of response should such an event occur. at the Minor 
level, breaking the NDa means a monetary penalty and 
possible loss of employment. at the Major level, breaking 
the NDa means an extensive monetary penalty, definite 
loss of employment, and possible legal action. 

>>>>

Posted: 2-16-88

tEtSUBo: One of the security people at The Company 
had the worst Jinx I’ve ever seen. Whenever he had a 
shift, practically nothing got done. It got so bad that 
the cubical crew got me to hack into the server and get 
his schedule so they could request days off when he was 
on. 

Management got wind of this and transferred him to 
another office. A warehouse somewhere, I think. 

>>>>

Posted: 5-20-88:

coMPAnY_MoD_717: So that’s what happened to 
Frank. I always wondered. He kvetched about that for 
months afterwards.

>>>>

Posted: 5-20-88:

coMPAnY_MoD_382: “Kvetched”? Is that Jew talk?

>>>>

Posted: 5-21-88:

coMPAnY_MoD_717: Sorry, sir. I meant “com-
plained.” My wife’s family is in town, and I’ve picked up 
some of their vernacular. 

>>>>

Posted: 5-22-88:

coMPAnY_MoD_382: Don’t let it happen again. This 
is a Christian Workplace. 

>>>>

>>>>

Posted: 5-22-88:

tEtSUBo: Kvetched. LOL

>>>>>

Posted: 5-22-88:

coMPAnY_MoD_382: Laugh it up, Tetsubo. We’ll find 
you, eventually.

>>>>

Posted: 5-22-88:

tEtSUBo: In your dreams, corporator.

>>>>>
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OUT Of YOUR LEAGUE (MAjOR)
Despite your fancy college degree, your ability to deal 

with the ruthless nature of business in 2088 is hampered. 
You constantly find yourself outmaneuvered by competi-
tors, and if you aren't careful, you'll find yourself out on 
the streets.

You suffer a -2 penalty to all knowledge (Business) tests 
you are required to make, including those called for as part 
of the Murder in the Boardroom systems. Fortunately, ex-
perience can undo this hindrance; you may get rid of it by 
spending an advance once you hit seasoned rank. 

>>>>>

Posted: 2-16-88

tEtSUBo: Back during my very early days with The 
Company, they hired this new guy, a consultant, who 
was supposed to “reinforce Company morale and work-
er productivity,” presumably by firing a bunch of people. 
But he didn’t.

Instead, he submitted a report that indicated that the 
fault of the poor numbers for the quarter lay with Com-
pany management and what was called “pernicious 
worker harassment policy.” He also recommended that 
management be reorganized to be about half its size, 
and to make sure worker pay and benefits be brought 
up to NAC-regulatory standards, such as they are.

So, yeah, they fired him, without paying his consulta-
tion fee. You know that year when The Company decid-
ed to not throw a Christmas party? They had to use the 
funds to pay off the settlement for violating the consul-
tant’s contract, which stipulated that he’d get paid, no 
matter what his results were.

I’ve included his final report as an attachment. 

>>>>>

Posted: 5-21-88:

coMPAnY_MoD_717: I’ve figured out how to remove 
attachments. TETSUBO’s alterations to the server don’t 
affect files, only text input. 

>>>>>

Posted: 5-22-88:

coMPAnY_MoD_382: Good. The small victories are 
sometimes the best. The Partners don’t want anyone to 
see that report, especially not new hires. 

>>>>>

OWNED (MAjOR)
Whether due to experimental procedures that keep you 

alive, or a contract for indentured servitude in order to pay 
back a large debt, your individual liberty is severely ham-
pered because you are, for all intents and purposes, prop-
erty of the megaconglom that holds your contract. this 

EDGES AND HINDRANCES

hindrance is very common for simulacrum, androids and 
hybrids working in the corporate sector. For the most part, 
this hindrance means you have little say over your actions; 
it is not uncommon for you to be given orders with the 
expectation that you fulfill them. 

at the end of a very lengthy and dangerous mission for 
your contract owners, you might be able to buy this hin-
drance off by spending an advance once you hit the sea-
soned rank.

NEW EDGES

BACKGROUND EDGES

TRUST-fUND BABY
Requirements: Novice, rich or Noble edge. 
though you aren’t exactly royalty, your family name car-

ries a lot of weight in the corporate world. When taken, 
select one of the benefits below:

• Expense Account Bonus: Your effective ex-
pense account rating is one higher than it 
would ordinarily be for someone in your posi-
tion in the company. if not using the expense 
account system, increase your starting pay 
and level-up bonuses by half. 

• company influence: if you spend a Benny to re-
roll any use of the intimidation, Persuasion, or 
taunt skills against someone who knows who 
you are, you may take a +2 bonus to the re-roll. 

IMPROvED TRUST-fUND BABY
Requirements: trust-fund Baby
as with the previous edge, except you may select both 

benefits. in this case, your character will likely have come 
from a very famous background. Work with your GM to 
determine what that is. 

DISPOSABLE IDENTITY
Requirements: alternate identity (see interface Zero, page 91).
You have the ability to create a number of alternate iden-

tities that, while as effective as those described with the 
edge from interface Zero, are designed to be disposable 
and untraceable. You might pose as Daisy triam from hr 
one week, and as inez salgado, Ceo, the next.

it takes about 24 hours to create new identities. this re-
quires no trait test, but you can only have a single Dispos-
able identity at a time. 

Your falsified credentials only last for as long as needed. 
after the mission in which they are selected, the records 
vanish from whatever server they had been stored on, 
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leaving only traces of data behind. reconstructing these 
false identities takes a hacking roll at -2 to find them, and 
another to re-create the data. 

RAINMAKER
Requirements: Novice, Wild Card, knowledge (Business) d8+
You have a reputation for achieving astonishing feats with 

whatever company you’re working for, be it in increase in 
business, overhauled revenue streams, or an unconven-
tional approach to management that always gets results. 

You may take a +2 bonus to knowledge (Business) tests, as 
well as to social Combat tests. (see Murder on the Board-
room on page 35 of this book.)

COMBAT EDGES

fIRE-TEAM DRILL
Requirements: seasoned, Wild Card, shooting d8+
Due to extensive team-based security training, you are 

able to concentrate fire on targets, minimizing the risk to 
friendly personnel and to company property. You may gain 
the Gang-up bonus against a single target for every friendly 
character adjacent to you, so long as all friendly characters 
are firing at the same target. the maximum bonus for this 
edge is +4. 

also, any result of a 1 that is not re-rolled will no longer 
hit innocent bystanders or sensitive equipment; the shot is 
simply counted as a miss. 

NON-LETHAL TAKE-DOWN
Requirements: Novice, Fighting d6+, agility d6+
You are an expert at taking living opponents out of a fight 

without doing any serious harm. Whenever you are fight-
ing in Melee and using Natural Weapons, you may attempt 
a take-down instead of doing damage. roll to hit and dam-
age as normal. any damage taken is applied to Fatigue in-
stead of Wounds. 

targets incapacitated by a take-Down are unconscious, 
but will recover in half their vigor rating – 20 minutes. 
there is no risk of injury or death using a take-Down. 

IMPROvED NON-LETHAL TAKE-DOWN.
Requirements: seasoned, Non-lethal take-Down, Fighting 

d8+, agility d8+
as with Non-lethal take-Down, except that the target’s 

armor bonus to toughness is not included when determin-
ing how much Fatigue they take from your take-Down at-
tempts. 

note: at your GM’s option, characters with the Pacifist 

hindrance (either Minor or Major) may attack normally us-
ing the Non-lethal take-down edge without violating the 
terms of their Pacifist hindrance. 

LEADERSHIP EDGES
Unlike the leadership edges from the Savage Worlds 

rulebook, those listed here do not have only combat ap-
plications. While some of them could certainly be useful 
in battle, they are designed to be of use primarily in social 
and business situations. Many of them will be of use in the 
Murder in the Boardroom events, as described later in this 
book. 

also, unless otherwise noted, each of the leadership edg-
es in this text apply to friendly Wild Cards as well as extras, 
though it is up to the individual GM to determine if this 
applies to other leadership edges found elsewhere. 

one final note: Command radius is still in effect when 
using these edges during combat, but when used outside 
of combat, the rules for Command radius should be con-
sidered more abstract. 

MANAGEMENT MATERIAL
Requirements: Novice, spirit d6+
Your natural ability to lead boosts the confidence of those 

working beneath you. so long as you are able to offer in-
struction and guidance to employees directly under your 
supervision, those characters may take a +1 to any single 
skill check made while in pursuit of work-related tasks. 
they may use this bonus only once per day, and it only ap-
plies if you are present in your office for the majority of 
the day, or are otherwise considered “at work” and able to 
watch them closely. 

Note that characters with this edge may use it instead of 
Command in order to take the Natural leader edge from 
page 38 of the Savage Worlds Deluxe edition rulebook. 

DEDICATED fOCUS
Requirements: Novice, Management Material.
those working with you are known to give up their own 

needs to meet project deadlines. By pushing themselves 
(i.e. skipping lunch, working late, putting in overtime, etc.), 
characters who directly work for you may trade in points 
of Fatigue for a bonus to a single trait test made towards 
work-related tests. the penalty normally associated with a 
Fatigue is ignored for this one test. 

this bonus may only be applied once per quarter; pushing 
your staff can be productive, but do it too often and you 
risk losing valuable workers. 
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Characters incapacitated by Fatigue are exhausted, and 
must take at least one day for each point of Fatigue earned 
this way before returning to work. 

PROMOTE fROM WITHIN
Requirements: seasoned, Management Material
once per week, an extra under your supervision may add 

a d6 Wild Die to a single work-related trait test. 

INSPIRATIONAL SPEECH
Requirements: seasoned, Management Material, spirit d8+
immediately prior to beginning a stressful endeavor, you 

may spend a few minutes talking to those involved and 
make a Persuasion test. For every hit and raise, those lis-
tening and participating may take a +1 bonus to a single 
test made while in pursuit of the endeavor. this might be 
any of the Murder in the Boardroom events, or even an 
extended combat encounter.

For example, if inez salgado is attempting to bolster the 
security team in her building to help fend off a riot, she 
may give them a speech and make a Persuasion test. she 
scores an 8, which is a hit and a raise. as such, the mem-
bers of the security team may each take a +2 bonus to any 
single test they make in their efforts to keep rioters out of 
the building. once the riot is over, however, anyone who 
hadn’t used their bonus cannot apply it to another test. it’s 
very much a “use it or lose it” deal.

PROTEGé
requirements: veteran, Promote from Within
once per week, one extra under your supervision may 

add a d10 Wild Die to a single work-related trait test. if 
this test scores a hit and a raise, the extra may become 
a Novice-level Wild Card, loyal to you so long as you treat 
him, her, or it fairly. 

MASTER PLANNER
Requirements: seasoned, Wild Card, smarts d8+, knowl-

edge: Battle or Business d6+, depending on the situation 
Your character has a grasp for strategy that most oppo-

nents find hard to match. this manifests in one of two 
ways:

1. if you have time to plan an attack or defense, 
those under your command/supervision tend 
to come out on top. Make the appropriate 
knowledge test; for every hit and raise, you 
generate a single Benny that those under your 
command may draw upon during the conflict. 
Bennies generated this way that go unused are 
lost at the end of the conflict. 

2. if participating in a Mass Battle (either an actual 
battle or a hostile takeover), you may instead 

grant a +1 bonus for each hit and raise to the 
Battle Plan portion of the Mass Battle rules. 

in either case, you may only use the Master Planner edge 
once per conflict. there simply isn’t time in the midst of 
the conflict to revise the plan, unless a large amount of 
time makes itself available. 

WEIRD EDGES

HOUND
Requirements: Novice, spirit d6+, no arcane Background
this edge confers a much sought-after ability. a hound is 

able to sense and perceive Zeeks and the results of Zeek 
powers, in much the same way as other people can hear 
sounds or a dog can smell something from across the 
street. 

a hound functions as though they possessed the Detect/
Conceal power, at no power cost. it’s simply always on, 
but will only detect Zeek powers. a hound could, for ex-
ample, tell without error if someone is a Zeek, or has been 
affected recently by a Zeek power. she could also tell when 
a Zeek using the astral Projection power (see page 23 of 
Zeeks: Psionics in 2088) is present. 

hounds are much sought after in 2088, due to the relative 
lack of security measures that can counter psionic espio-
nage. 

MONSTROUS
Requirements: Novice, Dependence hindrance. 
in 2088, some people have been affected by bizarre, 

poorly understood science, leaving indelible marks on their 
bodies. they might have undergone partial hybridization 
experiments, been implanted with beta-test cyberware, 
or had portions of their brain enhanced with God-knows-
what chemical cocktails in the back of a van somewhere 
near the docks. or, more rarely, corporate execs make 
themselves guinea pigs for their own r&D divisions, hop-
ing that a breakthrough will result in major earnings in the 
quarter. 

this edge may only be selected once per rank, rather 
than with every advance. When taken the character may 
select a single Monstrous ability. From that point on, the 
character behaves as though the Monstrous ability was a 
part of their normal range of abilities. 
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>>>>>

Posted: 2-16-88

tEtSUBo: You can always tell when The Company's 
been the target of an infiltration team or a data-run 
on the servers when the Hounds show up. The ones 
employed by The Company always wear those really 
severe black suits, and everyone gets really nervous 
around them. They'll typically want to interview every-
one present, and while the questions seem innocent 
enough, there is an ulterior motive.

They always do the interviews in pairs, and while one 
is asking these stupid questions about your job satisfac-
tion index, the other will just stare at you. The questions 
are designed to break through your mental defenses, 
and the quiet one's usually trying to tell if you've been 
mind-whammied by a Zeek into spilling Company se-
crets.

>>>>>>

Posted: 5-22-88:

coMPAnY_MoD_382: This is entirely untrue. None of 
the Special Consultants are these so-called “hounds.” 
They're security and psychology experts who only want 
to get to the core of worker loyalty issues and loss pre-
vention investigations. None of this “zeek” and “mental 
coercion” nonsense is true. 

>>>>>>

PROfESSIONAL EDGES

INfILTRATOR
Requirements: Novice, agility d8+, smarts d6+
infiltrators are adepts at the art of stealth and intrusion. 

they’re typically hired to penetrate corporate security 
measures, and gain access to data that is sensitive enough 
to be worth the time and trouble. 

infiltrators add +2 to stealth, hacking, and lockpicking tests. 

SOCIAL ENGINEER
Requirements: Novice, Charismatic or attractive, Persua-

sion d6+
Not every action needs to be a violent one. social engi-

neers are people whose primary talents are convincing 
people to take actions that are what the engineer desires. 
this is accomplished through a combination of communi-
cation skills, threats, coercion, or even blackmail. 

social engineers gain a +2 bonus to intimidation, Persua-
sion, and taunt skill tests. this bonus also applies when 
making knowledge tests as part of social Combat.

SECURITY SPECIALIST
Requirements: Novice, smarts d8+, hacking d6+, Notice d6+
there is a distinction between someone who works secu-

rity and someone who specializes in it. a specialist has a 
knack for seeing even the most subtle attempts at circum-
venting security, and is equally adept at dealing with them 
before they can occur. 

security specialists add a +2 bonus to hacking and Notice 
tests when dealing with familiar surroundings. this does 
not apply to environments outside the norm, but it will let 
them make Common knowledge tests to know security 
procedures in places other than their own.  

STREET RAT
Requirements: Novice, spirit d6+, survival d8+, tracking d8+
street rats are wily urbanites who know their way around 

the seedier sections of town. they are skilled in the ways of 
the concrete jungle, and always know who to talk to about 
whatever they’re looking for. though many are of humble 
origins, successful ones can often be found in the board-
rooms of the world, having risen out of the streets.  street 
rats gain a +2 bonus to tracking, survival and stealth rolls 
made in their home city.

BUSINESS WIzARD
requirements: Novice, smarts d8+, knowledge (Business) 

d6+, one hindrance of a psychological nature. 
success in business is equal parts luck, skill, and a certain 

moral grayness that lets you take steps other, lesser minds 
won’t make. For someone willing to let others suffer for 
their own benefit, great things can be accomplished. 

Business Wizards gain a +2 bonus to all knowledge (Busi-
ness) tests they are called to make. this also applies to the 
hostile takeover rules found in the Murder in the Board-
room section of this book. 

ExPENSE ACCOUNTS
Few people go into business for purely altruistic reasons. 

and even those that profess to want to help others with 
their work know that businesses, especially those in 2088, 
operate on capital. Money makes the world go ‘round, as 
the saying goes, and this is more true for businesses than 
it is for just about any other organization on the planet (or 
off it). 

But when talking about money in regard to megacon-
gloms, the amounts we’re discussing are typically orders 
of magnitude more than what your average PC would have 
access to. Corporations deal with transactions rated in the 
billions, on a pretty-much daily basis. the salary for even 
some of the most well-paid executives are just operating 
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expenses, already factored into the budget and taken into 
account. 

this system is in place so that PCs within a corporate 
game of interface Zero have some understanding of the 
kind of capital even a small conglom has at its disposal. it 
also serves to streamline what might otherwise be math-
heavy number crunching, which, while enjoyable to some, 
does not exactly fit the Fast, Furious, Fun ethos of Savage 
Worlds.  

this system is strictly optional, though the game is not 
likely to break down if it is included. however, note the dis-
cussion on page 145 and 146 of interface Zero regarding 
how money and gear affect the tone of the game. it will be 
quite easy to give a group of corporate characters so much 
stuff that they aren’t going to want to go on adventures 
any longer. i’ve put counter-balance measures in place, 
but these are largely role-playing based, rather than hard-
wired into the rules. 

>>>>>

Posted 2-18-88

tEtSUBo: The old saw about “Money is the Root of 
Evil” still applies, ami. You may think that your sweet 
expense account is something you deserve. You’re a big 
shot, moving up the corporate ladder, and you deserve 
access to all the best toys and gear you can find in the 
Malmart catalog. 

But you’d better remember that this, like anything that 
happens at work, is just another system of control. Your 
corporate masters want you really accustomed to hav-
ing the very best, top of the line, gear. That way, you’ll 
think twice about going against their wishes. Maybe 
you really like that Executive Design Tactical Armor. 
Maybe you think you need it because you made too 
many enemies to leave your house without it (all in the 
name of The Company, I might add). 

So when the VP of sales threatens to yank it for a less-than-
stellar 3rd quarter, you’ll be extra motivated to bust hump 
and squeeze your employees for better performance.  

I mean, it’s not like you want to get shot, right?

>>>>>

Posted 5-30-88

coMPAnY_MoD_382: The above sentiment is a gross 
mischaracterization of The Company’s Executive Perk 
and Remuneration Policy. If we didn’t offer such incen-
tive programs to our best people, they’d leave for other 
companies where such things are offered. We must do 
this to attract the best people, or we won’t be able to 
remain competitive in the Industrial Waste Recycling 
Industry.

>>>>>

expense accounts represent a pool of credits that com-
pany employees can use to purchase gear and equipment 
on the company dime. such items are effectively “free” 
to the one ordering them, but they don’t come without 
attached strings. it is assumed that using the expense ac-
count means the items purchased are strictly for the Com-
pany, not personal, use, though some corporations will of-
fer gear as bonuses and incentives. Furthermore, any item 
purchased through the expense account system will still 
belong to the Company that issued it. if your employment 
or business relationship with the Company is ever severed, 
for any reason, expense account gear will have to be re-
turned, replaced, or paid for using credits in the normal 
fashion. 

and don’t think for a second that any company isn’t keep-
ing a very detailed account of what their executives buy 
with their expense accounts. it’s not uncommon for em-
ployees to quit to leave for another job, only to be handed 
a huge invoice for billed items over the course of their time 
with the Company. the practice has gotten so extensive 
that some companies will offer to pay off “outstanding 
debts” as a signing bonus. Be careful, though, because the 
new company might just tack on the amount to their own 
tally of expenses. it is possible to enter a career of corpo-
rate work and wind up owing more credits than you earn. 

the moral of this story is “read your contracts. Carefully.”

expense accounts are expressed in levels, starting at 1 
and going up from there, effectively infinite. it’s roughly 
based the occupation’s starting Credits: every 10,000 cred-
its, or fraction thereof, grants 1 level of expense account. 
only employees of megacongloms get them, though cor-
porations run by a group of PCs might have modest ones 
at the GM’s discretion. see the table below for the more 
common expense account levels by occupation:

table 1:a: expense account levels

occUPAtion ExPEnSE AccoUnt LEvEL

Agent 2

Bodyguard 1

Bounty Hunter 2

Cleaner 1

Corporate Executive 3

Crime Boss 3

Media Icon 2

Private Investigator 1

Programmer 1

Other Functionaries 1
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some edges and hindrances have an effect on expense 
account levels. also, depending on how an individual’s 
part of the Company performs during a given quarter, lev-
els might be altered accordingly. see Murder in the Board-
room for more details.

USING YOUR ExPENSE ACCOUNT
once you have an idea of what your expense account 

level is, you can get to spending it. any item in the vari-
ous Malmart Catalogs can be had using your expense ac-
count, and delivered to your home or office using any of 
the various shipping methods available from that retailer. 
Much like starting credits, items in the catalog have an ex-
pense account rating of 1 for every 10,000 credits it would 
normally cost, or fraction thereof. any item that has an ex-
pense account level less than your own can be had and 
billed to the Company, no questions asked. hey, member-
ship has its privileges. 

With the exception of expense account level 1 items, 
which most things are, items with a rating equal to your 
own must be accompanied by spending authorization 
request (make a Persuasion roll, with a Penalty equal to 
the item’s account rating). Failure means the expense is 
not approved. success means that it is, and the item is 
shipped to you. Note that using the expense account this 
way greatly increases your chance of an audit, so use it 
sparingly. 

For example, consider the case of inez salgado, an infil-
trator working her way into the upper-level offices of the 
Company. she thinks one of the vPs has ties with one of the 
C-7 corporations, and is secretly undermining the Compa-
ny in preparation for the hostile takeover. she needs ac-
cess to that vP’s data, but it’s kept in a secure terminal in 
his office. she’s pretending to be an executive in account-
ing in order to gain access to the office. 

But this means she’ll have to play the game of a money-
grubbing executive for a while longer, and part of that is 
using the tools at her disposal. as an executive, she has an 
expense account with a level 3 rating. she uses it to buy 
a ton of professional clothing, (rating 1, no problem). she 
also requests the purchase of a samba Marathon sUv. this 
has a rating of 3 also, and she passes the spending autho-
rization request by rationalizing that a Company executive 
has to represent the Company at all times. however, ac-
counting (the GM) notes this expense for later use. 

While she can continue to pick up an item here and there 
(a new pistol, er, “person defense apparatus”) without a 
problem, so long as the items pertain to her work, getting 
a taP upgrade (roughly level 3) requires another request, 
which is this time denied. Furthermore, her use of the 
account gets her flagged in the accounting Department, 
leading to an audit. she may be out of a job before she 
even gets to the v.P.’s office!
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MALMART ExECUTIvE EDITION: 

SPRING 2088
treat yourself to a little something special with our latest 

collection of executive-quality consumer products. these 
highly specialized, top of the line items are only available 
to our clients who hold Gold-star executive accounts. the 
prices reflect the quality of our merchandise. each item 
comes backed with our famous Gold-star satisfaction 
Guarantee*, so get those expense account credits warmed 
up!

*items are guaranteed to meet Gold-star standardization Mar-
ket Policy. see sales receipt for return and exchange policy, which 
has recently changed.  

>>>>>

Posted 2-17-88

tEtSUBo: Yeah, ami, make sure you note the return 
and exchange policy. The changes mentioned? It now 
says “no returns or exchanges accepted.” But hey, it’s 
not like this is your money, right?

>>>>>

HOSTILE MERGER CLOTHING 

AND ARMOR

ExECUTIvE DECISION TRAvELING 

SUIT
virtual Presence in sensitive negotiations only 

goes so far. to really seal the deal, you need to be 
there. But when “there” is a trans-global flight 
away, it’s hard to always look your best, even 
when afforded all the luxuries business-class 
travel can provide.

For the business professional who’s always on 
the go, we offer a range of specially tailored 
business wear designed so that you’re always a 
stunning presence in the boardroom, even af-
ter a 20 hour flight. it even stands up to rough 
treatment, like being forced to travel coach.  

• anti-ballistic weave in the fabric provides +2 
armor bonus. 

• Nano-tech pockets keep the fabric 
smelling fresh, even when you don’t. 

• Memory-material keeps the creases sharp 
enough to cut glass with, so it always looks 
freshly pressed. 

• the color of any neckties can be adjusted in a mat-
ter of seconds. 

• air-quality monitors activate a Basic air Filter 
mask (+2 to vigor rolls when dealing with air-
borne causes) when certain user-program-
mable items are detected. 

• cost: 4,000 credits (level 1 expense account)

ExECUTIvE DECISION LI’L MOGUL 

SLEEPWARE
it is an unfortunate aspect of modern business dealings 

that children can become the targets of terrorists and 
kidnappers. While we all wish our loved ones weren’t so 
vulnerable, there is something you can do about it. intro-
ducing our line if li’l Mogul sleepware. this adjustable-
size onesie offers a full suite of devices meant to keep your 
little ones safe, so that you’re free to go ahead and close 
down that rival corporation!

• Nano-tech devices keep the baby clean, even 
against the worst bathroom “accidents”.

• anti-ballistic weave offers  a +3 armor bonus 
against ballistic and energy weapons, and dis-
crete ceramic plating offers a +3 armor bonus 
against melee and edged weapons.

• air-quality monitors can convert the suit into 
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a level 4 hazmat suit in seconds. 
• GPs and rFiD trackers constantly report the 

suit’s location to a variety of satellite and 
Deep services (subscription cost not included 
in price).

• available in Baby-Boy Blue, Pretty in Pink, and 
Power-tie red. 

• cost: 8,000 Credits. tracking service subscrip-
tion is an additional 2,000 credits per year. 
(level 1 expense account. With tracking service 
subscriptions, it’s level 2). 

USELESS SHIT
While a great deal of the items found in an executive 

Malmart catalog are actually decent gear, a surprising 
amount of it is really just expensive, useless shit. in gen-
eral, these things are little more than toys, and can be 
had for a level 1 expense account purchase. in credits, 
they're typically not more than 1,000 credits, making 
them a luxury for most people. 

We don't have the space needed to accurately convey 
what's covered here, but here is a sampling of stuff you 
might find here:

• expensive shoes, in men's and women's 
sizes, for every conceivable activity. suppos-
edly designed to offer the best support for 
that activity. Did you know they make shoes 
for Grego-roman wrestling? 

• luxury food-stuffs that come in bulk, and 
are vastly more expensive than you would 
pay for comparable items in a grocery store. 

• everything in the catalog can be custom tai-
lored and monogrammed for an additional 
1,000 credits. Popular items are names, fan-
cy monogrammed initials, and Bible verses.

• Fighting Robots: these sophisticated, 
brightly colored robots stalk each other 
around the house, and engage in brutal 
hand-to-hand fighting. limbs can be torn 
off, and each robot can self-repair. Come 
in a variety of styles, fighting styles, and 
weapon selections. note: only 3 inches tall. 
animated action figures, basically. 

• My First brand home science kits. available in 
robotics, Genetic engineering (Breed your very 
own bugs!) Nano-tech, and Drone Construction. 

• Mini-drones that come programmable and 
operated by remote control. Comes with 
cameras, microphones, and a squirt gun. Cheap 

and fragile, not to mention very easily jammed. 
• Wireless cameras hidden in damn near 

everything. items are standard, but for an 
additional fee, you can have one made to 
match another specific item. 

• Nano-tech doormats that literally eat dirt 
from the shoes of guests. 

• laser-powered bug zapper. 
• snow and ice remover, powered by nano-tech 

and good for several months. available in quan-
tities greater than you'd ever need to use. 

• the Aficionado Selection: a subscription 
service to supply the user with a variety of 
actually top-shelf adult beverages, as well 
as a variety of fancy serving and storage de-
vices. these frequently have robot serving 
systems to make sure the red wine breathes, 
the sake is warmed to the perfect tempera-
ture, and that the water for cracking scotch is 
from the correct area. often includes its own 
portable ice maker, capable of creating ice 
from moisture pulled out of the air. 

• the cozy Executive Sleeping System: a mat-
tress, headboard, sheet and comforter set 
(available in a variety of styles) that auto-
matically adjusts every conceivable variable 
to create your perfect sleeping conditions. 
seriously expensive, but actually worth it. 

• voice-powered bed-side table. 
• sheets, blankets and pillowcases from a va-

riety of exotic places. supposedly, Martian 
Cotton is popular this year. 

• McNaughton technologies Dream Pillow. a 
device that records your dreams, and lets 
you play them back through your taP, ei-
ther as full vr sessions, or just as something 
you watch like tv. More expensive versions 
can actually influence your dreams in small 
ways. 

SHOPPING SPREE
Due to an accounting policy change, your executive 

characters find themselves with a substantial credit 
to Malmart, which they have to spend right away or 
it will expire. the problem is, they can only use it on 
items of expense account level 2 or lower. 

What sort of useless things will they pick up, and 
can they find some way to make it useful? the mini-
drones might prove useful for inter-office surveil-
lance, and you can bet that there is an underground 
gladiator combat ring using action Figures as proxies.
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MAIL-ORDER MELEE WEAPONS

CHESTERSON ARMS

SWORD-CANE
the discerning gentleman knows that, even in today's 

harsh business climate, it is considered impolite to bear 
obvious weapons. it is also considered a breech of eti-
quette to attend hostile negotiations without the ability to 
defend yourself. it tells your foes that you consider them 
unworthy of your concern. 

if that is not the message you want to send, consider one 
of our top shelf sword cane. each is disguised as a gentle-
man's walking stick, and come in a variety of colors and 
styles. however, with a twist and a flourish, the wielder 
can reveal a 3 foot long combat blade. this is no show-
piece; each sword is composed of proprietary steel alloy, 
and is more than capable of holding up under “vigorous 
combat conditions”. 
• Plastic-composite versions are available for 

those seeking to travel through security condi-
tions. (these are fragile; the sword breaks any 
time a 1 is rolled in combat). 

• Monofiliment versions are available for an ad-
ditional 1,000 credits. they add aP 4. 

• Unsheathed, the cane does str+d4 damage. 
the sword-blade does str+d6

• the included training manual teaches the user 
the basics of cane-and-sword fighting. (rather 
basic for anyone with dice in Fighting. any-
one without Fighting dice who studies the 
manual can get a d4 in Fighting at their next 
advance, without spending the advance to do 
it.)

>>>>>

Posted 2-17-88

tEtSUBo: The sword cane’s nice and all, but seriously, 
any freelancer worth the name is gonna know it’s a 
weapon; either that or the corporator who uses one is a 
total douchebag. Canes are so 20th century.

>>>>>

MAIL-ORDER GUNS

ACT Of GOD ARMAMENTS

AGA BRIEfCASE GUN
Need a discrete weapon, for those times when you can’t 

carry a traditional firearm, but sure as hell aren’t going into 
a hostile situation unarmed. the aGa Briefcase Gun ap-
pears to be a perfectly normal briefcase. it even has room 
for carrying documents. But with a squeeze of the discrete 
handle-mounted trigger, our patented .500 san antonio 
special ammunition erupts with brutal efficiency. it even 
holds more ammo than our thunderbolt pistol, making the 
aGa Briefcase Gun the prize of any firearms enthusiast’s 
collection.

• Guaranteed stopping Power! (2d10+2 Dam-
age) aP 2

• 100 round internal magazine
• range 10/20/40
• Built-in hyper object allows for easy inter-

face with on-board tactical software. visual 
read-out overlays targeting info into your 
field of vision.

• Comes in a variety of buttery leather finishes.
• roF 3.

• cost: 12,000 Credits (expense ac-
count level 2)
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BLACK KNIGHT INDUSTRIES

RIOT GEL MINES
in response to increasing demand from corporate secu-

rity forces world-wise, we are proud to announce our new 
line of anti-riot protection devices. these items are avail-
able in both land- and claymore-mine versions, which are 
suitable for different crowd dispersal needs. the mines are 
non-portable once activated, and can be triggered either 
by touch or proximity. the results aren't fun to experience, 
but it is much better than being turned into hamburger by 
an actual mine. 

• land-mine versions use a large Blast temple, 
while the claymore versions use the cone tem-
plate.

• When triggered, the mines explode with an 
effective shooting skill of d6

• targets hit take 2d6 non-lethal damage, and 
must pass a strength test (at -2 per hit and 
raise on the attack roll) or get knocked back 1 
square +1 additional square for ever raise on 
the attack roll.

• targets must also make an agility roll (at -2 
per raise on the attack) or fall prone.

• installation instructions included. 
• cost: 100 credits per mine. (a set of 10 mines 

are an expense account level 1 purchase). 

CYBERNETICS AND BIOWARE

BIO-SOLUTIONS fRIENDLY 

PHEROMONE LINE
Need something to give your presentation a little 

“oomph?” Does our tailored Pheromones line not give you 
the impact you need? our new Friendly Pheromones addi-
tive is meant to be used in concert with the tailored Phero-
mones Dispenser, though it is available separately. Friendly 
Pheromones work by subtly exciting the endorphin recep-
tors in those around you, making them feel good when 
you’re in the room. 

• item Quality: streetware
• Availability: available on the open market
• Functions: (2 points) +2 to reaction table rolls 
• Defect Points: 2 (-2 to Bio-trauma rolls)
• cost: 25,000 credits (expense account level 3)

SAGE IT AND TECHNICAL SYSTEMS

HAND-HELD CYBERWARE
While implanted technologies really are the state of the 

art, there remain people in the world who, for one rea-

son or another cannot tolerate cybertechnology. Maybe 
they’ve already got too much in them, or they work in plac-
es that only let “pure humans” work. such people shouldn’t 
be prevented from participating in all that modern society 
has to offer. For this reason, saGe it and technical systems 
offers our retro-science line of Wearable technologies. 

• each cybernetic item by saGe it has versions 
that are wearable or hand-held, such as goggles 
for cyber-eyes, or a small portable skill-comput-
er.

• While only saGe it has done this with it’s 
technologies, other companies are following 
suit. 

• item Quality: streetware. 
• cost: Normal cost for the device in question. 

they don’t impose cyber-trauma penalties, but 
can also be lost or damaged, since they aren’t 
normally eMP shielded. 

DRUGS

REDLINE
We’ve all been there. You’ve got an important meeting 

first thing in the morning, and the client you’re supposed 
to baby-sit wants to hit yet another club. and all this is af-
ter you’ve spent the last 12 hours going over the quarterly 
reports to make sure your internal audit doesn’t find any-
thing out of the ordinary. No rest for the wicked!

Unlike the dangerous street-drug tank-N-spank, redline 
brand inhalable stimulants give you the lift you need, with-
out the unpleasant cardiological side effects. Work all day 
and all night, and, when you need to rest, redline makes 
sure you get the sleep you need! try some today! available 
in single-dose, 6-pack, and 24-unit cases. 

• nicknames: red, snort, high-ball
• Duration: 12 hours
• Method if ingestion: inhaled 
• Effect: Within a few moments of inhalation, 

the user feels awake, aware, and full of en-
ergy. the mixture of amino-acids, vitamins, 
and nootropic pharmaceuticals allows the 
user to ignore penalties from Fatigue, regard-
less of their source. it even allows the user 
to ignore incapacitated results derived from 
Fatigue, so long as the duration and dosage 
is maintained. 

• Side Effects: While under the effects of red-
line, the user’s sense of self-worth is inflated. 
they operate as though they had the over-
confident hindrance. there is also evidence 
that suggests using redline and alcohol at the 
same time can produce violent fits and sei-
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zures in those prone to either. Finally, when 
the duration ends, the user will suffer from 
extreme Fatigue. they will automatically incur 
2 points of Fatigue, the penalties for which will 
be doubled until they are able to sleep. in fact, 
each hour the user attempts to remain awake 
force a vigor test (with Fatigue penalties). Fail-
ure means the user falls asleep, and they can-
not be awakened for 12 hours, regardless of 
their surroundings or who they’re with. Due 
to the chemical pathways involved in redline’s 
action, taking extra doses does not increase 
the duration, but will double the resulting 
penalties and sleep time. 

• Addictiveness Rating: -1 penalty to spirit 
rolls to avoid becoming addicted for each 
dose taken within a 24 hour period (Minor 
habit).

• cost for one Dose: 500 credits (expense ac-
count level 1 for any amount. some manage-
ment types order crates of it for their em-
ployees when working against deadlines.)

>>>>>

Posted 2-17-88

tEtSUBo: When I was at The Company, it was an un-
spoken policy of handing out Redline to workers in or-
der to get them to work through the night when it was 
crunch time (and it was always crunch time). The trou-
ble was that management didn’t think the side effects 
were worth noting, so it wasn’t uncommon to come in 
and see entire departments asleep at their desks. This 
was typically followed up by a round of firings, since 
sleeping during work-time is a firing offense. 

Yeah, think about that for a minute. 

Also, those who didn’t get fired usually wound up ad-
dicted to the stuff, and would routinely have to have a 
snort of it just to make it through their shift. To keep 
their jobs, they’d time it so the stuff wore off after they 
left for the day. They’d make it home, crash, and then 
get up the next day and do it all over again. Their whole 
life was lived for The Company; when they weren’t at 
work, they were home asleep. 

It seems like a shame to fire these poor bastards, but 
that doesn’t stop it from happening. 

>>>>>

Posted 5-30-88

coMPAnY_MoD_382: While I’m loath to admit it, I’ve 
seen all too well what rampant Redline use does to a 
workforce. While it may appear to increase productiv-
ity, in the long run it’s really bad for the bottom line. It’s 
a “weapon of last resort,” really, but it doesn’t get used 
that way. 

>>>>>

Posted 6-1-88

coMPAnY_MoD_717: Um, sir? It’s come to my atten-
tion that our comments on TETSUBO’s alterations to the 
text are also being pushed out to the new hires. And, it’s 
un-deletable, too. 

>>>>>

Posted 6-1-88

coMPAnY_MoD_382:You mean everyone in The 
Company is seeing this?

>>>>>

Posted 6-1-88

coMPAnY_MoD_717:I’m afraid so, sir.

>>>>>

Posted 6-1-88

coMPAnY_MoD_382: Oh, no. DELETE IT ALL!

>>>>>

Posted 6-2-88

coMPAnY_MoD_001: Management has taken note 
of your failure to perform the task to which you have 
been assigned. You are hereby excommunicated from 
The Company. May God have mercy on your soul.

COMPANY_MOD_382 has been removed from server.

>>>>>

PROGRAMS

LUCID TECHNOLOGY TAP-SOfTS
Most people think of modern programs as only some-

thing your Black hats use to protect your assets, or things 
lazy, shiftless hackers use to access your hard-earned cred-
its. But what most businesses don’t realize is that there 
are a number of ways to leverage your taP connections to 
your company’s networks. Consider this; the vast majority 
of your employees have taPs. how many of them are using 
them to record sensitive data, even without their knowl-
edge. Malicious hackers are known to inject programs into 
the employees of companies they want to bring down. 

are you certain your employees are secretly conspiring to 
steal what isn’t theirs?

With lucid technologies brand of taP-softs, you’ll have a 
greater degree of control over what your employees read, 
see, and remember. With our patented Behavior influence 
system, you’ll even be able to instill Proper Christian val-
ues in even the most wayward of souls. remember, a uni-
fied workplace is a productive workplace!
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BEHAvIOR INfLUENCE SOfTWARE
these software suites will, when installed in the em-

ployee’s taP, impose certain behaviors in keeping with the 
company’s ideology. each purchase is good for one year’s 
worth of daily effect, and our license renewal system au-
tomatically debits your account at the end of the year. en-
joy peace of mind, knowing your employees trust is never 
in doubt!

• Basic versions of the software impose a single 
hindrance on the user. Corporations that use 
them often have riders in employment con-
tracts that the use of influence soft is a term 
of employment. 

• loyalty (Corporation) is the most common, 
though any psychology-based hindrance can 
be imposed. some offices impose all thumbs 
on their non-it staff, to prevent employees 
from messing with their own computers or 
other office equipment. 

• advanced versions on the software can im-
pose multiple hindrances. 

• hindrances imposed by influence software 
do not count towards the number of hin-
drances a character can take, nor do they 
grant extra points in character creation. 

• cost: 10,000 credits for the Basic versions, 
+10,000 for each additional hindrance im-
posed with advanced versions. Purchase 
good for one year. (expense account level 1 
for basic, +1 for each advanced version). 

SELECTIvITY fILTERS
a highlight of our taP-soft line, the selectivity Filter is a 

simple set of protocols installed in the employee’s taP that 
selectively filters out perceptions, based on management-
defined criteria. the subject simply doesn’t see or hear 
stimuli that falls within the Filter’s heuristic processing 
system. a boon for workplaces that deal in sensitive data, 
and for companies who wish to instill a sense of Christian 
solidarity.   

• Users really don’t perceive information that 
falls within the auspects of the filter; News-
feeds from the “wrong” political system are 
blank, podcasts that feature content from 
certain religious movements are devoid of 
sound. Users who access company data out-
side their purview see nothing but fuzzy, in-
distinct forms. 

• cost: 12,000 Credits. licensing agreement 
lets you use one purchase of the software for 
up to 6 separate installations! (expense ac-
count level 2). 

>>>>>

Posted 2-20-88

tEtSUBo: These things are notoriously buggy, and 
seem like they’re impossible to completely uninstall. 
The bullshit “heuristic processor” seemingly adapts to 
new stimuli, but wasn’t beta-tested enough to make 
sure it actually works right. Numerous reports exist of 
the Filter kicking in when viewing any numbers, or see-
ing media generated by any men in some cases, or any 
women in others. 

And, in one high-profile case, the Filter removed a 
user’s ability to detect automobiles of a specific make, 
since the company owner was a Catholic. This doesn’t 
sound so bad, until you recall that trying to cross a busy 
street without being able to see certain kinds of cars is 
a recipe for disaster. 

The fact that Malmart still shills for Lucid TAP-Soft, 
despite the chaos that results from their products is a 
damning indictment against the whole system. 

>>>>>

OffICE SECURITY

SEC-TEC OffICE SECURITY SYSTEMS
there was a day when a corner office, with a big plate-

glass window overlooking a panoramic view, was a prize re-
served from the company’s most valued executive. these 
days, it’s practically a death sentence. high-velocity rounds 
can penetrate anti-ballistic glass, and advanced espionage 
gear makes eavesdropping sensitive conversions easy 
when you can get line-of-sight to a pane of glass. 

a truly safe office is similar to a truly secure computer; in 
the basement, behind multiple layers of defense, with no 
windows, and little contact with the outside world. this is 
great for security, but not so good for actually getting busi-
ness done. Plus it send the message to your competitors 
that you aren’t confident enough to show your face in the 
light of day. and that won’t do at all. 

enter the sec-tec office security system. it’s modular de-
sign takes into account the various security concerns that 
plague the modern-day business professional. the Basic 
Package will render your office virtually immune* to out-
side attack, while the expansion Packages offer a greater 
depth of protection, when and where you need it. 

*see accompanying documentation for details. 

BASIC OffICE SECURITY PACKAGE
this comprehensive security system is designed to let you 

enjoy the benefits of an open office, without rendering 
yourself a massive security risk.
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• our Proprietary safe-Glass anti-ballistic glass 
is rates at toughness level 20, strong enough 
to deflect all but the most determined shooter.

• the acoustic Cloaking system embedds the 
glass frames with small buzzing speakers and 
white-noise generators that modulate their 
frequency to foil most commercial and mil-
spec parabolic and laser microphone systems. 

• enjoy the view of your domain with confidence!
• cost: 55,000 Credits. (expense account level 6)

ANTI-BLAST fRAME UPGRADE
if the safe-Glass isn’t enough protection, consider this up-

grade feature: a set of high-strength composite steel blast 
doors can be set to clamp shut upon command, rendering 
your office proof from nearly every weapon in humanity’s ar-
senal. if your city gets hit by a nuke, you may still by the farm, 
but the heat blast and concussion won’t be what does it.

• Blast doors fall into place over every window in-
stantly upon a specific spoken command or taP sig-
nal. they can also be set to activate automatically 
when other office security protocols come online. 

• Blast Doors are effectively immune to most weap-
ons, though someone with a lot of time and dedi-
cated effort could theoretically breach them with 
something like a plasma torch or funky zeek powers. 
(treat it as toughness 30 in those circumstances.)

• cost: 30,000 Credits. only available as an upgrade 
to the Basic office security Package. (expense ac-
count level 3 by itself, level 9 if included as part of 
the Basic Package).

>>>>>

Posted 2-20-88

tEtSUBo: Though you’ll never see any advertisements 
for it, I’ve heard form zeeks I trust that Sec-Tec also 
maintains an anti-Zeek device similar to the Ghosting 
Screen that, when activated, makes Zeeks feel incred-
ibly ill as long as they remain in the area of effect. I’ve 
heard of corporations setting these things up at the em-
ployee entrances to catch zeeks who haven’t registered 
their talents with the company. 

On a more bizarre note, those same zeeks tell me that 
trying to Astrally Project (see Zeeks: Psionics in 2088) 
into a room with a Zeek Screen is impossible; the room 
appears to be shrouded in a cloying black mist that, no 
matter how hard you try, can’t be entered. Based on 
what is known about Psionics, not only is the power of 
this device impossible, it shouldn’t even exist. 

Who or what made this thing, and how it’s powered, 
is a mystery that certain people would dearly love to 
have solved.

>>>>>

CORPORATE vEHICLES

GT-753 WARHAWK TRANSPORT vTOL
looking for a luxurious, yet safe way to travel to your next  

meeting? the Global technologies 753 Warhawk can get 
you there in style, with the protection you need! 

• heavy armor
• ejection seats and vCi rig support are standard
• 2 forward-facing 20mm auto-cannons (range 30/60/120, 

Damage 2d8+2, aP 10; hW; roF 3; autofire) 
• Stealth Paint: Black paint that imposes a –4 to 

rolls made to spot the vehicle with sensors.
• AMcM (Anti-Missile counter Measures): +2 

to Piloting rolls that round only for purposes 
of evading missiles.

• Acc: 30 top Speed: 60 climb: 5 (ceiling 10,000 
Ft.)

• toughness: 15(8)
• crew: 2+4
• cost: 400,000 credits

fORD “PHANTOM” HOvER LIMOUSINE
the Ford Phantom limousine is a heavily armored  vehicle which uti-

lizes cutting-edge maglev technology to provide a smooth ride as you 
and your entourage go out for a night on the town!

• heavy armor
• hover
• Stealth Paint: Black paint that imposes a –4 to 

rolls made to spot the vehicle with sensors.
• Acc: 20 top Speed: 40 
• toughness: 15(10)
• crew: 1+6
• cost: 75,000 credits
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THE CORPORATE CAMPAIGN

THE POLICY AND PROCEDURES MANUAL
THE CORPORATE CAMPAIGN
hostile takeover, as a book, rests on the assumption that 

megacorps, a well-worn staple of cyberpunk and other 
near-future fiction, are going to become a central aspect of 
your interface Zero game. even if the story only focuses on 
corporate intrigue for an adventure or two, there is much 
to be gained here. Plus, the edges, hindrances and other 
rules from the Player's section are generally useful in other 
avenues of play.

to get the most out of this book, however, consider the 
following discussion. We'll talk about how megacongloms 
in 2088 shape everyday life for millions of people, and how 
savvy PCs can benefit from working for, with, and against 
them. We'll also cover a couple of campaign models: the 
corporate espionage game, and the corporate operations 
game. the former pits the PCs as outsiders to the corpo-
rate world, playing executives against each other for their 
own fun and profit, while the later puts the PCs in charge 
of a small corporation, and deals with the trials and tribu-
lations of surviving one of the most hostile, cut-throat are-
nas of human interaction. Combining the two into a single 
whole can give you material for a great deal of game-time.

if they're lucky, the PCs can survive and thrive, reaping 
huge profits and helping shape the lives of millions of nor-
mal people, hybrids, simulacrum, and any of the other 
post-human entities of 2088. if they're not, well, that's the 
price you pay for high stakes. Not every business endeavor 
makes it big: for every titan of industry, there are hundreds 
of companies that get ground beneath the steel tread of 
progress. 

WHAT THIS GAME ISN’T
Before we get into the nuts and bolts of the Corporation 

Campaign, it’s worth some time to focus on what this game 
shouldn’t become. Given the nature of the subject, it’s en-
tirely possible that the game can change from something in 
keeping with the Savage Worlds system, and turn into just 
another office simulator. 

try very hard to avoid this. No one wants to set aside their 
free time to play Cubicle: the accounting. Most people 
play rPGs to get away from their hum-drum work-related 
lives and do something exciting, even it’s to pretend to be 
a gun-toting cat-human hybrid with a sticky icky addiction. 
if the game turns into a series of reports, meetings, and 
dodging management, you may find your players losing in-
terest. 

to avoid this, try to keep the following things in mind 
when structuring adventures:

• Focus on the Exceptional: Don’t spend too 
much game-time on your average, daily work 
of being in the office. the potential for drama 
and excitement is lessened by the very aver-
age nature of it. this doesn’t mean you can’t 
have stories set in the office; it just means 
that when those happen, it really should be 
the most exciting thing that happened at 
work in weeks. Getting your paperwork in on 
time isn’t exciting; a disgruntled ex-employee 
showing up and shooting the place up is. 

• Get out of the office: Just about anyone in 
a corporate environment will need to leave 
the office at some point. security personnel 
might have to go to hong kong to interview 
informants; it people might need to travel to 
another part of the NaC to check an off-sight 
server system. the office is something like 
a headquarters, and much of what happens 
in the world is outside the walls. if PCs are 
getting too comfortable in their posh offices, 
have the place closed for a few days for fu-
migation. Just make sure they’re not always 
safe and secure behind bullet-proof glass and 
surrounded by armed guards. 

• Keep them on their toes: the nature of any 
business is such that it is dependent on a va-
riety of outside influences that are largely be-
yond anyone’s control. and it seems like it’s 
just when things get comfortable that some-
thing changes, and suddenly everyone’s job’s 
at risk. and, even if the economy’s relatively 
stable, there is always the chance of a new 
competitor showing up on the market with 
the ability to undersell what the PCs are sell-
ing. there is always something that can be 
done to complicate matters. the real skill in 
business is turning these complications into 
revenue. 

• Let them be in charge: in most people’s 
work-lives, they don’t have a lot of say over 
what they do with their time while on the 
clock. No one wants to spend a game ses-
sion doing only what they’re told. even if the 
PCs are employees of someone else, give 
them some leeway as to how they handle 
tasks, even if that means they don’t do what 
they’re told. and besides, going against or-
ders can actually be a good thing, especially 
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when the boss is a moron who doesn’t know 
his ass from a hat. Better yet, if your players 
are all low-level people in their real-life jobs, 
give their characters management responsi-
bilities. it may be a great deal of fun to see 
how they treat others when they have the 
power to shape someone’s experience. 

A MATTER Of MOOD
how you convey the various corporate entities and the 

people that work for them can go a long way towards es-
tablishing the mood of the game. as discussed on page 192 
of the interface Zero rulebook, mood is very handy for get-
ting your players to feel what you want them to feel, with-
out having to be explicit about it. 

in addition to the moods mentioned in the rulebook (all 
of which are very appropriate to a corporate game), a pair 
of other moods can be used to really hammer home what 
the nature of corporate life in 2088 is like.

• You’ve Got to be Kidding Me ...: the popu-
lar image of the private sector is one where 
profit is king, and any business that sticks 
around does so because of an increased ef-
ficiency that far outstrips what government 
organizations can manage. and, while this is 
potentially true, in practice, corporations can 
be some of the most inefficient, poorly run 
organizations on the planet (and off it). this 
mood is furthered by showing corporations 
actively working against their best interests, 
employees slacking off and ripping their em-
ployers off, and moronic business decisions 
made to further ideological motives, rather 
than profit or the well-being of employees. 
this is people at their worst, who display 
some of the most asinine behavior, simply to 
feed petty jealousies. if you’ve ever worked in 
an office, you know what we’re talking about. 

• Ruthless Efficiency: this is the polar opposite 
of the previous mood. When this mode is in 
play, profit, either in money or prestige, be-
comes so much at the forefront of the corpo-
ration’s motives that they will do essentially 
anything if it means getting what they want. 
attacks on rivals are made with brutal, almost 
surgical efficiency, no loose ends are left dan-
gling, and every possible advantage will be 
used. all of this is without regard to anyone’s 
safety or well-being, aside from those who 
make the decisions. We see this when corpo-
rations fire entire departments before Christ-
mas in order for their profits to look higher, 

or when they petition governments to relax 
regulations to allow polluting residential 
neighborhoods because actual, proper dis-
posal is “too expensive.”

taken together, the two new moods can be mixed and 
matched with the existing ones from the interface Zero 
rulebook. this can help produce a sense of surprise in play-
ers, especially when a previously lampooned corporate 
stooge is taken out of the picture by the player’s actions, 
only to have him replaced with a executive that operates 
more on the ruthless efficiency mood. 
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CORPORATE ESPIONAGE
in the corporate world, people oversee operations with 

literally billions of credits at stake. When dealing with such 
vast sums of money, any delay, no matter how small, can 
wind up costing the company millions. By the same token, 
any advantage gained, regardless of size, can give your 
company a leg up on the competition. even something as 
simple as delaying a shipment from leaving port for a day 
can mean the loss of millions, and executives getting the 
sack as punishment. 

in this high-stakes world of inches and seconds, there 
is always room for skilled, discrete professionals who are 
willing and able to do the work that corporate executives 
can't do themselves, or don't want to be linked to in the 
press. in a Corporate espionage game, the PCs are these 
professionals, working for one or more megacorporations 
to undermine the works of the competition. the rewards 
are often worth the risk: credits, hyperchrome cyberware, 
access to beta-test software years before public release. 
all of these things can be earned by performing the right 
deeds for the right people. 

however, such work is not without considerable risks. se-
crets valuable enough to warrant your skills are also worth 
doing anything to keep. Guards might shoot first and ask 
questions later; drones may be set to destroy intruders at 
first sight; or the corporations are vengeful enough that, 
if they ever find out who harmed them, will go to great, 
almost absurd, lengths to exact their revenge. 

>>>>>

Posted 7-13-88

WHitE_nAGA: The truth is spoken here, ami. A few 
years ago, we did a run against Central Belarusian Steel. 
Our Black Hat didn’t cover his tracks very well, and left 
behind a small data trace. The thugs they hired to find 
him tracked him down 5 years after the run. He didn’t 
give any of us up, thank God, but by the time we got to 
him, he was little more than a lump of quivering flesh. 

>>>>>

Posted 7-14-88

cAtBoY79: You should be more careful about how 
freely you talk about this, especially on public boards. 
CBS is still looking for the people who made that run. I 
hope whatever you got paid was worth it.

>>>>>

Posted 7-14-88

WHitE_nAGA: Hardly. 

>>>>>

ADvENTURE HOOK: THE DOUBLE-CROSS
Your crew is hired to steal something from your em-

ployer's biggest rival, the sort of thing you really don't 
want to get caught having stolen. however, before 
you can make the drop, the corporation from which 
you've stolen the item contacts you, asking you to do 
for them what you just did for their rivals. 

to the best of your knowledge, you've covered your 
tracks well enough that they really shouldn't know 
that you're responsible for the missing item. hell, 
they might not even know it's gone yet. Do you take 
the deal, and have the precarious job of playing both 
sides against each other hoping they don't find out? 
or do you turn them down, and risk triggering some 
awareness that you're working for the other side?

the sort of work PCs get up to in Corporate espionage 
games is pretty varied.  You might be working for one com-
pany specifically, or taking jobs as they come. You may find 
layers of insulation between you and the corp that’s really 
hired you, going through Negotiators to get jobs and get 
paid, or you may be contacted by someone at the Compa-
ny’s office of Clandestine affairs directly, with strict NDas 
and other means of keeping you quiet. 

one of the hallmarks of the Corporate espionage game 
is the sheer variety of its settings. While the PCs might be 
based in one location, they might not spend very much 
time there. they may travel to the republic of texas for 
one job, and to india or China for the next. as they progress 
in rank, they’ll have chances to go wherever corporations 
hide things worth stealing; adventures in orbit are likely, as 
are trips to the lunar and Martian colonies. this approach 
will let the GM highlight how far humanity has spread out 
by 2088, despite all of our limitations and hindrances. 

THE CORPORATE OPS GAME
in this campaign mode, rather than simply taking the odd 

job from megacongloms, the PCs represent the principle 
people behind a burgeoning corporation themselves. in 
this mode, the game focuses on the “let them be in charge” 
aspect, and lets the characters run with it. here, they get all 
of the perks of corporate life; expense accounts, a head-
quarters, security people to watch their backs, the whole 
ball of wax. it also allows the GM some of the flexibility of 
the espionage campaign. if you want an adventure set in 
the amazon Jungle, you can simply make it profitable to 
have the players be there, and not worry too much about 
the logistics of how they get there, and how they pay for it. 
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this campaign mode also does away with some of the bad 
parts of the corporate experience. PCs who run a corpora-
tion don’t have to answer to irritating bosses, and don’t 
have to keep meticulous records of their time. if they want 
to leave the office early for a quick run against a rival cor-
poration, they can just decide to do it. 

however, all of this power and freedom isn’t without its 
drawbacks. if there is a market for what the PC’s corpora-
tion produces, then there are other corporations who want 
a piece of that market. operating a corporation means that 
there will always be someone else looking to take what you 
have. and getting a leg up on one level of competition re-
ally only means that you’re starting to muscle in on the 
turf of a bigger firm. Get too big, and you might attract the 
attention of one of the C-7 corporations, which have the 
power and tendency to gobble up start-ups like yours with 
breathtaking force. 

even so, the possibility, slim though it may be, that the 
PC’s company might someday be admitted into the halls of 
power as the eighth company in the C8 can be a powerful 
motivator. and those are largely the questions posed by 
the Corporate operations campaign: What would you do if 
given the power and money to do whatever you wanted? 
and how will you keep it once someone bigger wants it?

>>>>>

Posted 7-13-88

WHitE_nAGA: Though the risks are certainly present, 
I think they’re overstated here. Most companies are too 
small of scope to attract the kind of predatory attention 
to get bought out by a rival. You can run a company for 
a long time, and if you keep it running, you’re not likely 
to have it taken from you.

In fact, being your own boss is really the only way to 
go these days. I can’t imagine working for someone else 
anymore. Even if the company eventually folds, you’ve 
got a decent salary to keep you in food, clothes, and 
medical care until that time. 

You don’t have to take the world by storm. You only 
have to be successful enough. Remember, this is a job 
first, one where you can set your own hours and pay 
yourself whatever you want. 

>>>>>

Posted 7-14-88

cAtBoY79:And if you have to fire workers, or pay 
them less than what it costs to get them to work every 
day, so much the better, right?

>>>>>

THE CORPORATE CAMPAIGN

Posted 7-14-88

WHitE_nAGA: Not everyone can be an executive. 
Someone has to mop the floors and clean the gutters, 
so to speak. And any job is better than no job. 

>>>>>

Posted 7-14-88

cAtBoY79: I know some people who would disagree 
with that.

>>>>>

CORPORATION TRAPPINGS
trappings are short descriptors that can be applied to cor-

porations to paint them in broad strokes. they are intend-
ed to provide “just enough” character for the corporations 
and the people that work for them, without bogging the 
game down with a bunch of new systems. Much like the 
City trappings from other interface Zero products, trap-
pings work in much the same way as edges and hindrances 
do on characters. in fact, you could see them as the attri-
butes for Corporations, which cover not just what they do, 
but how they do it.

each trapping applies a bonus to some situations, and 
penalties to others. We’ve included a random chart for 
rolling on, in case you need a quick corporation, and your 
own inspiration isn’t up to the job. Note that some of these 
trappings are mutually exclusive, or have features that ef-
fectively cancel out features from other trappings. this is 
by design. Gaining a bonus to knowledge (Business) rolls 
because of your trained Ceo, and a penalty to the same 
rolls because your sales Manager is a moron is all part of 
the joy that is business in 2088. 

roll on this table a handful of times, and combine in the 
most interesting manner. relatively new corporations 
might only possess a single trapping, while one that’s been 
around for a while might have as many as ten or more. if 
you’re looking for something unexpected, roll 1d6 times on 
the table on the following page, shake well, and simmer. 

TRAPPING DESCRIPTIONS

vENGEfUL
if you cross these people, you had better cover your 

tracks. vengeful corporations can hold a grudge like you 
wouldn’t believe, and will go to great lengths to pay back 
anyone who messes with them. 

• those employed to track down offenders gain +1 to 
investigation and streetwise tests involved.

• effective expense account levels are consid-
ered 1 higher for requisitioning gear when in 
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table 2:1 corporate trappings

DiE RoLL tRAPPinG

1 Vengeful

2 “Creative” Accounting

3 Slow Response Time

4 National

5 -Ism

6 Ruthless

7 Nepotism

8 Good PR

9 Bad PR

10 Front Company

11 Shadowy

12 Awesome R&D

13 Cornered Market

14 Paranoid

15 High Turnover

16 Predatory

17 Zeeks on the Payroll

18 Trans-global

19 Golemmech Fetish

20 Military Contractor

pursuit of those who the company feels have 
wronged them. 

• Until the vengeful Corporation feels the mat-
ter is concluded, those it pursues are consid-
ered to have either the enemy, outsider, or 
Wanted hindrance, but only when dealing 
with those who know of the corp’s attention 
(GM discretion).

• however, this attitude also grants the cor-
poration an unsavory reputation, effectively 
subtracting 2 from reaction table rolls with 
dealing with others. 

”CREATIvE” ACCOUNTING
through a variety of “extra-legal” accounting practices, 

this corporation appears to have a lot more liquid capital 
than it really does. this opens up a lot of doors, but also 
exposes them to some risks. 

• expense accounts are considered 1 point 
higher, across the board. those without ex-
pense accounts do not gain them, however, 
as this is too risky. 

• Bribery can be used to grant +1 to Persuasion rolls. 
• any time either the Persuasion rolls from 

bribery or those related to expense account 
use come up a 1, all funds in the account are 
frozen to prevent tripping external regula-
tory mechanisms. this effectively reduces 
expense accounts to zero for a time, and may 
result in the character being let go as a sign of 
Due Diligence on the part of the corporation. 

SLOW RESPONSE TIME
For a variety of reasons, this company is known for taking 

their time; product releases are always set back, and press 
junkets always come later than expected. if faced with a 
sudden issue, the corporation will have trouble dealing 
with it in an effective manner, as it’s used to operating on 
its own time. 

• Characters infiltrating the systems of a slow 
corporation gain +2 to hacking and stealth tests

• if involved in any of the Murder in the Board-
room systems later in this book, slow Corpo-
rations take a -2 to all applicable tests.

• however, when they do act, the extra time 
means they usually get it right. they may 
spend Bennies to re-roll tests, even on tests 
that normally cannot benefit from a re-roll 
(like hostile takeovers).

NATIONAL
Due to lengthy and expensive campaigns of goodwill gen-

eration, the company is specifically noted as having exten-
sive relations with the nation in which it is based. in some 
ways, you could say that the company is an arm of the gov-
ernment. 

• so long as the existing government is in pow-
er, the corporation will always have an exten-
sive  customer base, as well as connections to 
help out as needed. 

• this grants a +2 to knowledge (Business) 
tests for resisting Murder in the Boardroom 
systems. 

• however, any enemies the country has will 
also target the company and its employees. 
all employees effectively have the enemy 
hindrance.

• also, the company might have a policy of only 
hiring citizens of its country to fill vacancies. 

ISM
select one or more classes of people to benefit from this 

trapping. it might be men, or Christians, or hybrids, or 
even something like “the poor” or “the rich.” if you are a 
member of this privileged class (or are seen as being one), 
you gain a measure of respect and influence that isn’t giv-
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en to those outside the class. 
• People who appear to be part of the support-

ed group gain a +2 bonus to social tests made 
with members of the company. 

• they also gain +1 bonuses to reaction table 
tests when dealing with the company. 

• if you are not a member of the supported 
class, however, you’ll effectively have the 
outsider hindrance when dealing with them. 
this can only be gotten rid of in very rare cir-
cumstances.

>>>>>

Posted 7-14-88

cAtBoY79: I used to work in a legal office in Texas. The 
partners had such an extensive collection of biases and 
Isms that it made working with them a nightmare. They 
would selectively focus on different aspects of people, 
so that if you were a woman (not favored) but also rich 
(favored) you might be treated well one day and poorly 
the next, or well by one employee and like dirt by an-
other. 

They would also flip on who was in favor and who 
wasn’t, and usually wouldn’t tell anyone about it. We 
were all just expected to know that this or that client 
was now an outsider based on how he was treated by 
the firm. 

It got so bad that they would take cases for clients who 
were out of favor, and purposefully lose the case to get 
“that dirty so and so” thrown in jail. 

Let me tell you, ami, you had to be careful working 
there. I got out  while I still could.

>>>>>

Posted 7-14-88

WHitE_nAGA: My first job out of college was an 
unpaid internship with a small company that handled 
staffing for many of the large TAP and programming 
companies in Cascadia. The owner had a huge hate-on 
for hybrids. Before starting, everyone had to undergo 
a mandatory drug use and genetic purity screening to 
make sure we weren’t hybrids sneaking into his com-
pany. 

>>>>>

Posted 7-14-88

cAtBoY79:Oh, yeah? How’d you manage to get past 
the screening?

Posted 7-14-88

WHitE_nAGA:I pass for a purestrain human, and I 
play up being self-important so people think I’m Human 
2.0. All I had to do was bribe the screening doc to give 

a false result. In my defense, I needed the internship for 
my resume, and the screening practice was eventually 
rendered illegal in Cascadia.

>>>>>

RUTHLESS
Most people, regardless of their specific phenotype, 

have a line they won’t cross when it comes to matters of 
profit. in the modern age, though, there are an increas-
ing number of companies that aren’t run by people. and 
even some of us flesh-and-blood types don’t flinch when 
it comes to pulling the trigger, especially in the name of 
profit. a company with this trapping is run and maintained 
by such people. there is nothing they won’t do in the name 
of profit, so long as they can reasonably get away with it. 

• Being willing to bend the rules in their favor 
grants their employees a +1 bonus to a vari-
ety of tests, so long as there is some way they 
can take advantage of others to do it. 

• When interacting with others, they can add a 
+2 bonus to intimidation and taunt skill tests. 

• Bonuses aside, from a role-playing angle, this 
can be used to convey the axiom that “life is 
cheap.” these guys will shoot first and ask 
questions later. hell, they may just skip the 
questions entirely. 

• however, such an approach to their work 
can make them sloppy. any trait test that 
results in an unmodified 1 (regardless of the 
Wild Die) means they’ve left some aspect of 
their work uncovered, which may be noticed 
by the authorities. this might mean leaving 
blood evidence behind at a crime scene, or 
having a “disappeared” body turn up in a 
river. 

NEPOTISM
hiring decisions, rather than being made based on what’s 

best for the company, are determined by making sure posi-
tions are given to friends, family, or the recipient of favors. 
While this means there will always be people to fill vacant 
positions, the people thus used are typically not the most 
qualified for that job. 

• Being able to help someone out grants man-
agement and executives all manner of bo-
nuses to non-business related tasks. these 
bonuses are often role-playing based, though 
an occasional +2 to certain trait tests isn’t out 
of scope. 

• however, there is a good chance that a new 
hire will effectively have the Clueless hin-
drance, making them potentially disastrous 
at their job. 
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• such people can be a liability if effective lead-
ership is needed. When making tests as part 
of the Murder in the Boardroom systems, the 
GM may impose a -2 penalty to reflect the 
deleterious effect these people have on busi-
ness operations. 

GOOD PR
some companies understand that a positive public image 

is an immensely useful tool. they spend a great deal of 
time and money making sure that your average consumer 
thinks well of the company and the products or services 
it offers. Note that this trapping has no actual bearing on 
whether the company can be considered good, noble, or 
pure. in fact, some of the worst places work hard to main-
tain a good public image. 

• employees or representatives of the compa-
ny are generally well-liked. those acting in an 
official capacity can take a +1 to social tests, 
including social Combat tests as part of  Mur-
der in the Boardroom. 

• By the same token, attempts at discrediting 
the company are met with a -2 penalty to so-
cial tests, unless very clear, hard evidence can 
be presented. this penalty also applies to in-
vestigation, streetwise, or hacking attempts 
to find such evidence.

BAD PR
the other side of the Good Pr trapping, a corporation 

with this trapping has such an unsavory reputation that 
few people will knowingly deal with them. they might be 
suspected of illegal chimera experimentation, or of arms 
trafficking in any of the various hot-spots around the 
world. it may also be a huge misunderstanding; more than 
one corporation has had their reputation tarnished by dis-
gruntled former employees. 

• employees and representatives suffer a pen-
alty when dealing with outsiders. Persuasion 
tests are at a -2. 

• however, intimidation and taunt tests gain a +2 
bonus, as everyone is willing to believe that the 
underhanded nature of the company means 
they are willing to follow up any threats made. 

fRONT COMPANY
though a seemingly normal business like any other in its 

industry, the corporation is actually just a front for another 
groups’ operation. they might be a secret safe-house for 
stopwatch operations in the area, or a means of launder-
ing credits for an organized crime syndicate. the secret 
nature can be anything, but it’s rarely completely benign. 
secrets are only worth keeping if they serve a purpose. 

• the business can operate at a loss on a con-
stant basis. they suffer a -2 penalty to knowl-
edge (Business) rolls that they might make, 
since they’re less concerned about profits. 

• this changes if they are attacked by a hostile 
takeover attempt. in such instances, the pen-
alty instead becomes a +2 bonus, as the secret 
backers rally to keep their operation both in 
place and a secret from the general public. 

• the nature of the corporation is such that, if 
its secret is ever exposed, it is likely to disap-
pear quietly overnight, as the people respon-
sible withdraw their support and shift their 
operations elsewhere. 

SHADOWY
a corporation with this trapping goes a long way towards 

keeping its leadership and activities a secret. No one knows 
much about it; its board of directors are unknown, the ad-
dress of its headquarters leads to a P.o. Box in a strip mall, 
and no employees can be found. in fact, it may be that the 
company only exists in virtual terms, consisting of nothing 
more than papers with forged signatures and a bank ac-
count. 

• any attempts at uncovering information 
about this company is exceedingly difficult. 
all tests are made with a -4 penalty. 

• any time a 1 is rolled on a trait test, regard-
less of the Wild Die result, someone monitor-
ing the corporation’s account has noticed the 
characters poking around. this can have all 
sorts of unpleasant consequences. 

AWESOME R&D
this corporation puts a lot of money into its research and 

development wing, hoping to turn technological innova-
tion into pure profits. this has many perks, and the occa-
sional drawback. 

• employees and representatives have ac-
cess to better gear. items have their Quality 
bumped up one level, at no additional cost. 
Gutterware becomes streetware; streetware 
becomes hyperchrome, and so on. 

• Corporations with this trapping have an au-
tomatic +1 bonus to Corporate Quarter tests. 

• however, most of the gear employees have 
is still in beta testing. any result of a 1 on ap-
propriate trait tests, regardless of the Wild 
Die result, means the item in question has 
suffered a glitch of some sort and ceases to 
function until repaired or patched.
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CORNERED MARKET
For whatever reason, this corporation has a near-monop-

oly in one or more of the markets it operates in. this makes 
for huge profits, but can produce jealousy and resentment 
in competitors, especially if the cornered market is the re-
sult of bribery or legal trickery. 

• employees and representatives attract a lot of 
negative attention. they behave as though they 
had the Minor version of the enemy hindrance.

• the company is flush with cash due to market 
effects. expense accounts are one level high-
er than usual, though those without them 
still don’t get them. 

• the corporation gains an automatic +2 bonus 
to Corporate Quarter tests. 

PARANOID
some companies are so afraid of espionage that they take 

Due Diligence to a level that borders on the pathological. 
in fact, while this can serve to make security air-tight, it can 
also get employees jumping at shadows. 

• all employees and consultants must take the 
NDa hindrance from this book as a condition 
of employment. they do not gain additional 
points for taking it, though they must still abide 
by it for the duration of their relationship with 
the company, and for 1d6 years afterwards. 

• as a result of the paranoia, security is pretty 
tight. any attempts to circumvent security mea-
sures suffer a -2 penalty, whether it be for hack-
ing, lockpicking, stealth, or any other test. 

• this does not produce a comfortable work 
environment. With such much constant mon-
itoring and attempts to play on fears, anyone 
who spends any time in the company picks 
up the Delusional hindrance, focusing on the 
idea that agents for the opposition are moni-
toring the employee. 

HIGH TURNOvER
Management at a corporation with this trapping have 

clear instructions to make sure no one remains in a posi-
tion for more than a year, or some other amount of time 
that usually coincides with government-mandated issuing 
of benefits. this can be good for the bottom line, but does 
terrible things to worker morale. 

• Corporations with high turnover gain a +2 
bonus to Corporate Quarter tests. 

• expense accounts are one level higher for 
those who get them. 

• however, every executive and manager in the 
company gains the enemy hindrance, at any 
level, due to disgruntled former employees. 

this hindrance sticks with the characters, 
even after time with the company has ended.

PREDATORY
For this company, it isn’t enough for it to succeed; others 

must fail in order for management to consider a quarter a 
success. some companies with this trapping seek to de-
stroy their rivals, while others like to perform hostile take-
over operations against rivals and subsume them within 
their own structure. 

• No one willingly deals with corporations with this 
trapping. social skills suffer a -2 penalty when 
dealing with those from outside the company. 

• When engaged in hostile takeovers, the com-
pany gains a +2 to knowledge (Business) rolls, 
due to perfected techniques and loads of ex-
perience. 

• if, during a Corporate Quarter action, any 
dice come up 1, the Predatory company will 
have attracted the wrong sort of attention. 
this might be from another, larger company 
hoping to take them down, or a criminal con-
spiracy working against them. 

zEEKS ON THE PAYROLL
While they face persecution is many parts of the world, 

this corporation has come to appreciate the many varied 
ways a psion can contribute to the bottom line. While it 
may not treat zeek employees any better than others, this 
company makes an effort to attract psions, offering sign-
ing bonuses, medical service subscriptions, and access to 
experimental drugs in order to make use of their powers.

• Zeek characters will be offered an expense 
account one level higher than normal. also, 
this applies to any zeek occupation, even one 
not normally granted them in other compa-
nies. 

• though largely just a role-playing trapping, 
this does mean that any attempts at intrusion 
should take possible psionics into account. 

• such openness to diversity doesn’t always 
engender trust in outsiders. People who have 
a problem with zeeks might assume that any-
one working for the company is a psion too. 
such instances impose a -1 penalty to social 
rolls, should the target hold that particular 
prejudice. 

• though described as relating to zeeks, this 
trapping can be altered to relate to any of 
the other trans-human peoples in interface 
Zero. a company might prefer to hire hybrids, 
androids, simulacra, or anything else. 
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TRANS-GLOBAL
this corporation has a number of holdings, contacts, or in-

fluences that transcend the earth. they might have orbital 
facilities, or a lucrative contract for one of the extra-global 
colonies. this has only limited impact on the bottom line, 
though many executives like to make use of the cheaper-
than-usual flights to various far-flung destinations. 

• Corporations may use secret orbital facilities 
or colony outposts to hide sensitive research 
or personnel. 

• the cost for travel just about anywhere in the 
human sphere is greatly reduced. assume ar-
rangements can be made for employees and 
representatives at little to no cost. 

GOLEMMECH fETISH
someone in the company has a serious love for golem-

mechs, and tries to have them involved in nearly every 
aspect of the company’s work. they might be tasked with 
security details, or used in heavy construction projects. 
they might even be used to patrol parking lots, or in other 
places where a golemmech really isn’t appropriate. 

• this can be expensive. the company takes a 
-1 penalty to Corporate Quarter rolls. 

• employees and representatives can opt to 
take the Golemmech training edge at no cost. 

• attempts at intrusion that do not take the 
presence of Golemmechs into account are in 
for a rather nasty surprise.

MILITARY CONTRACTOR
this corporation has a number of ties to any of various 

military and para-military organizations in the world. War-
fare is a very lucrative industry, and this company might 
make profit creating cyberware, weapons, Golemmechs, 
drones, vehicles, or any of the myriad ways of killing oth-
ers. even if they don’t create these things themselves, a 
close contract with someone who does means access to 
top of the line gear. 

• employees and representatives have access 
to Military Quality equipment, so long as it’s 
being used for company purposes. the ex-
pense account level needed for Military gear 
is at least 3, and possibly higher. 

• such companies are almost always well se-
cured. intrusion attempts suffer a -2 penalty, 
and any die roll of 1, regardless of the Wild 
Die, is likely to trigger some sort of alarm. 
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THE C-7
By way of example, the following list of corporations in 

2088 makes use of the trappings system to describe the 
nature of the corporation and the people who run it. the 
corporations listed are the seven largest and most influen-
tial companies in the world at the time of interface Zero. 
the amount of wealth and power controlled by the C-7 
make them ideal rivals, and potentially lucrative allies, for 
companies run by PCs. 

CENTRAL BELARUSIAN STEEL
CBs is a privately owned company, run by the members of 

the orlov family, out of Minsk in the eU. the corporation 
has a wide range of interests, most specifically in heavy 
industry, manufacturing, and aerospace technologies. the 
orlovs are an odd bunch; they’re the scions of old-school 
european nobility, and are known for their deranged be-
havior and lavish parties. Most people assume they play up 
the “crazy euro-trash” ascetic, since nothing run by drug-
addled lunatics gets this kind of power. 

Characters who attract CBs’s attention will want to tread 
very carefully, as more than one rival company has been 
targeted and eliminated by this literal titan of industry. 

• trappings: ruthless, Paranoid, Predatory, 
trans-Global.

CHIMERA
ChiMera is the world leader in biotechnology and re-

lated industries. this publicly-traded company run out of 
Brasillia, Brazil, makes some of the world’s best hybrid 
technologies, simulacrum, and pharmaceuticals. they also 
have a sizable market share in the hard-tech cybernetics 
world, and produce much of Brazil’s military might through 
its many subsidiaries. 
though they make a show of being a compassionate 

company, anyone who works in the industries ChiMera 
involves itself in knows this is a front, and that the corpo-
ration is as ruthless as they come. they are also known to 
be bitter rivals with Golden Promise (see below). 

• trappings: ruthless, Military Contractor, awe-
some r&D, Cornered the Market (Biotech)

GOLDEN PROMISE, INC.
Golden Promise is easily the largest company in China, 

and quite possibly the largest in the world. a front-runner 
in the android, heavy industry, and military equipment 
industries, this publicly traded company makes a show of 
being devoted to the aims of the Mandarinate. in reality, 
though, they’re really only interested in furthering their 

THE C-7 CONvERGENCE
every year, the members of the C-7 meet at a re-

sort in the Caribbean economic league. this is the 
largest business meeting on the planet, and its con-
tinual hosting is one of the reasons why the Cel is 
a member of the C-7. While the larger corporations 
are always in attendance, every year smaller, up-and-
coming corporations are invited to attend and show 
off their wares. 

this is a huge opportunity, which has been known to 
make or break smaller companies. You might attract a 
great deal of capital, new investors, or lucrative con-
tracts from one of the C-7. You might also wind up a 
target by one of the hungry behemoths at the confer-
ence, and find your corporation bought out from un-
derneath you before you even get back to your office. 

there are many reasons, both legitimate and oth-
erwise, why PCs might wind up at the C-7, and the 
amount of money, power, and egos at play practically 
guarantee an interesting time.

own profits and influence, with the hope of becoming, in 
truth, the single most powerful organization on the planet. 

their plans for domination are constantly stymied by Chi-
Mera, and to a lesser extent New Frontier. GPi is persis-
tently rumored to have ties to triad families, though hard 
evidence of actual corruption has so far been difficult to 
come by. 

• trappings: National (Chinese Mandarinate), 
shadowy (real hQ is not public knowledge), 
trans-Global, Military Contractor. Good Pr.

HELIOS
helios is the largest computer firm in the americas, and 

in some way represents the hope of a new era. the Ceo, 
Max Bell, is one of the first generation human 2.0’s, and his 
status as one of NaC’s most famous people, not to men-
tion his well-regarded products, give the NaC some much-
needed good will. Basically, if you own computer equip-
ment made in North america, it’s probably made by helios.  

Bell has been very vocal about his desire to see america 
re-unified, and his public persona expresses the idea that 
the NaC should be the basis of this union. he’s also secretly 
willing to jump ship and give another nation his allegiance 
if he thinks they would serve this goal better. 

• trappings: National (NaC), Cornered Market 
(american Computer tech), awesome r&D.
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LACROIx ORGANIzATIONAL AGENCIES
very few people in the world know what loa is, or why 

they’re given such clout in business circles. this private 
company owns and operates the Caribbean economic 
league, which is an international “tax haven” and banking 
capital of the world. if anyone in the C-7 needs money for 
a new project, it’s loa they come to. 

loa also oversees the annual C-7 conference, and acts 
as both bodyguard and mediators for corporate disputes. 
this alone gives them a great deal of power, because so 
much goes on at the conference, and the people behind 
loa make sure they know everything that goes on under 
their roof. 

loa is also known in business circles for its corporate-
wide policy of making voudon the “official” religion of the 
company. all of their upper management and executives 
are practitioners of this faith, and are not above using mis-
guided fear of their “powers” to their advantage. 

• trappings: shadowy, -ism (voudon and san-
teria), Cornered Market (Financing), ruth-
less, Zeeks on the Payroll

NEW fRONTIER ENTERPRISES
in many ways, NFe is a company that could only exist in 

2088. its directors are a shadowy group known only as “the 
Circle,” and all of the Circle’s dealings with the general pub-
lic are done through an android known as NF-5. their hQ is 
in a completely terraformed town in the australian outback 
called inspiration, and their primary means of capital (space 
travel) is greatly helped out by their discovery and marketing 
of the element Neutronium, which allows for artificial grav-
ity when a highly secretive process is applied to it. 

Nearly every aspect of space travel and off-world coloni-
zation is made easier, or even just possible, by technologies 
discovered and sold by NFe; from terraforming devices, 
the above-mentioned artificial gravity, oxygen and water 
recycling technologies, and even the ships needed to get 
from one place to another.  While other C-7 companies, 
and many governments, have their own space travel pro-
grams, almost all of them are based on NFe tech, or have 
extensive licensing deals with them. 

as with any such corporation, the very secretive nature 
of the Circle, and the nature of the work they do, means 
that there is rampant speculation about who (or what) the 
members of the Circle are. these range from the normal 
(certain high-profile business leaders), to the fanciful (chi-
meras of inhuman appearance) to the down-right absurd 
(space aliens). 

Conspiracy theories aside, the identities of the Circle are 
awesomely valuable secrets, the sort which many people 
want to have, or to keep from being made public. 

• trappings: shadowy, trans-Global, Cornered 
Market (space travel), awesome r&D, Good 
Pr, Bad Pr

SUBARASHII LTD.
this publicly-traded Japanese computer firm is well-

known the world over for its creation of the dubbing tech-
nology, which allows consciousness to be uploaded into a 
sophisticated computer, allowing the dead and dying to live 
on as a virtual being when their body has failed. subarashii 
dubbing is much more sophisticated than that found else-
where, which also has the side-benefit that many of the 
company’s employees choose to continue their existence 
after death. in fact, the present Ceo, ryoko Nakamura, is 
a Dub. 

the company has a long tradition of mutual work with 
ChiMera, who provides top-of-the-line bodies so that 
dubbed personalities can operate in the physical world. 
subarashii also has strong ties to the shogunate military. 
only shogunate citizens who have served in the military 
(and are therefore samurai) are allowed to serve in mana-
gerial positions.  

• trappings: Cornered Market (shogunate 
Computer tech), Military Contractor, National 
(Japanese shogunate), Dubbs on the Payroll.

>>>>>

Posted 7-21-88

BiLLY_BLAcK_EYES: It should be noted that the C-7 
does not  include many very powerful megacorps, 
such as Kenta Cyber Dynamics, Act of God Armaments, 
Malmart, Featherstone Industries, and many, many 
others. Most of us agree that the C-7 is a clique that 
likes to bully other corps. Just an FYI. YMMV

>>>>>
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MURDER IN THE BOARDROOM
in the dirty world of corporate intrigue of 2088, there is 

certainly a place for the kind of action interface Zero char-
acters specialize in. there is no shortage of action, espio-
nage, and danger to be found dealing with desperate Ceos, 
mob bosses, or any of the other unsavory characters you 
might run up against in the mean streets of the world. 

however, there is only so much this kind of direct action 
can do. and, if you’re running a corporation, you’re going 
to need to know how to do a few other things in order to 
keep your profits up and your shareholders happy. Fortu-
nately, the Savage Worlds system has a number of situ-
ational rules that can be appropriated to cover the sort 
of actions we’re talking about. the systems will allow the 
people at the table to see, in real terms, how their com-
pany will profit from their actions, without getting bogged 
down in minutia or spending a lot of table-time doing it. 

additionally, we’ve included some new situational rules 
to cover actions specific to running corporations: the Cor-
porate Quarter, which determines if you’re successful, or 
just another chump with a failed business on your resume. 

CHASES: A RACE TO MARKET
in this alteration to the Chase rules, the player corpora-

tion and a rival are both trying to get a product to the mar-
ket before the other, capitalizing on the novelty status of 
being the first out, and grabbing the early-adopters so that 
they set the trend, rather than the competition. 

the thing to recall here is that, instead of distance, the 
contest is based on time. the winner should be clear at the 
end of the contest. 

CHASE LENGTH
Most race to Market contests are either standard or ex-

tended length. standard length contests represent a single 
quarter’s attempts at out-maneuvering the competition; 
extended length contests might represent a year or more 
of behind-the-scenes activity. 

CHASE CARDS
the nature of the business at hand will greatly deter-

mine which “maneuvering trait” gets used for the contest. 
knowledge (Business) is a likely one, and most of the other 
traits can be worked in in some way. Generally, give each 
character at the table something to do. and, since this 
contest represents a great deal of time, you can even use 
something like Fighting, shooting, or stealth to represent 
working towards making life difficult for the enemy (i.e. 
blowing up shipments, burning down warehouses, assas-

sinating valuable personnel). Note that bonuses and penal-
ties from various Corporate trappings apply to maneuver-
ing traits tests. 

• Advantage: as in the normal chase rules, 
the concept of advantage is abstract here. 
attacks made in a race to Market can shake 
opponents, as per the shaken characters like 
in the normal Chase rules (shaken characters 
make maneuvering tests at -2).

• Speed: the bonuses apply if one or more cor-
porations have a trapping that reflects speed 
(slow reactions, for example).

• terrain: the penalty for “terrain” here ap-
plies to the economic conditions taking place, 
at the GMs discretion. Climb and Passengers 
do not apply.

• cooperative Rolls: since the race to Market 
takes more time than a traditional chase, 
there is time enough for characters to assist 
each other when the dice hit the table. 

ATTACKS
 if you have advantage, you may spend your action to at-

tack the opposition. this isn’t necessarily an actual attack 
to damage, though it can be if you have a target in mind. 
otherwise, make a test with an appropriate trait. success 
means the opposition is shaken, as per the rules. 

COMPLICATIONS
range and Complications work as described in the Savage 

Worlds rulebook. Given the more abstract nature of this 
contest, range might represent the timing of actions, and 
Complications may be of a legal or public relations nature. 

RACE RESULTS
the results of the race to Market are binary; either the 

PCs come out on top, or the opposition does. if victory 
in the race is achieved, grant the PC corporation a +1 to 
Corporate Quarter tests. if they have failed, impose a -1 
penalty. Particularly astounding victories or crippling de-
feats might increase the bonus or penalties, at the GM’s 
discretion. 
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DRAMATIC TASKS
of all of the situational rules, Dramatic tasks can be the 

most useful for covering business actions as part of Murder 
in the Boardroom. Just about any trait can be used to roll 
against the task, and the task itself can be just about any-
thing appropriate to the genre. 

the end result of the Dramatic task test should be pretty 
clear; you’ve either met the challenge, or you haven’t. Fail-
ing to meet the challenge might not be as apocalyptic as 
described in the Savage Worlds rules,  but there are defi-
nitely consequences. 

TASK RESULTS
Depending on how the task is met or failed, the GM 

should keep track of it. successfully meeting the task grants 
a +2 bonus to Corporate Quarter tests, and loss imposes an 
equal penalty. 

DRAMATIC TASK IDEAS
the following are some ideas for the use of the Dramatic 

task rules. 
• the company computer begins to awaken as an a.i. 
• hackers attempt an intrusion into the network.
• someone calls in a bomb threat to the hQ 

building. Find the bomb before it goes off.
• a former employee takes a hostage, and 

must be talked down before sWat arrives 
and shoots him. 

• During a benefit party, someone accesses 
sensitive data. You must determine the 
thief’s identity before the other guests real-
ize what’s happening. 

• You have to give a presentation to a group of 
foreign investors. 

• Your use of the expense account triggers an audit. 
Use a handful of traits to come out unscathed.

INTERLUDES
interludes are very useful to the game, and work more or 

less as described. For scene describing purposes, you can 
have interludes take place in the cafeteria, on long busi-
ness trips (such as on planes or traveling to extra-planetary 
colonies), or use the old cliché of the water cooler. You 
might even  use them for weekly staff meetings.

MURDER IN THE BOARD ROOM

MASS BATTLES
the Mass Battle system can be used to describe a hostile 

takeover, where one corporation attempts to completely 
take over another. if the defending corporation cannot 
adequately defend itself from the attacking company, the 
people in charge will lose control over the corporation, 
possibly resulting in lay-offs, their own personal firing, and 
the dissolution of the company in order to make profits for 
the new owners. this can be especially troubling if the de-
fending corporation is the product of years of hard work on 
the part of PCs. 

however, there are also reasons why PC corporations 
might engage in this activity themselves. Performing a 
successful hostile takeover grants the victor all of the de-
fending corporation’s holdings and assets, as well as giving 
a hefty bonus to Corporate Quarter tests. a corporation 
might want to engage in a hostile takeover to stop poten-
tial rivals from becoming serious threats, or to take over 
production of an asset that they’ve been unable to buy or 
gain through other means. 

in practice, the actual method of a hostile takeover runs 
very much like the Mass Battle, with the following changes 
to reflect the more abstract nature of the business world. 

SETUP
For starters, the attacking corporation will almost certain-

ly be considered “larger” for the purposes of determining 
starting tokens.  such an action isn’t entered into without 
as much chance of success as possible, and having more 
resources available is the first step in doing so. however, 
this might not always be the case, depending on other fac-
tors present in the ongoing story. 

the number of tokens for the defender should be at least 
5, possibly as high as 7. the defenders shouldn’t be com-
pletely outmatched, since it’s no fun to get curb-stomped 
by a corporate bully. if the GM desires a more discrete way 
of determining the number of defending tokens, assume a 
base of 5, and have someone in the group make a knowl-
edge (Business) test, with trapping modifiers. For every 
success and raise, grant an additional token to represent 
preparations put into place. 

if this result means the that defending company winds up 
with more tokens than the attacker, then you may either 
run it as-is, or assume that the defending company is now 
“larger,” and gets the 10 tokens to start with, and the at-
tacker winds up with the difference. 
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KNOWLEDGE (BUSINESS)
once the number of tokens is determined, both sides make opposed knowledge (Business) rolls, modified by any of the 

circumstances below:

MoDiFiER ciRcUMStAncE

+1 The side with more tokens adds +1 for every token it has more than the opposition.

Various Trappings related to Business tests apply their modifiers to these rolls as well. 

PLAN Of ACTION
if one of the players has the Master Planner edge, the test 

results from its use can be applied to knowledge (Business) 
tests made in a hostile takeover. 

• casualties: each success and raise causes 
the other side to lose one token. Given the 
abstract nature of this conflict, casualties in-
flicted mean only a temporary setback, or a 
momentary loss of focus, rather than an ac-
tual injury. 

• Morale: as with actual warfare, hostile take-
overs can be very stressful affairs, which can 
have a terrible effect on those participating. 
each round the company loses a token, its 
leader must check morale. this is a spirit test, 
modified by the circumstances below. With a 
success, the takeover attempt continues with 
another round. 

Failure means the corporation is defeated, but can exit 
with some dignity. severance packages might be main-
tained, retirement benefits honored, and so on. 
on a result of 1 or less, the company collapses and every-

one flees in shambles. 

Morale Modifiers

MoDiFiER ciRcUMStAncE

-1 For each token lost so far. 

+2 The company is predominantly Human 2.0 or has Psychological Hindrances that make 
employees arrogant and self-centered. 

+2 The company has major support from a backing agency, government, or other large-
scale entities.

+2 The company has significant dubbed personnel, who cannot leave the company due to 
their virtual existence, maintained on the company dime. 
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CHARACTERS IN A HOSTILE TAKEOvER
While the main character will be making most of the 

knowledge (Business) tests during the takeover attempt, 
the rest of the characters can contribute in a variety of 
ways. No one is going to sit around while their business 
gets taken from them!

other PCs can, if they possess the knowledge (Business) 
skill,  make a Cooperative roll to aid the primary test, or 
they can get more dramatically involved, rather like the 
normal Mass Battle rules. 

have each character make an appropriate trait test. as 
with the race to Market system, the trait in question can 
be just about anything, so long as it can be somehow ra-
tionalized. stealth or shooting tests might be useful to 
undermine the opposition, assuming you can find them, 
while Persuasion or knowledge (law) tests might be useful 
to cripple parts of the opponent's machinery. 

• Modifiers: add or subtract the number of to-
kens difference between the heroes' side on 
the opposition. so, if the enemy has 8 tokens 
and the heroes have 5, the heroes subtract 3 
from their rolls. 

• also, add +1 to the roll for each rank a hero 
has above Novice, to account for edges and 
abilities not  reflected in a straight test roll.

CHARACTER HOSTILE TAKEOvER RESULTS
• Failure: the character is unable to meaning-

fully effect any change in the circumstance. 
he also runs afoul of the law on trumped up 
charges, and is arrested until after the take-
over attempt is finished.

• Success: the character offers some small as-
sistance, and adds +1 to his side’s knowledge 
(Business) roll. this work is tiring, so the char-
acter must pass a spirit roll, or be removed 
from the rest of the takeover attempt. 

• Raise: the character has really tossed a mon-
key-wrench into the opposition’s plans. his 
side gains a +2 to the knowledge (Business) 
roll. however, legal maneuvering from the 
opposition can land him in hot water: make a 
spirit test at +1 to avoid being removed from 
the contest. 

• two or more Raises: the character’s efforts 
are so successful that he both adds +2 to 
the knowledge (Business) test, and is able to 
avoid being removed from the contest. 

MURDER IN THE BOARD ROOM

BATTLE AfTERMATH
When one side quits, retreats, or runs out of tokens, the 

takeover attempt ends. since casualties are abstract, none 
are actually dead, unless one or more characters have at-
tempted actual violence to end the attempt. 

the victor gains or retains ownership of the company, 
which might mean the characters are out of a job. if the 
attackers have gained the new company, they will gain a 
+10 bonus to their next Corporate Quarter test. Characters 
who retain control of their company must make a group 
spirit roll, with the following results:

• Failure: While they retain their company, 
their assets are severely taxed by the efforts. 
their next Corporate Quarter test automati-
cally is reduced by one level beyond what the 
actual result is. 

• Success: Despite the takeover attempt, the 
company has navigated through the mess 
unscathed. there are no modifiers from this 
event to the next Corporate Quarter test.  

• 1 or more Raise: through complicated legal 
maneuvering, the company is able to gain 
something from this whole mess. For each 
raise, take a +1 bonus to the next Corporate 
Quarter test. 

SOCIAL CONfLICT
the social Conflict system described in Savage Worlds 

works more or less as written when used in hostile take-
over. however, when used to further the cause of the cor-
poration, PCs engaged in social conflict might be able to 
benefit over and above whatever is at stake in the social 
Conflict. 

When used in this way, consider granting a modifier to the 
next Corporate Quarter test, depending on the outcome of 
the social Conflict. 

THE CORPORATE QUARTER
Corporations thrive on money, and have developed a va-

riety of tools to rake in as much money as possible. Given 
the staggering numbers they typically deal in, working with 
specific funds is a job for certified accountants, not people 
at a role-playing table.  

But, there are times when it will be important to know 
how well a corporation is doing financially. and, rather 
than simply pull numbers out of a hat, it might be ben-
eficial to be able to determine the result, based off of a 
number of factors. 
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hence, the Corporate Quarter. this situational rule is de-
signed to get a good idea of how a business is perform-
ing, within a reasonable amount of time, and taking into 
account events that have occurred in the proceeding few 
months. there is a random element to represent the vari-
ety of factors outside the control of the business, and sim-
ply to keep things interesting. 

to use the system, once every three months in-game, the 
GM should roll (or have one of the players roll) on the fol-
lowing table. Modifiers from edges, hindrances, trappings 
and other events from the Murder in the Boardroom sec-
tion apply. the results will last until the end of the quarter. 

also, since this is not a trait test, Bennies and effects that 
alter dice results do not apply; you roll the dice and take 
your chances. 

a new PC-created company will begin in the shoestring 
Budget level, meaning it’ll have to do something pretty 
quickly in order to offset the penalty associated with being 
on that level. 

social conflict result

MARGin oF 
victoRY

RESULt

Tie The target is not swayed in either direction. The defendant wins, but the 
change in public opinion results in a -1 to the next Corporate Quarter 

Test.

1-2 Victor earns a +1 bonus, loser earns a -1 penalty.

3-4 The Winner earns a +2 bonus, the loser earns a -2 penalty.

5+ The winner earns a +3 bonus, and the loser earns a -3 penalty. 

corporate Quarter table

2D6 QUARtER RESULtS

2 or below Hemorrhaging Money: The company doesn't even have enough capital to meet operating expenses. 
All Expense Accounts are reduced to 0. Apply a -4 penalty to your next Quarter's test. Any gear 

gained through Expense Accounts must be returned or paid for out of personal funds. If you can't, 
your position in the company is in jeopardy.

3-4 Shoestring Budget: While not in immediate danger of closing up shop, money must be carefully used 
in order to not go broke. Expense accounts are reduced to their base level. Apply a -2 penalty to your 
Next Quarter's test. Also, any gear gained through Expense Account use must be accompanied by a 

successful Persuasion test in order to be kept. 

5-9 Breaking Even: Your expenses are mostly in keeping with your income. Expense Accounts are 
unchanged. No modifiers from this chart are applied to your next Quarter's test. 

10-11 In the Black: You're actually turning a profit, and are able to pay down some debts. Expense accounts 
are increased by one Level. Apply a +1 bonus to next Quarter's test. 

12+ Flush with Credits: The company is raking in the cash, and has more than it really knows what to do 
with. Apply a +2 bonus to next Quarter's test. Expense accounts increase by 1 for every 4 points past 

12 you roll (so, once at 12, again at 16, 20, and so on). 

if a company is ever at the hemorrhaging Money level, 
and rolls it again, then they are effectively closed. this is 
one of the ways companies go out of business. 

Posted 9-12-88

cAtBoY79: Please see the attached file

>>>>>

Begin Text Inclusion

“On Thursday, local police discovered the body of 
Naga-Fund CEO Parvati Sighn, apparently the victim of 
a gang-land style execution slaying. Ms. Sighn, known 
locally as ‘White Naga’, was a long-time benefactor of 
local art and museum charities. She was memorialized 
this weekend at a benefit held in her name...”

End Inclusion. 

>>>>>

Posted 9-12-88

cAtBoY79: I believe this concludes our business relationship.

>>>>>
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Posted 9-13-88

AnonYMoUS_USER: You’ve kept your end of the bar-
gain, yes. Your payment is being forwarded to your ac-
count as we speak. 

>>>>>

Posted 9-13-88

cAtBot79: Thank you. It’s been a pleasure.

>>>>>

COMMON OffICE INHABITANTS
Below is a selection of game stats for people most likely 

found in an office. these are meant to be used when there 
isn’t time to work up full NPC stats, like when the group 
suddenly decides to break into a competitor’s r&D lab to 
see what they’re working on. 

SECURITY
By far the most likely encountered office workers are se-

curity personnel. these men, women and simulacrum are 
drawn from a wide variety of backgrounds. Companies 
who can afford them typically spring for combat simulacra 
for use as security, while those with less capital make due 
with glorified rent-a-cops or whoever happens to show up 
in response to an ad. 

LOW-LEvEL SECURITY

these people are often little more than a set of eyes, 
meant to observe and report, but not engage. 

Attributes: agility d6, smarts d4, spirit d6, strength 
d6, vigor d6
Skills: Fighting d6, Notice d6 +3, shooting d6, 

stealth d6
charisma: 0 Pace: 6 Parry: 5 toughness: 5
cybertrauma: -3 street Cred 2
Hindrances: NDa (Minor), owned (Major)
Edges: alertness
cyberware: Gutterware (Used Cybereye: +1 to No-

tice, low-light vision). rating 1 taP. (No bonus to 
hacking rolls, avatar Pace 6, Parry 5, toughness 5)
Gear: security truncheon (str+d6, target makes a 

vigor roll at -2 to avoid being shaken in addition to 
damage).

ELITE SECURITY
these are the kinds of security personnel you can expect 

from one of the C-7 companies, or at smaller places that 
need to make sure their assets are securely protected. 
they’re also the sort of people who get sent to track down 
thieves and others opposed to their corporation’s inter-
ests. 

Attributes: agility d6, smarts d6, spirit d6, strength 
d10 (d8), vigor d8
Skills: Driving d6, Fighting d6, hacking d4,  intimidate d8,
Notice d8, shooting d6+1, streetwise d6.
charisma: +0 Pace: 6 Parry: 5 toughness: 9 (3)
cybertrauma: -1  Street cred: 6
Hindrances: Cautious, loyal, stubborn
Edges: Bodyguard, expert Fighter, two-Fisted
cyberware: (streetware) rating 1 taP (No bonus 

to hacking rolls, avatar Pace 6, Parry 5, tough-
ness 5), level 1 Muscle augmentation (increased 
strength by one die type), level 1 subdermal armor 
(+1 armor)
Gear: Gyroc Pistol (range: 15/30/60, Damage 

2d6+1, aP2, +1 shooting), security truncheon 
(str+d6, vigor -2 roll to avoid shaken).

HEAD Of SECURITY [WC]
this is the man or woman in whom a major corporation 

places its trust. he or she oversees all aspects of the com-
pany’s security, and is known to take a personal interest in 
matters too sensitive to trust to underlings. 

Attributes: agility d8, smarts d8, spirit d6, strength 
d8, vigor d8
Skills: Driving d8, Fighting d10, hacking d6, intimi-

dation d8, knowledge (tactics) d6, Notice d8, shoot-
ing d10, throwing d6
charisma: +0 Pace: 6 Parry: 9  toughness: 9/11 (5/7)
cybertrauma: +2  Street cred: 15
Hindrances: loyal, Quirk: emotionless, vengeful 

(minor)
Edges: Combat reflexes, Marksman, Power armor 

training, rock and roll!, soldier (veteran)
cyberware: (hyperchrome) rating 1 taP (No bonus 

to hacking rolls, avatar Pace 6, Parry 5, toughness 
5), target tracker (only hits innocent bystanders on 
a snake eyes result on shooting tests), silicone Bone 
injection (+3 toughness)
Gear: Gyroc Pistol (range: 15/30/60, Damage 

2d6+1, aP2, +1 shooting), security truncheon 
(str+d6, vigor -2 roll to avoid shaken), Nanoweave 
tactical armor (+5 armor). 

CORPORATE ExECUTIvES
these people are hired in order to do one thing: bring 

their companies profit. all other considerations are moot. 
they’re probably human 2.0, or have had extensive genetic 
modification to produce the “right” temperament to make 
sure they do what needs doing in the name of profit. the 
stats below are your average corporate goon; Wild Card 
versions of these people no doubt exist as well. 
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Attributes: agility d6, smarts d10, spirit d8, 
strength d6, vigor d6
Skills: hacking d6+1, intimidate d8, knowledge 

(Business) d8, knowledge (Pop Culture) d8, Notice 
d8, Persuasion d8, shooting d4+1, taunt d8
charisma: +2 Pace: 6 Parry: 1 toughness: 10/11 

(5/6)
cybertrauma: 0  Street cred: 8
Hindrances: arrogant, Cautious, Greedy (Major), 

stubborn
Edges: Charismatic, Filthy rich, scholar
cyberware: (hyperchrome) rating 3 taP (+1 to 

hacking rolls, avatar Pace 8, Parry 8, toughness 5), 
level 3 subdermal armor (+3 armor)
Gear: Gyroc Pistol (range: 15/30/60, Damage 

2d6+1, aP2, +1 shooting), executive Decision Busi-
ness suit (+2/+3 armor), Booster Box (master), 
hover sports car or hover limo. Wild Card also has a 
security Detail of d8 low-level security Personnel, 
and 2 elite security. 

OffICE DRONE
though you’re likely to not need them, these stats cover 

the sort of innocent bystanders typically found in an of-
fice environment; janitors, data entry drones, executive as-
sistants, lab workers, that sort of thing. they’re not much 
use in a fight, and will either flee or hide when the gunfire 
starts. still, it might be important to know whether one 
lives or dies. Use these stats should that become neces-
sary.

Attributes: all d4
Skills: all d4. some skills related to job type are d6. 

knowledge (office layout) is typically d6
charisma: 0 Pace: 6 Parry: 2  toughness: 2
cybertrauma: -1 Street cred: 0
Hindrances: loyal (Company), Clueless
Edges: None
cyberware: level 1 taP (No bonus to hacking rolls, 

avatar Pace 6, Parry 5, toughness 5)
Gear: office supplies, various improvised weapon-

ry (str+d4, breaks on a Fighting roll of 1)

SECURITY DRONES
Corporations that can afford them make extensive use of 

drones, both for active security purposes, and for general 
recon and informational support (read, spying on their em-
ployees). Flying drones are popular choices, though any of 
the wheeled drones can be found in buildings and other 
corporate holdings. 

the most common drones that PCs are likely to encounter 
are the lower-end flight drones. specifically the Centurion 

light Drone, which is deployed for security purposes, and 
the harbin “huangfeng iii” stealth Drone. Possessing one 
or more drone is a sign of success for smaller corps, and a 
whole fleet of them is a sure sign of a serious attempt at 
security. 

CENTURION LIGHT DRONE
• vtol capable
• two hour flight time, doubled with extra fuel tank.
• autonomous computer has Piloting d6 and 

shooting d4. if operated remotely, use the 
pilot’s skill in both Piloting and shooting (plus 
Wild Die is pilot is a Wild Card).

• remote signal is encrypted at a d8. 
• internal storage capacity of 2 kilograms. 
• noisy: the engine makes a characteristic 

whine, granting a +2 bonus to any Notice rolls 
to detect it. For some buyers, this is a feature, 
not a bug. 

• When armed (which is almost always in secu-
rity deployment), it carries a lightweight auto 
rifle. (range 30/60/120, Damage 2d8, aP 2, 
roF 3, 30 shots, auto, 3rB) 

• Acc/tS: 20/50
• toughness: 8(2)
• cost: 30,000 credits (expense account level 3)
• climb: 10

HUANfENG III
• vtol capable
• one hour flight time
• autonomous computer has Notice d10, Pilot-

ing d6 and stealth d10. if operated remotely, 
use the pilot’s skills and Wild Die (if applicable)

• Built-in GPs and Night visions system
• Built-in high-def microphone
• Control signal is encrypted at a d8
• Stealthy: -4 to any Notice rolls. 
• Acc/tS: 10/20
• toughness: 0
• cost: 40,000 Credits (expense account level 4)
• climb: 10. 

Note that any of the armed drones can be converted to 
standing sentry turrets at no additional cost. they’re sta-
tionary, of course, and lose the Climb trait. they’re very 
frequently hidden from view unless in use. one popular 
model from Malmart is based on the tchagra light Drone 
and is hidden in the base of a faux-terracotta planter (plas-
tic ficus not included). Notice rolls to spot them before ac-
tivation are at -2, unless you have reason to expect their 
presence. 
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