





Disclaimert LR

Our legal department requires we add this: Repeat after
us, “I am not my character. I cannot do the things that
my character can do because he is a fictional character in
a fictional universe” In other words, do not do anything
that might be dangerous to yourself or others. Roleplaying
is meant to be fun.

Wed also like to explain that Suzerain is our take on
reality with mythological and magical elements. It depicts
religions and mythologies with a twist — that is to say,
differently than a true believer might see them. We mean
no disrespect if you are such a believer but ask you to
respect our right to our own interpretation.

Our thanks go to a trio of hardcore play testers who
helped shape the vampire apocalypse and turn it into a
rollercoaster experience: Jim Ashby, Kath Banks, Julie
Bélanger. You guys have been the best.

As always, though, our work isn’t finished with the book’s
release; we're looking for honest feedback about the book
so we can make any second edition even better. Send your
thoughts to us at the usual address - hello@savagemojo.
com - where you can tell us what you liked and what youd
like to change.

WherelCreditis
Words: Jennifer Brozek.

Additional Words: Curtis and Sarah Lyon.

Rules: Alan Bundock.

Edits: Genevra “Year Of The Tiger - Kick! Kick! Kick!”
Harker, Miles M Kantir, Curtis and Sarah Lyon.

Illustrations: Aaron Acevedo and Jason Engle.
Additional Illustrations: Alec Acevedo.
Design: Aaron Acevedo and Jason Engle.
Layout: Cat McDonald and Aaron Acevedo.

Jenn’s Dedication: This book ‘is dedlcated to the 2009
Vampire staff of Emerald «City Chronicles in Seattle. ‘
Working with you guys makes everything worth it. Thank "

you all for being such stellar people. May we never have g’

such an apocalypse in our own game.
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Shanghai Vampocalypse is a gritty future where the
planet is slowly starving and China is about to go to war
with the world as the only way for them to survive - pick
a common enemy that focuses the rage of the people on
someone else.

This book is a Savage Suzerain setting for Demigod rank
characters which mixes and matches technology with
ancient Chinese mysticism. In the year 2048 a nanovirus
is created and released to make super soldiers who can
defeat and then consume the enemy - killing two birds
with one stone. However, when a [CONTENT REMOVED FOR YOUR OWN
st g jnyolved, nothing goes as planned.

Only the mightiest of the Maelstrom’s heroes can save
this world and perhaps the Maelstrom itself. This task
will require strength and arms, faith and diplomacy,
and to keep one very mortal doctor alive long enough to

i save the world. In this book you’ll find all the tools you

need to create characters or import characters you might
have already (in the ‘For Players™ section), run the epic

' storyline and explore the terrifying madness as it unfolds

(in the ‘For GMS’ section). Because Demigod characters
have lots of options to play with, we don’t recommend

¢ ‘this as the first campaign for people who are new to
“Savage Worlds.
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It’s 2048 in Shanghai and technology is king - along with
the corporations that create, own and administer it. This
world of bits and bytes is about to meet an ancient horror
brought to life by the masters of nanotech. Despite a
central and regional government system, the corporations
are really in control. Officials can be (and are) bought.
The same can be said of those in charge of the military.
Any person with the right mix of motivation, ambition
and money can succeed in China’s cities. It’s a world of
‘haves’ and ‘have-nots.You're about to introduce a set of
mystical ancient masters into this world, coming back to
save cyberpunk Shanghai from its own stupidity (creating
a vampire army). First, though, let's see how Shanghai got
itself into this mess in the first place.
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In the early 2010s China’s corporations began their
societal domination with subsidized housing and
schooling for employees and their families. The first two
mega-corporations (Shanghai Sen and Guosheng Designs,
each the product of previous mergers) began their internal
programs at about the same time. They were well received
by employees and encouraged employee loyalty. This
was also the decade where scientists discovered Pulse,
the energy of the human soul. It was as big a landmark
as the discovery of electricity. Slowly, as they learned to
harness the energy, Pulse replaced electricity in many
electronic objects, with a new super-dense ceramic called
‘celestium’ replacing silicon wafers in many computers
- in supercomputers initially, but elsewhere as the years
went by.

By the 2020s all of the big corporations (known as the
‘Big Sever’) subsidized housing, education, clothing and
food for their employees. However, this benefit became a
set of golden shackles for those who wore them. Families
that worked for one of the Big Seven could only work for
that company and its subsidiaries. Leaving a job at one of
the Big Seven meant moving from corporate housing and
withdrawing children from corporate education centers,
even if it meant moving just across the street to another
high-rise corporate complex with its own corporate
system of schools and shops.

In the 2030s the schism between Chinas government
and its corporations grew to the point of no return.
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The government attempted to restrict the ﬁghf’s' and
privileges of the corporations but it was too little,“too
late. By the time the upheaval was done, more than half
of the country’s government officials had been replaced
by people sympathetic to the corporate cause (or, at least
easily bought). This included members of both central
and regional government. It was one of the few times the
Big Seven worked together to ensure their own future and
future profits - otherwise, the Big Seven were usually at
each other's throats, with corporate espionage the name
of the game.
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Everything changed in the 2040s when mandatory
military service expanded to include women between
the ages of 18 and 22. The required length of service also
expanded from 24 months to 36 months (for women) and
48 months (for men). This military expansion was a direct
consequence of the global ash cloud and the resulting
work that was needed to keep the country running.

MoreJAshSifessiEood

Ash cloud? Ah yes, the ash problem. An industrial
accident (although there are rumors of sabotage) in
Australia triggered a super volcanic explosion, sending
enough ash into the atmosphere to blot out the sun fOI',,""
years. The planet hadn’t seen anything like it for a million
years or more. The Earth’s climate was already in trouble,
and this just pushed everything over the edge. As thg“i‘
world grew colder in the volcanic winter, food that was.
once plentiful became scarce and half the population of
the world died. Within the perpetual twilight that served
as daytime, the entire world was forced to grow crops
using growing methods that ranged from simple UV
lights to methods designed for the International Space
Station. Food was grown around the world but funneled .+ %
to those who could pay most for it. Suddenly the mega-
corporations and their social programs became an even
bigger player in the remains of ‘civilization’
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Outside the corporations’ compounds the hunger bred
an alarming increase in the crime rate, starving people
doing despicable things to feed themselves and their
families. By 2047 the situation in China was grim. Like
many cities, Shanghai's regional government had enacted
a curfew law that started out simply arresting those found
outside after hours but quickly morphed into a shoot-to-
kill policy. The curfew was supposed to be for everyone's

safety but in reality it was a ham-fisted attempt to control *
the growing unrest and hunger of the peasant farmers
and rural villagers. Inside the city many people had
enough food, as supplied by their corporation. Outside,
though.... V.
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Desplte the 1mpr0vements in food-making technology,
many more people were set to starve in China. The
corporations horded the food they grew and transported.
Fear was everywhere, from the lowliest rural peasant
to the corridors of government. Whispers of rebellion
grew, fed by anger more fertile than the blasted soil and
its withered rice harvest. Those in power needed some
way to improve the situation, and fast, before the starving
millions marched on the cities.

JAYSolutionWith¥leeth!

And then, one day, someone suggested the solution.
Nobody knows whether it was a scientist or a corporate
executive or a government bureaucrat somewhere. China
needed more of the crop-growing land that was left
in other parts of the world and other countries weren’t
about to give it up without a war. But a war would give
millions of starving villagers something to do, and if they
died... well, they were going to starve anyway. Better to
die gloriously for their country than in rebellion against
their overlords.
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What clinched it was a scientist. When the mega-
corporations learned they had the nanotechnology in
 their labs to change the human genome and create Pulse-
| infused soldiers, they hatched their plan. First, they began
. a great propaganda campaign to focus hatred on the rest
» of the world for not sharing their land with needy and
~humble Chinese citizens. Then they chose the form of
~ the genetic nano-mutation... an ancient form Western
soldiers would fear most, the vampire.

It was perfect. The engineered vampirism allowed
a person to survive by drinking his enemies’ blood.
_Terrifying for enemies and very efficient on supply
lines. The blood could be metabolized to raw Pulse
and channeled to increase strength, agility and stamina
beyond human levels. China’s vampires would be the
perfect super soldier.

The nanites would be released into rural communities
around Shanghai (where the main research lab was based)
in the form of a virus that would infect millions and yet
was sterile and couldn’t spread beyond those communities.
Given the chance to serve their country (and avoid
starvation), the farmers would save the country as they
had so many times in China’s history. Terrify and then
consume the enemy - that was the plan.

Perfect. Except the reality wasn't what anyone expected,
.. ‘and now the whole world is at risk. These super soldiers
" have a mind of their own and a hunger that cant be

stopped. Released into the villages, the nanovirus isn’t
as sterile as the scientists promised; it can and does
propagate. Too late, the corporations have realized things
are going wrong and now martial law has been enacted in
an attempt to control the monster they created.

Terrorist attacks by the West have been cited as the
reason for the lockdown, and gunfire can be heard at all
hours of the day and night. Terrified screams can also be
heard and this, more than anything else, convinces most
of the population of Shanghai that it’s best to stay behind
locked doors.

The vampire plague is spreading. Many vampires were
too hungry when they were created to do anything
but gorge themselves on the blood of their family and
neighbors. A few (village officials and others who weren’t
close to starvation when infected) have regained some
control of themselves. No longer do they tear apart
their prey in an orgy of blood. Now, they’re angry at the
corporate city types who sit in luxury, and they’re heading
towards Shanghai to get their revenge. All the while they
grow their army; the army that was supposed to fight the
enemy has turned to bite the hand that created it. And
when they’ve done with Shanghai, they’ll feast on the rest
of humanity till there’s nobody left.

Only one man, Doctor Wu, the original nanovirus' lead
developer, can save Shanghai and the world, but only if
the Maelstrom's troubleshooters can save him from the
ravaging hordes first.

Shanghai$2048 .

The overriding features of Shanghai in 2048 are hunger
and chaos. The first is simply that China is starving to
death. Despite the promises that the volcanic winter is
almost over and despite the fact that food technology is
advancing fast, it's not enough. The needs and focus of the
people living outside the corporate enclaves of Shanghai
are in the here and now, and they’re hungry. Hungry
people do desperate things.

Chaos is waiting in the wings and is about to take center
stage. Tension is in the air, thrumming like a taut string
and ready to break. When your characters enter the city,
that string of control will have just broken. The chaos will
start subtly but soon grow into a tsunami, destroying all in
its path if your characters can't stop it. Expect martial law,
rebellious outbreaks, and reports of monsters in the city.

Then it’ll get really bad.




Shanghai Vampocalypse is a horror setting - nasty
things will happen in the night and there are precious
few warm fuzzy moments. Its survival horror without
zombies but with a much deadlier foe than a bunch of
shambling corpses.

And yet, it’s also an action movie at your gaming table.
Time is short and your demigods will need to prove
they’re more than just Heroic if mankind is to be saved
from extinction, bite by bite. Sitting back and waiting for
things to happen isn't an option!

Finally, the setting is all about mysticism versus

technology. Your characters represent the mystical,

‘demigods from the Maelstrom sent to help humanity.

There’s a cyberpunk feel to Shanghai, but all that tech’s
there for both sides to use. How will timeless magic
cope when faced with power armor and rail guns

 (and 8 million vampires)? If you're creating characters

specifically for this campaign, then you’ll be taking your
favorite Crouching Tiger, Hidden Dragon hero archetype
and putting him/her into a whole new arena.
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. We like doing stuff like that with Suzerain. It’s fun to see

i

| different groups dealing with it in different ways.

ShanghailSociety

Until your characters arrive, for the majority of Shanghai
life is business as usual, with that business being 'work for
a corporation or the military and let them look after you'.
Food shortages are becoming common for the middle
and lower classes, but most people within Shanghai aren’t
starving yet. People go to work. Children go to corporate
sponsored schools. The population hunkers down and
makes do. Those with jobs are thankful that their corporate
masters can still get food into the corporate grocery stores
- despite rationing in recent times.

Things are much more difficult outside of a corporate
sponsored life. There are almost no individual businesses
except for small noodle houses, religious centers and
general stores. A few independent studios and contract
houses work for the corporations without being owned by
them, providing specialist services in a number of fields,

but even they are struggling. There’s.asubculture of f)‘éople .
within the city who are doing whatever they can (legal #&
or not) to make ends meet without the corporations. A "
person has to eat and has to be able to provide for the ’?Io
family. This need to survive is forcing people to do things = =
they never thought theyd have to do - like lie, cheat and ;
steal.

Under it all, in every level of society there’s growing
discontentment with the declining status quo. Despite
promises that the volcanic ash cloud will clear in the next
year or two, the population is looking for more than this
meager existence. Even within the city, some rebellious
eyes are turning on the government. The government, in
turn, is doing everything it can to make sure it’s not the
target of the growing anger. It’s failing.
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Life At The Top: Even in times of trouble, there are
always those on top who live life as if nothing is wrong.
This time, though, nobody can ignore what’s happening.
For some years the world has been in a volcanic winter.
Shanghai is in the midst of it with thick cloud cover that
chills the city. The upper crust of society — business CEOs,
military leaders and the highest government officials — are
all feeling the strain of the volcanic winter. Still dressed
in the most fashionable clothing, augmented with nano--
accessories and jewels, these wealthy men and women’ *
are looking at their stocked larders with more and more®’
concern. Even with the best of the lab-grown food making
its way to their homes first, there is less of it than before .«
and favorite fresh food is being replaced with what is left *
of canned, brined and otherwise preserved stocks.
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This realization of dwindling supplies for those in the
highest echelons of Shanghai has brought home just how
frightened the rest of Shanghai must be feeling. They
still eat, drink and try to be merry but now there’s an
undercurrent of desperation from those who realize how
dire the situation has become. They know that in times
of great trouble, when the peasants finally revolt, it’s their
heads, and the heads of their families, that will roll.

The Bottom Layer: If things are uncomfortable for the
upper crust, theyre truly dire for the bottom layer of
society - the peasants and the poorest of the poor who do
all of those jobs no one else is willing to do. Those born to
poor parents are used to making do with very little. There
are really only three things that a person needs to survive:
food, clothing, shelter. Everything else is a bonus.



‘ Cloﬁ’ring‘and shelter get taken care of in the form of
slums, substandard housing and rough cut uniforms,
thrift.stores, homemade clothing and hand-me-downs.
But all the shelter and clothing in the world won’t matter
if you have an empty belly. The poor have been subsisting
on the most basic of foods for a long time - flour, beans,
soy products. Some of the most common foods like da zha
xie (hairy crab) and pi dan (preserved eggs) have become
nothing more than fond memories (or rare treats) as flora
and fauna died off under the ash cloud.

The poor are doing things they never thought they would
have to do: theyre joining the military or crime families
in hopes of making something better for themselves and
their loved ones. Some have turned to independent crime
- theft, smuggling, selling drugs - while others prostitute
themselves or their children to make ends meet. It’s a
harsh existence, and the coming of the vampire horde is a
breaking point that’s been a long time coming.
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Corporations: While there are smaller businesses in
- Shanghai, the bulk of commerce and technology is

dominated by the Big Seven, four of which were founded
in Shanghai and all of which have a major presence there.
These corporations have subsidiaries in almost all parts of
commerce. The parent corporations are below. If a citizen
D ; Qf Shanghai is not in the military or working directly for
. ‘\‘t‘he government, they're likely to be working for one of
i
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- these companies.
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g Shanghai Sen — This was the first big corporation in
- Shanghai to dominate the computer market in several

areas including computer security. They provide the most

accepted web browser and social networking sites in China

while also excelling in nanotechnology for computers and

other electronic devices.

Guosheng Designs — This was the second of the big
corporations to dominate the Chinese marketplace. One
part of this company produces cutting edge clothing
that incorporates both nanotechnology and advertising
in one. Guosheng Designs has the corner on marketing
in unexpected places and making it a seamless part of
society.

ESI Partners — This corporation dominates food
technology from growing, preserving, transportation and
selling it. Lab grown food is what allows the corporations
to keep functioning during the global catastrophe. ESI
. Partners is the one corporation that has grown in the
« last five years and has gained the most from government
- assistance. They're currently working with Shanghai
. Jiaotong Genetics Laboratory to make more food, more
quickly using nanotechnology.

The Shanghai Banking Corporation Limited — This
corporation is the bank of Shanghai. There are no others.
All money coming in and out of the city goes through
SBCL or ‘The Shanghai Bank. The only way not to do
business with this bank is to be paid in cash and to keep
your money under your pillow. A company this big is not
always aware what all parts of it are doing at one time.

Shanghai Medical Innovations - 'This corporation
specializes in medical equipment and medical therapies
that deal with volcanic ash related ailments, vitamin
D deficiencies and other medical problems becoming
prevalent due to the current conditions. They do most
of their human testing on the rural poor who are willing
to get medical treatment for free at the risk of unknown
side effects. They own or are partners in all of the major
hospitals in Shanghai and most of the rest of China.

Shanghai Jiaotong Genetics Laboratory — This corporation
specializes in the technology based around living tissue:
nanotechnology for genetic enhancement, medical
treatment, and food growth. They are currently working
with ESI Partners to develop better food production.
They're also working with the government on a number
of special, secret projects through their subsidiary,
NanoCorp.

Match Dragon Enterprises — This corporation dominates
the communications and games market. MDE cell phones,
games, music and computer consoles are the ‘it’ thing,
especially in the middle and upper class youth market
which can still spare a little bit of money for entertainment
- something that’s important to those who can still afford
a bit of escapism from this depressed society.

The Military & Government: The military and the
government are the ones who can see the writing on the
wall. They know the people in the villages are restless,
discontent and bordering on rebellion. Broadening the
remit for mandatory military has become a two-edged
sword. While it did quell the rumblings of rebellion for
a time because no one wants to fight their own children,
it added to the number of mouths the government was
responsible for feeding.

The government now has the military working on three
plans of attack. The first is to have military help clearing
debris from the ash cloud, help normal farmers who don't
have the benefit of indoor food growth technology, and
keep the streets clear of rabble-rousers. The second is to
focus the anger of the people on the foreign powers by
seeding lies and rumors of fat westerners laughing at the
plight of China and even hinting that the westerners are




responsible for the super volcano. The third is to work
with Shanghai Jiaotong Genetics Laboratory' subsidiary,
NanoCorp, to create super soldiers using nanotechnology.
This super soldier is faster, stronger and in less need of
food than a normal soldier.

The Underworld: Illegal activities are at an all-time high
with the main thefts and smuggling operations based on
food - the technology to grow it, ways to preserve it and,
of course, the eatables themselves. It’s not unusual for a
shipment of food destined for a hospital or a school to
be missing as much as a quarter of the ordered product.
Unfortunately, there's little anyone can do about it. People
are bought off, warehouse owners themselves steal food
to sell at higher prices, and those who trade on the black
market aren’t talking to anyone.

The next biggest market for the underworld is the newest
of nanotech drugs that run through a person's system
and then leave without a trace. There are nanodrugs
developed for the military (AMP) that can make a man
feel like a god with boundless energy. Overuse of AMP
burns out the user's nervous system, making him weak
and uncoordinated. But while on the nanodrug, there
isn't much he can't do. There are also nanodrugs that
simulate street drugs like heroin (MELLOW) and cocaine
(RACER), and others that fool the senses into feeling no
pain or hunger (BLISS).

Technology: Shanghai is living with the very latest cutting
edge technology. The city is largely a wireless world,
relying on a city-wide wireless mesh network that allows
all technology to be remotely accessed. Nanotechnology
is prevalent in all computer, entertainment and medical
systems and can be accessed through remote devices that
are advanced enough to be implanted in the body. There
are full cyber limb replacements as well as contact lenses
with nanotechnology to allow people to see in the dark or
use thermal imaging. There are implanted cell phones and
nanotech drug therapies for many diseases. If the global
catastrophe had never happened, Shanghai would be on
the map as a leader in nanotechnological applications.

A typical middle class corporate apartment has internet
access, TV access and gaming facilities through virtual
screens. The kitchen includes all standard appliances
with touch screen technology and voice activation for
lights, heating and security systems. Garbage and laundry
facilities are centralized for the building.
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Weapons range from standard caliber firearms toe‘rhuch
more elegant nanotech weapons linked to specific people
and programmed with predictive Al computing to
anticipate a weaponmaster's needs. These cyber-weapons
are far rarer, but are far more lethal.
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Religion: Shanghai is the product of two worlds:
technology and mysticism. There are two major religions
in Shanghai: Buddhism and Taoism, with a few citizens
practicing an eclectic mix of Christianity, Islam and
Judaism.

It's not unusual to walk into a corporate building, a grocer,
or a home and see a shrine near the entrance honoring the
ancestors and deities that the owners worship. Honoring
the local gods is something felt particularly strongly
around Shanghai even compared with other Chinese
cities, and most people know the legends of Dragon of
the Bund or Rat at Wharf from a very young age. There’s
a certain feeling in the city that people are looked after by
these gods of the city and while visitors may call it silly
superstition, it's widely believed at all levels of society.

T T

Despite the growth of technology or because of it,
when it comes to religion, the people of Shanghai
are staunch traditionalists and that means shrines;
holidays and appropriate offerings. Recent yeats have
seen a greater importance put on proper ceremony and:
religious observance, and while the government doesn't © 5
like it, there’s little they can do that wouldn’t hasten th‘é:‘\’ﬁ ,
revolution. RSN

Having Fun: Throughout the grimness of the perpetual
winter and the twilight daytime hours, the majority of
Shanghai's youth is not willing to lie down and bemoan
their fate. It’s this refusal to be anything other than normal .
young men and women that allows Shanghai to still have =
a thriving youth market built around barely concealed
and controlled rebellion. Music and other entertainment
is paramount in their lives. They may not be able to eat
as well as they'd like so they’re going to have fun any way
they can. Young citizens of the city enjoy raves, gaming
competitions, and fashion shows on weekends... well,
they did before the vampires arrived.




Welcome to the vampocalypse. The stage is set for an
awesome adventure, a horrific tragedy or, preferably,
something in between. All we need are the characters who
will decide the future of all mankind...plus a vampire or
two, and a little blood. So settle down and get the ‘pain in
the neck’ jokes out of the way. It's Shanghai. It’s 2048. And
mankind doesn’'t have a hope without some divine help.

That’s where Demigod rank characters come in. Yes —
Demigod. We aren't saying this campaign is impossible
with lesser characters but it has been designed to challenge
Demigods to the extent of their abilities. Don't say you
weren't warned....

imseeedes as

Since no plan ever survives contact with the enemy, or
in this case the characters, it's important to think about
them carefully, what their backgrounds are and what roles
you want them to play. Choose well because each one of
these characters will be tested to their limit and possibly
~ beyond. Yet they should also revel in the opportunity to
do great deeds, to face the greatest obstacles and to save
mankind despite it all — this is their chance to take centre
stage, and the universe is watching. Put on a good show,
“and your demigods could find themselves elevated to
Kkgodhood'
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There are two ways to get characters who are ready for
the challenge of saving the universe from an apocalypse.
- The first is really fun, but takes time... create starting

. characters at Oxp and play through their adventures until
" they earn enough xp to hit Demigod rank (120xp). The
“alternative is to create a starting character as normal and
then ‘level them up’ by adding Advances — which is made
easy using the Suzerain character sheet because it has an
advancement tracker on it. Stop advancing the character
when you get to Demigod and break out the dice for the
first session.
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If Shanghai is just another stop in your current character's
illustrious career, there’s no need for him to be in love
with the city of Shanghai. He may have other reasons for
wanting to save the city. It could be anything from "I want
to prove myself' to "I like a challenge" to "I hate vampires"
to "Why not?" Mostly though, a demigod doesn’'t need a
. reason to save the world. You can bring any character into
. this campaign who's just hit, or is approaching, Demigod
rank. These are high powered events we're talking about.

Evenifyou choose this route, once your existing character
enters Shanghai he gets access to the Edges and Powers
we'll be listing below — the mystical vibe of the city starts
to rub off on him as soon as he arrives and cataclysmic
events have a habit of bringing out hidden resources in
people mighty fast.

If you decide to play a character from scratch, your
best bet is to play a character from Shanghai. Since this
is Suzerain, he can be a citizen from any era of Shanghai
who became a hero and has battled evil across time and
space ever since. This gives your character an emotional
link to Shanghai when the campaign calls him home to
save the city. It also gives him at least a passing familiarity
with the city itself and the surrounding land. Obviously,
things will have changed over time but a character from
Shanghai's past will remember where the old places are,
even if they’re hidden in modern trappings. As an added
bonus, if you play an ancient master you get access to all
the cool new Edges and Powers right away.

To make characters from scratch you’ll need two books,
the Savage Worlds rule book and Savage Suzerain. Savage
Suzerain explains about Demigod rank and other new
bits of the Suzerain experience, while the Savage Worlds
rule book covers the basics of creating characters and how
Savage Worlds works.

The only tricky area is equipment. The equipment in this
book is specific to Shanghai 2048 so it’s not likely to be part
of your character’s starting equipment. With the whole of
his life leading up to becoming a Demigod, it’s tough to
give hard and fast guidelines on how much to allow him.
That's where it comes in handy taking a few minutes to
think about your character’s background. Talk to the rest
of the players about which realms your character started
out in, and buy starting equipment from that realm.

Next, think about/make up a few cool bits of character
history about things he did in particular realms while
adventuring and pick out one or two items he might
have gained and grown attached to. Generally these will
be upgrades to whatever he was using before, perhaps a
magical item instead of a set of tools, or a modern set of
tools much better suited to his craft. One or two items
may be whole new pieces of equipment or simply novelty
items that your character likes to have around. Talk this
sort of thing over with your GM - she knows a few things
you don't and what’s best for the fun of the group.

There’s another option we should mention. We've
created a set of four pre-generated characters to show you
the sort of archetypes that can work. You’ll find them in




the Treasure Area of our site, together with our super
duper form-fillable Savage Suzerain character sheets. Feel
free to use the pre-gen characters to get you started on
the campaign today. Theyre all local people, linked to
their environment — perfect for defending it against eight
million vampires. These characters survived the campaign
through play testing; you could do worse than take them
out for a test drive.

VampocalypseJArchetypes

Shanghai Vampocalypse is a study of opposites and
how they can work together. There will be ancient ideals
butting up against modern notions. There will be mystical
powers overcoming technological obstacles. Martial arts
magic against nanotech and machine guns. No matter
what kind of character you choose to play, there will be
a conflict of opposites to contend with, and (if possible)
work with.
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Without wanting to give too much away, this isn't a long
drawn out campaign. Yes, it may take months for you
to play out the scenarios and encounters in full, but it’s
all packed into a very condensed timeline as far as your
characters are concerned. Characters who deal only in
long term strategies may have a hard time keeping up.
Quick witted characters with a good grasp of tactical
concepts will work best. Here are a few of the archetypes
weve found work well during the Vampocalypse (these
basic roles are all found in the pre-generated characters
we used during play testing) and your group will be well
rewarded in many of the encounters for having each of
these roles available.

The Advisor: The advisor is the type of character who can
grasp concepts very quickly. He can look at the situation,
speak to those who need speaking to and glean exactly
what steps need to be taken to sort out a problem. This
is the person who figures out the strategy for solving a
problem, assigns tasks, and then gets the heck out of the
way, allowing everyone else to do what they need to do
while fulfilling a secondary role such as communications
or monitoring. The advisor is often a mystic type of
character with extrasensory skills or vast stores of
knowledge. Advisor Types: VPs of companies, viziers,
program managers, seneschals, librarians.

The Battlefield Tactician: Once the advisor gives out the
plan, this is the person who makes it happen. This is a
quick witted, experienced tactician who understands the
needs of the many outweigh the needs of the few and can
sacrifice location or people to get a job done. This is the
person with the best overview of the fight. He knows what
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gvery%he élse is doing-while also being capable of getting
his“own hands dirty. Tactician Types: CEOs, military
officers, samurai.

The Scout: This archetype is the crazy person who can
sneak into enemy territory, get the lay of the land, number
of enemies and where the enemy leader is holed up... and
get back out again to report this information to those
who need it (mostly, the advisor and battlefield tactician).
The scout is the person who sees, notices and reports
everything. Scout Types: spies, corporate espionage agents,
rangers, communication experts.

S B E2 R R & BB N

The Close Fighter: Blood will flow in this campaign, and
if the characters want to be sure it’s not theirs, they’ll need
fighters. These are the characters who can take a beating
while delivering an even bigger beating. The up-close-
and-personal fighter (be it martial arts, swords, daggers or
a certain type of magic), is the person who will protect the
rest of the team when the vampires get too friendly. They
. may not be the smartest of the bunch, but they’re one of
- the most talented. Close Fighter Types: boxers, martial
artists, special forces, monks, mech warriors.
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The Long Range Fighter: The long range fighter (be it
missile weapons or magic) is the person who makes the
\ enemy “duck while the close fighter gets into position.
‘\‘This is also the kind of support fighter who makes sure
- his buddies can get back out of trouble, laying down
suppression attacks as the close fighters retreat. Long range
fighters can also cause distractions, drawing the enemy
away from scouts, close fighters and rogues. They’re also
the pinpoint assassins for extra-dangerous enemies and
* sometimes artillery for the group. Long Range Fighter
Types: archers, combat mages, snipers, musicians (you’ll
. see what we mean when you get to the new Edges!)

e

The Rogue: This is the character who knows how to break
into and out of places, how to set and avoid traps, who
can hinder the enemy with varied and strange abilities.
They have a talent for getting broken things to work or
working things to break. The rogue is your ace in the hole
for times when things are not going according to plan...
and they rarely go according to plan when roleplaying,
right? Rogue Types: thieves, conmen, hackers, jacks-of-
all-trades, illusionists.

Thematically, we're exploring the power of old magic
against technology. Shanghai 2048 is a cybertech
setting. But we're also focusing on Edges that play on the
supernatural martial artist archetype. So hopefully there
will be a bit of something for everyone, no matter what
sort of character they’re playing. Would you like a little
walk through what is on offer? We thought so. All right
here goes:

Patron Gods: In the Savage Suzerain rulebook we
introduced the idea of patron gods, divine entities a
character can have a strong and rewarding bond with. The
gods aren’t just Zeus and Odin, though. We're adding six
new patron gods, each a local god of the city of Shanghai:
Temple Monkey, Stalking Tiger, Toad Under Bridge,
Crane On Mountaintop, Rat At Wharf, and Dragon Of
The Bund. Each is a positive force though not necessarily
in the classic ‘good versus evil’ kind of way. Toad, for
instance, is a demon. Technically, these patron gods are
local spirits of such strength that they’ve become godlike
in their powers, rather than the sort of gods you’ll find in
the Maelstrom, but their power is very real and available
to their best friends.

Shang-fu: There will be plenty of impressive martial arts
options. Shang-fu is the unique fighting style of the old
Shanghai masters. Apart from base combat maneuvers
such as the punch and kick, there are Edges like Ancient
Master, Shang-Fu Warrior and styles using musical
instruments which add a whole new spin on things.
Unarmed fighting just became a viable form of combat
in a world of sniper rifles and rail guns, especially when
supercharged by one of the local patron gods.

Pulse Paths: Scrivener characters get access to Bioartificial
Eugenics (B.E.) and can be enhanced with 2048 cyberware.
Shamans can become a Master Of Veneration, experts
at calling on their ancestor spirits. One makes the most
of technology, while the other celebrates the traditional
ways. Both are specialist paths, requiring the Enabled and
Sighted Edges respectively. If that’s the way your character
is heading, it'll be mighty tempting to invest in the new
Powers.
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Whether you're making Novice characters or Demigods,
you need to have a handle on how they’re all going to play
together. You don't have to cover all the bases but you need
to be aware of the chinks in your group’s armor as well as
where they’re strongest. It'll be most evident for groups
making Demigod characters from scratch before vaulting
them face first into this particular campaign. Those
groups won't have the hundreds of hours of game play
behind them from growing their characters to Demigod
rank organically. They won't have a feel for how much
they can handle separately and together. Those groups
might well forget some of the tricks their own characters
can perform never mind knowing how best to work with
the tricks other characters have up their Demigod length
extra dimensional sleeves.

Its well worth not being too secretive about your
character’s abilities. Admitting your character is pretty
weak against Taunts and Smarts Tricks but can Intimidate
the socks off the cloven feet of the Devil himself is a
good thing. If the group knows you can handle one big
opponent but weight of numbers will get you in trouble,
the group member who has some crowd control skills
knows to watch your back. If your group struggles with

‘boss fights’ but your character is better than the others at 3
handling solo Wild Card enemies, the others know where ¢

to cry for help when a big bad is sat on their head stealing

their lunch money. Having a ‘go to’ guy for clandestine ¢

work and knowing who to turn to for diplomacy will help
the campaign gel much faster.

Some people would argue its terribly meta-gamey
and imply it's a bad thing to make characters geared to
a particular campaign, but that fails to paint the whole
picture. What you're creating is a group of people with
a divine mandate to work together, who are karmically
drawn together to work as a team, saving the universe. In
Suzerain, thats the way it works — especially at Demigod
rank.

Also, here’s a final word of caution: this campaign is
very intense and very tough. Tailoring your character to
suit the rest of the group, at least a little, is no bad thing.
This isn't going to be a fun experience if your demigod is
the Demigod of Five Year Plans, the subtle manipulator
who pulls the strings of others over a long span of time,
setting up a fine and intricate web of secret contacts to
achieve his goals. Cool idea, but really not helping anyone
in this campaign. Major Hemophobia wouldn't be your
best friend either. We're just saying.

Tissass

e e
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Ancient Master
Type: Professional
Requirements: Heroic, Elderly, Agility d8+, Smarts d8+,
Fighting d10+

Annoyingly wise and possibly with a high pitched cackle
for a laugh, a real ancient master is none the less a force to
be reckoned with. When making unarmed fighting attacks
your character doesn’t suffer the normal -2 Parry penalty
against armed opponents. Additionally, his unarmed
damage is Smarts + Spirit.
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Conduit

Type: Weird

Requirements: Novice, Spirit d8+

Through inner balance you can bring greater balance to
~ the world. As an action your character may transfer any
amount of Pulse from himself to a willing recipient within
Spirit inches, so long as his current Pulse is greater than
the current Pulse of the target (and will remain greater

_than the current Pulse of the target after the transfer).
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&k(ﬁrlpswarm Colonization

: ‘Type Background

Requirements: Novice, Vigor d6+

A self sustaining nanite swarm has bonded with
: * your character’s skin and Pulse signature. The nanites
- anticipate when he is trying to climb a difficult surface
~ and provide grip better than even a gecko’s. This procedure
has spawned a whole extreme sports sub culture across
. Shanghai far more flamboyant than the freerunners of a
previous generation.

This Edge permanently reduces your character’s
maximum Pulse by one but gives him +2 on Climbing
checks. Also, he can climb twice as quickly as normal and
doesn't suffer penalties for wet surfaces or sparse hand
holds (as long as he can bring skin into contact with the
climbing surface). Even plate glass skyscraper windows
can be climbed this way...even in the rain.

Machine Savvy

Type: Weird

" Requirements: Novice

~ Your character has ‘the knack’ when it comes to
technology, even if it’s alien technology from another time
. ‘and dimension. He can pay 1 Pulse to make a Common

for, where it’s from, whether it still works, how it works,
and other general facts which may include information
on shut down switches and weak spots. With a Raise
on the check your character can activate the device, but
this doesn’t necessarily give him any control over it once
activated.

Patron God: Temple Monkey

Type: Weird

Requirements: Heroic, No other Patron God Edges
Monkey is the erratic genius: clever, inventive and

flexible. Occasionally he flings poo for fun. In exchange

for devotion, your character is granted a choice from the

following supernatural abilities. He picks one on gaining

this Edge and a second when he reaches Demigod (or

two immediately if he takes this Edge once he’s already at

Demigod rank).

Hear No Evil: By paying 1 Pulse as a free action your
character can create an area of silence centered on
himself. The size starts as a Medium Burst Template but
can be adjusted up or down as an action to a Large Burst
Template or Small Burst Template. The zone lasts for 3
rounds and can be maintained thereafter for 1 Pulse per
round.

See No Evil: No evil would dare come before Monkey, for
Monkey would surely notice it immediately; this power
guarantees it. As an action make a Spirit check and pay
2 Pulse. For a duration of 3 rounds (plus 1 per round
thereafter to maintain the effect) the character can see
things normal men cannot see and will be able to tell if
a person has any ailment, whether physical, mental or
spiritual, or is subject to supernatural control or effects
such as the Power ‘Puppet’ (from the Savage Worlds rule
book). This doesn't tell your character the detailed nature
of the affliction or what caused it. He can simply tell
whether someone is under the influence of magic, or has
been poisoned.

Monkey Magic: Your character can choose to use more
than one Fu Edge he knows at the same time if he has
enough Raises on his Fighting check. Normally with a
Shang-Fu Edge, if you get a Raise on a Fighting check
you have the choice between the additional damage or
the special Shang-Fu effect. With this ability each Raise
can be used to trigger a Shang-Fu Edge. Each additional
Fu effect costs 1 Pulse. For example, if your character has
all the Shang-Fu Edges and hits an opponent scoring 3
Raises. He may choose to use two Shang-Fu Edges such as
punch and kick to move his opponent and strike his least
armored location, and take the extra damage from the
third Raise. This would cost 1 Pulse as you are using one




Fu effect more than normal. Alternatively, your character
could choose to use three Shang-Fu Edges, foregoing the
extra damage (and costing 2 Pulse).

Patron God: Stalking Tiger

Type: Weird

Requirements: Heroic, No other Patron God Edges
Tiger is cautious of others but powerful, sometimes

short tempered yet deeply sensitive. In exchange for

devotion, your character is granted a choice from the

following supernatural abilities. He picks one on gaining

this Edge and a second when he reaches Demigod (or

two immediately if he takes this Edge once he’s already at

Demigod rank).

Tiger’s Power: Little can stand between Tiger and his prey.
As an action requiring a Spirit check your character can
increase his Strength die type. On a success it increases
two steps, each Raise increases it a further step. Steps
past d12 add +1 to the result. For example, a strength of
d12 raised three steps further becomes d12+3. This effect
costs 1 Pulse and lasts for 3 rounds and can be maintained
thereafter for 1 Pulse per round.

Tiger’s Roar: After having been at least Shaken by a
damaging attack your character may unleash the Tiger’s
roar as his next action, costing 3 Pulse. Place a Large
Burst Template centered on your character. All enemies
under the template make an opposed Smarts check versus
your character’s Strength. If your character defeats the
enemies they are Shaken, suffering a level of Fatigue on
a Raise. Wild Cards cannot be Incapacitated by this but
are affected normally up to that point. Allies under the
template may make a Smarts check to become Unshaken
and remove a Fatigue level with a Raise.

Tigers Song: Tiger is sensitive to the song of the universe.
Your character may pay 1 Pulse to double the range of
any Shang-Fu instrument Edge he uses for the round.
He may also pay 2 Pulse to increase the damage dealt by
instrument Edges by d8 for the round.

Patron God: Toad Under Bridge
Type: Weird
Requirements: Heroic, No other Patron God Edges
Toad is a symbol of luck (especially in business) and
the lunar Yin, a demon spirit willing to play fair if you
strike a good deal with him. In exchange for devotion,
your character is granted a choice from the following
supernatural abilities. He picks one on gaining this
Edge and a second when he reaches Demigod (or two
immediately if he takes this Edge once he’s already at
Demigod rank).

the end of the round. .

from having a Raise on a Trait check you may choose'not
to receive the benefit and pay 1 Pulse to ‘store” the Raise.
Stored Raises can be added to successful Trait checks at
a later time, adding a Raise to that check. Doing so is a
free action costing 2 Pulse. Stored Raises disappear at
midnight if not used before.

Bank One: Whenever your character would gain a g‘éneﬁt_' . ]
N
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Money Money: When seeking to purchase goods or
services, Toad is a strong ally and his followers are well
known for striking favorable deals. Your character may
pay 1 Pulse to halve the time it takes to find any goods or
services that can be paid for. When making any Trait check
relating to a deal (such as Streetwise to find something
or someone, Persuasion when haggling, or even Notice
when inspecting the authenticity of goods) he may pay 1
Pulse before making the check to receive a +2 bonus on
the check.

Demon Fu: When using a Shang-Fu Edge, if you get two
Raises you may choose between having the extra damage
or paying 1 Pulse to inflict a level of Fatigue on the target.
If you get three Raises you can apply the Fu effect, deal
additional damage and pay 1 Pulse to inflict a level of
Fatigue on the target.

Patron God: Crane On Mountaintop

Type: Weird

Requirements: Heroic, No other Patron God Edges
Crane is the winged master of longevity, and the wisé:\‘ !

messenger. In exchange for devotion, your character is

granted a choice from the following supernatural abilities.

He picks one on gaining this Edge and a second when

he reaches Demigod (or two immediately if he takes this

Edge once he’s already at Demigod rank).

Master Of Longevity: Your character can spend 2 Pulse 8
on any willing ally within his line of sight (including
himself) who has rolled on the Knockout Blow table to
instantly stabilize at Incapacitated instead of taking the
result they rolled.

Wise Messenger: By spending 1 Pulse as an action
the character gains the equivalent of Knowledge (one
specific and specialized area) d8. For instance, this may
be Knowledge (Brain Surgery), Knowledge (22 Acacia
Avenue), or Knowledge (Ming Dynasty Vases) rather than
knowledge of a general area, of a craft, or broad science. = #i%
This affects a single check whether that check takes 10 & =
seconds, 5 minutes or 3 days.

Winged Fu: After having used a Shang-Fu Edge your.
character may pay 3 Pulse to gain flight at his Pace until
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B Patro"n God: Rat AtWharf
Type: Weird *
Requirements: Heroic, No other Patron God Edges
Rat is charming, a seducer, a hard working and ambitious
perfectionist... and a terrible gossip. In exchange for
devotion, your character is granted a choice from the
following supernatural abilities. He picks one on gaining
this Edge and a second when he reaches Demigod (or
two immediately if he takes this Edge once he’s already at
Demigod rank).

»

Terrible Gossip: As an action your character may spend 2
Pulse to make an opposed check against one target within
24 inches. The check is your choice of Streetwise or Spirit
opposed by your opponent’s choice of Streetwise or Spirit.
If you succeed the target is Shaken and you gain +2 to
your next action against him. Each Raise inflicts a level of
Fatigue; this Fatigue can’t Incapacitate the target.

imseeedes as

Working Hard: As a free action your character may spend
- 3 Pulse. Willing allies covered by a Large Burst Template
- centered on him (including your character himself) get +4
to rerolls from spending Karma. This effect lasts until the
end of the round.
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ZC® o Fu Perfection: When using a Shang-Fu Edge and choosing
.| ‘whether to use a Raise on the Fu effect or the bonus damage,

K%your character may pay 2 Pulse to have both effects as if
oud rolled two Raises.

g " Patron God: Dragon Of The Bund
- Type: Weird

Requirements: Heroic, No other Patron God Edges
* Dragon is master of flowing water and the weather,
robust and energetic, brave and honest. In exchange for
devotion, your character is granted a choice from the
following supernatural abilities. He picks one on gaining
this Edge and a second when he reaches Demigod (or
two immediately if he takes this Edge once he’s already at
Demigod rank).

Dragon Force: Your character may pay 5 Pulse as an action
to unShake all allies within 12 inches. Enemy extras within
12 inches make a Spirit check or become Shaken.

A River Runs Through It: Your character can temporarily
become a nigh unstoppable force. For 3 Pulse he can
barge through people who are free to get out of his way
. as he moves this round. If any choose not to, they must
. make an opposed Agility check against your character.
+* Anyone failing suffers damage as per the rules for vehicle
- collisions. Your character suffers none. Opponents do not
. geta free strike at your character as he steams past - though
s characters with First Strike are afforded their usual free

strike. Your character automatically smashes through any
object with a Toughness less than his Spirit.

Dragon Heart: When using a Shang-Fu Edge, if your
character gets two Raises he may regain 1 Pulse in addition
to the usual benefits.

Shang-Fu: Acrobatics
Type: Combat
Requirements: Veteran, Agility d6+, Smarts d6+

Your character is an expert at unbalancing his opponents
with a barrage of tricks making it almost impossible for
them to know when the real attack is coming. When your
character gets a Raise on a Fighting roll he may choose to
take the extra damage as normal or to give his opponent
-2 Parry until their next action. If your character gets two
Raises on a Fighting roll he may give his opponent -2 Parry
until their next action and have the extra damage. The
Parry penalty is not cumulative and does not combine with
Smarts or Agility Tricks.

Shang-Fu: Defense
Type: Combat
Requirements: Veteran, Agility d10+, Fighting d6+

When your character gets a Raise on a Fighting roll he
may choose to take the extra damage as normal or increase
his Parry by 2 until his next action. If your character gets
two Raises on a Fighting roll he may increase his Parry by 2
until his next action and have the extra damage.

Shang-Fu: Kick
Type: Combat
Requirements: Veteran, Fighting d6+, Strength d8+
There’s nothing quite like sneaking in a couple of sly kicks
to the face when locked in mortal Kembat, er combat.
When your character gets a Raise on a Fighting roll he
may choose to take the extra damage (as normal) or treat
the attack as if hed targeted the least armored location. If
your character gets two Raises on a Fighting roll he may
roll damage against the least armored location and have the
extra damage.

Shang-Fu: Percussion Instrument
Type: Combat
Requirements: Heroic, Vigor d10+

Discipline of the beat is said by many to be easy to learn
but hard to master. The rarity of percussion masters speaks
volumes about the truth of this. If your character doesn’t
move in the current round, as an action he can pay 1
Pulse, begin playing a drum-based instrument, and make a
Vigor check. On a success, make a ranged attack (Ranges:
12/24/48, Damage: 2d8, AP 1 vs rigid armors, ROF 2 +1 for
each Raise on the Vigor check). The target or targets must
be in line of sight.




On subsequent rounds the rhythm can be maintained by
not moving (requires an action and costs 1 Pulse). If your
character chooses to maintain the Power, make another
Vigor check to determine the rate of fire - even a failure
results in ROF 2.

Shang-Fu: Punch

Type: Combat

Requirements: Veteran, Fighting d6+, Notice d6+
Through force or subterfuge he who controls the flow of

battle is well on the path to victory. When your character

gets a Raise on a Fighting roll he may choose to take the

extra damage as normal or move his opponent 1 inch in

any direction to an unoccupied area. If your character gets

two Raises on a Fighting roll he may move his opponent

and have the extra damage.

Shang-Fu: Reed Instrument
Type: Combat
Requirements: Heroic, Smarts d10+

Flutes, pipes and trills, the humble reed instrument has
the capacity to produce haunting melodies... or to set
up deadly resonance. If your character doesn’t move in
the current round, as an action he can pay 1 Pulse, begin
playing a reed-based instrument, and make a Smarts
check. If successful, a single target suffers 2d8 damage
with AP 4. The target need not be in line of sight but the
instrument player must be aware of him in some way, and
the maximum range is a number of inches equal to the
result of the Smarts check.

On subsequent rounds the melody can be maintained by
not moving (requires an action and costs 1 Pulse). If your
character chooses to maintain the Power, make another
Smarts check and choose another target (or choose the
previous target again if you want). The target must be
within a number of inches equal to the result of the new
Smarts check; if there are no available targets in range, the
sound of the reed is lost on the wind...

Shang-Fu: Stringed Instrument
Type: Combat
Requirements: Heroic, Agility d10+

Wise men say, all skills when taken to the highest levels
are deadly. For the layman the bow was created. But a
true master never needs more than plucking a string. If
your character doesn’t move in the current round, as an
action he can pay 1 Pulse, begin playing a string-based
instrument, and make an Agility check. If successful,
place a Small Burst Template in front of your character
and move it, inch by inch, a number of inches equal to
the result of the check (it may not move out of his line of
sight, but it doesn’t have to move in a straight line). Any

character the template covers duringthis movement must £

make a Vigor check or suffen2d8 damage. Characters'get
-2 to this check if the template covered them for.more
than one inch of its movement or if it ended its movement
covering them.

On subsequent rounds the template can be maintained
if your character does not move (requires an action and
costs 1 Pulse). If your character chooses to maintain the
Power, make another Agility check and move the template
a number of inches equal to the new Agility check result.

Shang-Fu: Weapon Style
Type: Combat
Requirements: Veteran, Fighting d6+, Stealth d6+

When your character gets a Raise on a Fighting roll and
is using a weapon he may choose to take the extra damage
as normal or treat the attack as a disarm attempt. If your
character gets two Raises on a Fighting roll he can treat the
attack as a disarm attempt and have the extra damage.

Shang-Fu Warrior

Type: Heroic, Professional

Requirements: Agility d8+, Fighting d10+, Strength d8+,
Vigor d8+

When making unarmed Fighting attacks your character
doesn’t suffer the normal -2 Parry penalty against armed
opponents. Additionally, his unarmed damage is Strength
+ Spirit. ¥

Urbanist
Type: Professional

Requirements: Novice, Spirit d6+, Survival d8+, Tracking

ds+
Your characterisvery comfortablein urban environments
and can read the people, listen to the whisper of the

alleys, and feel the eyes of the tallest buildings surveying .

their domain. Urbanists gain +2 to Tracking, Survival
and Stealth rolls made as long as they are in an urban
environment.

INewgHindrances

Fragile (minor or major)

You are particularly susceptible to injury and suffer
-2 to Soak Rolls as a minor Hindrance or -4 as a major
Hindrance.

Weak Fu (minor or major)
Whether through pride, overconfidence, incompetence
or some other means your character’s defenses are sloppier

than they should be. Your character’s Parry is reduced by

1 if taken as a minor Hindrance, 2 as a major.
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Bioartificial Eugenics
Type: Pulse Path (Specialist)
Requirements: Enabled, Guts d8+

Invasive cyberware is not for those with fragile minds or
bodies. It was tried and the results were... spectacular. Only
those with a talent for being ‘enabled’ should attempt the
procedure and anyone wishing to benefit from bioartificial
eugenics (“B.E. Better” as the promoware puts it) must first
undergo thorough evaluation. There are those who find a
way around it for sure, using back street hack shops not
supported by the corporations (and without the five year
warranty) but ill matched pairings rarely last. On taking
this Edge your character gains:

B.E. (Agi) d4

Two sigils from the following list: Download Spike,
Gadget Arms, Human Interface Augmentation, Inertial
Barrier, Metabolic Isolation, Remote Access.

B.E. sigils are different to regular sigils. They aren’t
symbols drawn on an object, but 3D glyphs of pure
celestium, implanted into your character’s body and
connected into the very Pulse of his being. They use his
Pulse as an interface for the advanced cybernetic circuits
etched into the celestium implants. By their nature they’re
personal and as such they can’t be reproduced on items for
use by other characters. However, by their direct link to
their user, these sigils allow some pretty powerful effects.

Download Spike

Type: Sigil

Requirements: Novice, Bioartificial Eugenics
Pulse: 4

Range: Touch

Duration: 3 Rounds (2/Round)

No metaphors here, the Download Spike is at once
brutal and elegant. A celestium spike is installed in your
character’s forearm which can be extended through the
palm of the hand directly into the skull of a recently
deceased person. Pulse infuses the brain and downloads
an image of the last mental activity before death while
holding the dead person’s soul in place temporarily. To
prevent damage to the spike, a sensor stops it from being
triggered against inorganic or living targets... though it
can be extended for maintenance purposes. As a result,
this sigil can only be used on a recently deceased sentient
creature — the creature must have died within the last 1
minute per character rank (so within 3 minutes if your
character is a Veteran) and requires the target’s brain to be
intact... so people who went down to a head shot from a
bazooka are immune to the spike. Lucky them, eh?
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When the sigil is activated, your character can sift \
through the memories of therdead person for the previous #84 E
24 hours, downloading them in an instant to his own S i
brain for later examination. Even more impressively, for “*?i Qlw‘
the duration of the sigil your character can talk with the 7 %
target as if they were still alive, during which time your k-
character may get a bonus on any Persuasion checks
made. Less than Heroic characters get no bonus, Heroic
and Legendary rank characters get +1, and Demigods get
+2. If your character got a Raise on his B.E. roll he gets
an additional +2. The Pulse signature of a target is too
scrambled after one use of this power for it to be used
twice on one target.
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Gadget Arms

Type: Sigil

Requirements: Novice, Bioartificial Eugenics
Pulse: 1

Range: Self

Duration: 3 Rounds (1/2 Rounds)

According to the official Shanghai Medical Innovations
manual, these are ‘fully articulated limb extensions™ but
everyone simply calls them ‘gadget arms’ They’re a multi-
million dollar solution to reaching the back of the top
shelf in the kitchen cupboards, originally intended for
bomb disposal troops. For your adventuring character,
though, there could be many uses. (Including bomb
disposal and reaching the back of the top shelf in the
kitchen cupboards.) L (i
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For the duration your character gains Reach as per the NN
weapon ability. A less than Heroic character gains Reach
1 (1 inch further than normal), Reach 2 if he got a Raise
on his B.E. roll. Heroic and Legendary rank characters get -
an additional +1 on the Reach, while Demigods get an
additional +2.

Human Interface Augmentation

Type: Sigil

Requirements: Novice, Bioartificial Eugenics
Pulse: 2

Range: Self
Duration: 3 (1/Round)
Pheromones,  harmonic  inaudible  frequency

transmissions, feature softening, pupil dilation, secretion
dampening and many other novelties... this suite
of implants augments your character in many ways.
Originally designed to enhance the effectiveness of [FHSSS
hostile situation negotiators, while the sigil is active your . 5
character has +2 Charisma (+4 on a Raise on his B.E. roll).
Furthermore, adjacent enemies must make a Spirit check
with no modifier for characters of less than Heroic rank,
a -1 penalty for characters of Heroic and Legendary rank, .
and a -2 penalty for Demigod rank characters. P
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ik tH’ey fail, they may not attack your character (check
each time they wish to makean attack). If your character
has taken aggressive actions against that enemy during
his combat, they get +2 to their Spirit check. Also, the
pheromones have a harder time flooding the system of
very large enemies and much easier time overdosing small
creatures - apply any size modifier to hit that opponent to
their Spirit check.

Inertial Barrier

Type: Sigil

Requirements: Heroic, Bioartificial Eugenics

Pulse: 5

Range: Self

Duration: 2 Rounds (2/Round)

An inertial barrier uses a body-wide net of nanites to

harvest the required Pulse from the host to produce and

direct a field of energy that acts as a wall of force, a barrier

of pure Pulse energy extending 270 degrees around your

character (the front and sides, but not behind him).

- Anything attempting to pass through the field has its

- kinetic energy drained and reapplied directly back at it.

It’s like hitting an immovable wall and the next moment

finding the wall pushes back with the same force. For

~ slow moving objects (someone stumbling into the field

for instance), that’s not too bad. They just bounce off a
A ; bit. Drive a performance racer into an inertial barrier and

“things get ugly. It stops physical projectiles on entry (with

spectacular ricochet potential) and creatures or vehicles

moving against this area are treated as having collided

~ with a solid object and take collision damage as per the

* vehicle rules in Savage Worlds.
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Two more things you need to know about the barrier:
firstly, it’s unidirectional, meaning your character can still
fire through it, punch through it and so on. Secondly, if he
" chooses to run into something (or someone), the barrier
will have no effect - that object/person isn't moving and
has no kinetic energy to redirect. It’s objects that come at
the barrier from the outside which get bounced back.

Metabolic Isolation

Type: Sigil

Requirements: Novice, Bioartificial Eugenics

Pulse: 2

Range: Self

Duration: 1 hour (1/hour)

While this sigil is active your character receives a bonus
| to checks made to maintain sigils when distracted (such
. as when he takes damage) based on his rank. Less than
¢ Heroic characters get +2, Heroic and Legendary rank

There are also a host of useful physical benefits: any
natural healing roll made while this sigil is active are
made at +2, the character gets a +2 bonus on Soak rolls,
+2 to resist the effects of Fatigue from physical sources
and any poisons or diseases. Any attempt at healing the
character receives a +2 bonus. Finally he gets a +2 on any
Vigor checks required by the Knockout Blow table.

If your character gets a Raise on his B.E. roll when
activating Metabolic Isolation, the duration may be
extended by two hours by spending a point of Pulse
(normally 1 Pulse per hour).

Remote Access

Type: Sigil

Requirements: Demigod, Bioartificial Eugenics
Pulse: 3

Range: 6/12/24

Duration: 3 Rounds (1/Round)

Through the use of a targeted stream of nanites your
character can control and operate electrical or Pulse-
based systems from a distance. Your character’s B.E. check
is modified by the size and complexity of the system he’s
trying to control, while in the case of particularly large or
complex devices it’s possible to target smaller sections of
the system. It’s possible to use this Power to turn lights on
and off in just one room of a skyscraper without needing
to gain control of the whole electrical and lighting systems
for the entire building.

Use the creature size and toughness table as a guide with
sizes above zero being applied as a penalty to the B.E. roll
and sizes less than zero providing a bonus. Complexity
is relative to the realm: systems from Shanghai 2048
will range from simple (between +2 for basic systems
to -2 for more secure technologies, up to -8 for cutting
edge and/or sensitive military tech). Computers from
the 1990s by comparison would be child’s play and even
secure electronic devices of the time are unlikely to give a
penalty to the check. Futuristic technologies on the other
hand may well have far more advanced anti-intrusion
measures.

Devices under your character’s control don’t gain any
abilities they didn't have previously. An electric drill
doesn’t gain the capacity to hop toward a target for
instance. Your character only has control over the device’s
normal functions. This would mean you could pilot a
helicopter, or turn off targeting systems and all those sorts
of monkeyshines.




Master Of Veneration
Type: Pulse Path (Specialist)
Requirements: Sighted, Smarts d8+

According to tradition, the ancestors possess much
knowledge and skill, especially the masters whose
names are passed from generation to generation with
equal measures of awe and reverence. Fortunately then,
the spirits of former masters often find homes in the
Maelstrom after their time on the mortal realms and can
be contacted by those who are Sighted. On taking this
Edge your character gains:

Venerate (Spi) d4

Two rituals from the following list: Ancestral Advocate,
Army Of A Thousand Souls, Insight Out Of Time, Placate,
Shake The Pillars Of Heaven, Too Much Too Soon,
Unbroken Line.

Ancestral Advocate
Type: Ritual
Requirements: Novice, Master Of Veneration
Pulse: 6
Range: 12 inches
Duration: 24 hours

Sympathetic spirits whisper compliance to your cause,
making otherwise hostile or resilient beings sympathetic
to your character’s wishes. All hostiles within range of
your character receive a penalty when resisting Tricks,
Tests Of Will and Persuasion attempts. Less than Heroic
characters impose a -1 penalty. Heroic and Legendary
rank characters impose a -2 penalty and Demigods a
-3 penalty. If your character got a Raise on his Venerate
check, the range of the effect is doubled.

Army Of A Thousand Souls
Type: Ritual
Requirements: Heroic, Master Of Veneration
Pulse: 5
Range: 24/48/96
Duration: 5 Rounds

When your character triggers this rituals effect, place
a Large Burst Template within the range of this Power.
Anyone caught under the template must make a Spirit
check or suffer a level of Fatigue - this Fatigue can kill.
The Spirit check gets a -2 penalty if your character got a
Raise on his Venerate check when first performing this
ritual, and at Demigod rank he forces a further -2 penalty
on the Spirit check. The template remains in place for 5
rounds, a shimmering orb of swirling souls (-2 to ranged
attacks into or out of the area). Anyone beginning their
actions in the area, or passing through it as part of their
actions, must make a Spirit check with the same penalties
and consequences as the initial check.
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Insight Out Of Time . A

Type: Ritual

Requirements: Novice, Master Of Veneration
Pulse: 5

Range: Touch

Duration: 24 hours (or until insight used up)

Your character (or someone he touches as part of his
veneration ritual) gains a number of points of insight
based on your character’s rank, starting with 3 for Novice
rank and increasing by one each rank up to 8 at Demigod.
Each Raise on the Veneration check grants an additional
point of insight. Each point of insight can grant a +1
bonus on any Trait check (they must be used before the
roll is made). Thus, if your character has 5 insight points
he might choose to use 2 points on one Trait check and 3
points on another later.
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Placate
Type: Ritual
Requirements: Novice, Master Of Veneration
Pulse: 6
Range: Burst template
Duration: 24 hours

Force of will can subjugate many unruly spirits. Between
the ancestors and your character, he has the spirit world
in the palm of his hand. For the duration, your character .
may take actions to weaken spirits by spending a*further’
2 Pulse. He makes an opposed Spirit check against a spirit:
within range, which is a Small Burst Template centered‘ =\
on your character. This becomes a Medium Burst A
Template if he’s Heroic, and a Large Burst Template if he's \ »\ ‘
a Demigod.
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On a success and for each Raise the spirit takes a level of
Fatigue. If a spirit would be Incapacitated in this way, it’s
banished instead (back to whichever bit of the Maelstrom &
naughty spirits go to when they’ve been banished) and =
can’t return for 24 hours. If your character got a Raise on
his Venerate check when first performing this ritual, the
cost drops to 1 Pulse each time this ability is used.

Shake The Pillars Of Heaven
Type: Ritual
Requirements: Demigod, Master Of Veneration
Pulse: 4
Range: 12 inches
Duration: 1 minute

When vyour character triggers this rituals effect,
everyone and everything within 12 inches of him in both .
the physical world and the spiritual world become dual
aligned. During this time your character can attempt
to draw Pulse from anyone affected by touching them.
(making a touch attack if necessary) and making an |




opposed Spirit check against them. If successful, he can
draw up to the difference between the checks from the
victim’s Pulse, dropping them down to a minimum of 1
~ Pulse. If your character got a Raise on his Venerate roll
1 when first performing this ritual, the range of the effect is
doubled to 24 inches.

Too Much Too Soon
Type: Ritual
Requirements: Novice, Master Of Veneration
Pulse: 3
Range: 12 inches
Duration: Instant

When your character triggers this ritual’s effect, enemies
.| within 12 inches must make a Guts check or become
i Shaken as the ancestors mutter things the fragile minds
. of mortal men are unprepared to hear. This check receives
~ a penalty based on your character’s rank starting at 0 at
. Novice and increasing by one for each additional rank
i.e. -2 when he’s a Veteran up to -5 at Demigod rank. If
" your character got a Raise on his Venerate roll when first
: performing this ritual, this counts as a damaging source.

Unbroken Line
Type: Ritual
Requirements: Novice, Master Of Veneration
Pulse: Special
Range: Self
Duration: 24 hours

Anyone capable of viewing your character’s Pulse
signature in the spirit world will instantly know something
is afoot while this Power is active - contained within that
signature will be many other Pulse signatures, those of his
family line stretching across time and ready to spring into
action to assist when needed. On a successful Venerate
check your character can acquire the assistance of up to 3
spirits per rank of your character. Every 3 spirits or part
thereof cost 1 Pulse to summon. With a Raise on the roll,
one of the spirits may be upgraded to a Wild Card for 2
additional Pulse.

For example, if your character is Seasoned he can request
the aid of up to 6 spirits. 1-3 spirits would cost 1 Pulse and
4-6 spirits would cost 2 Pulse. He must choose how many
spirits he wants before making the check.

For less than Heroic characters the spirits have d6 in any
Traits the GM deems appropriate. This increases to d8
for Heroic and Legendary rank characters, and to d10 for
Demigods. Any number of these spirits can be called on
at any time as an action to assist the character. Once called
on, a spirit will give 1 minute (10 rounds) of assistance -
which cannot be broken into multiple instances - before
returning to the Maelstrom. When their assistance is
required, the spirit may either remain attuned to the spirit
world or become physically manifested; it’s up to your
character to decide at the time.

fTelesmajEdges]

Your character isn’t the only one to benefit from this
realm - his Telesma also has access to new and exciting
options.

River In Spring

Your character’s Karma can become a cool fresh stream
of Pulse. For every point of Karma he sacrifices as a free
action, his Telesma will add 10 Pulse to his current Pulse
pool up to his maximum Pulse.

Bamboo In Storm

Your character can use his store of Pulse to create Karma
which may shelter him from harm, even death when
times get truly tough. For every 10 points of Pulse he
sacrifices as a free action, his Telesma will add 1 Karma to




the character. Karma gained this way is lost after 1 hour
or at the end of the session (whichever comes sooner) if
not used.

Phoenix Inside

Your character may voluntarily take on a burning fever,
transforming his flesh into Pulse. For every Wound
he volunteers to suffer as a free action, his Telesma will
assimilate the Pulse, adding 10 Pulse to his current Pulse
pool up to his maximum Pulse. This Wound may not be
Soaked or otherwise prevented, nor healed except through
natural healing.

So far we've looked at one side of the ‘ancient masters
versus cybertech’ equation, the supernatural Shang-
Fu Edges and Patron Gods for instance. Shanghai
Vampocalypse is about the balance of both though,
and here’s some of the most important tech you’ll find
around the city in 2048. Computers and nanotechnology
are an integral part of life in Shanghai. Computers are
involved in protection, security, entertainment, business,
healing, food growth, garbage disposal and everything in-
between. Those who have grown up with this technology
can’t imagine a life without it. Let’s look at three types of
technology the demigods are likely to encounter even if
they’re ancient masters, back to defend their great home
city.

External technology ranges from home applications to
weapons to entertainment to security measures. Voice
control, coded to specific voices, is commonplace. A
typical, mid-level corporate home would have smart walls
(walls that double as computer screens), voice activated
programs for lights, security, computers, TVs, movies,
music, shades and even ordering a delivery from the local
grocery store.

External computers and nanotechnology for specialized
careers include HUD glasses, owner recognition for
weapons before the weapons can be armed, GPS devices for
people (especially for children of concerned parents) and
communication devices beyond the normal smartphone.

Nanotechnology is also embedded in clothes, allowing
them to recognize when theyre being worn, if theyre
getting wet, to regulate temperature, shrink or expand
to the person’s dimensions and change color on a whim.
Specialized clothing with nanotechnology includes
armored clothing and camouflage.

Implant nanotech has been a greatboon for health and £
longevity... for those who can afford it. And in a world of /&
corporations and the ever-present health hazard of the ash "
cloud, that’s a great thing if you’re on the corporate payroll. ¢ ’?3 ¥
Internal computers with nanotechnology are responsible = *
for everything from organ replacement, disease control
(or eradication), ongoing medical treatment of various
medical ailments, and limb replacement with cyber
limbs.
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Medical benefits aside, most common implants involve
entertainment or communication equipment. Implanted
phones and music players as well as augmented eyes that
can provide thermal imaging and in-eye computer images
are popular with the well-to-do. Parents frequently have
small GPS devices implanted in their children so they
always know where their young ones are.

Military applications for nanotechnology include
intelligent weapons keyed to their owner’s reflexes with
internal sighting and hostile management which will
allow the weapon to ID hostiles and friendlies in real time.
Other military applications include implanted nanodrug
dispersers that can be activated by the soldier theyre
implanted in (AMP for more energy or fearlessness,
BLISS for pain management), triggered based on internal
systemic response, or turned on remotely by a mllltary" e
personnel handler back at HQ.

Medical technology has come a long way from the day"s;‘
of bone saws and needles. We've mentioned it a bit above, |
but in the world of Shanghai 2048 it’s worth remembering
that medical treatment is all nano-injections, laparoscopic
surgery and noninvasive drug dispersion. The ability to
heal a damaged human has increased to the point of near
magic with muscle knitters, blood producers and bone .
solidifiers. These nanotherapies are available at any large "
hospital. There are also nanotherapies to deal with the
black lung syndrome from the volcanic ash cloud that
blocks the lungs and makes breathing difficult for those of
a delicate constitution.

If your character needs medical attention, most of the
medical machines are automatic, allowing the character to
simply insert himself into the machine for nano-healing
and therapy. Getting to the machines without a corporate
credit account or military clearance is the tough part.

Note: Auto-machine treatment could backfire if your .
character isn’t entirely human. It’s always best to have an
experienced doctor on hand to help, but if the patient has
come from another realm and has a different race.. thats‘
more a necessity than a suggestion! ;



Portable Control Device (PCD): Everyone has one.
Visitors are issued a restricted version but they still get
one. This device sits comfortably in the palm of even
small hands and is equal parts a locator, monetary
transfer device, ID card, phone, computer and the key to
many of the city’s goods and services. The PCD chip can
be implanted in the skull, controlled by whispered vocal
commands, with output to virtual screens projected from
the eye (sound streamed directly to the ears), and doing so
is a popular option among the richer and more powerful
members of corporate society. For the rest, there’s the
trusty handset. Researchers promise the next generation
of PCD will be able to stream information directly to the
optic nerve, but currently they’re having trouble with test
subjects going blind after using the system.
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Filter Mask: The volcanic ash gets everywhere and as it
breaks down into finer particles it's a hazard to people’s
lungs. To avoid the worst of the effects most people
. use some sort of filtration system when outside, from
disposable masks to assorted cybertech solutions (which
cost 5 times more than simply wearing a mask).
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\ ‘squeezéd a glow pack begins emitting a soft glow over
’&%an area the size of a Medium Burst Template. Pumped a
\f‘\jéouple of times, the surface becomes slightly sticky so the
W %pack can be stuck to walls, yet removed later. Each pack
¢ will last for a year of regular use and it’s quite common
~for a person to carry one of these any time more light
& might be useful. Most homes will have a couple in case
? ¢ ~ of a power cut (and the power supply isn’t perfect these
days, especially outside the corporate areas). Emergency
. services use them frequently.
/
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Hack Pack: Hacking tools are highly illegal unless you
happen to be a security-vetted specialist, and even then
special permission must be obtained to carry the pack
away from a test environment. These units can jack into the
wireless or wired world. Most computers in 2048 Shanghai
have some defense against hacking, but by using a hack
pack it’s possible to control, operate or bypass electrical
or Pulse-based systems (and yes, a hack pack is absolutely
necessary in the Shanghai 2048 security environment).
Compared with B.E’s Remote Access ability (see page
18 above), the interface is primitive — hack packs require
more than just a thought to take over machines. However,
+ a hacker with some AI / custom control scripts can be
** surprisingly capable. To the best hackers, hacking a server
to steal data, blow out cameras and unlock doors is an art

Different levels of AI guard their respective systems. A
locked door on a small business may only have internal
Al protecting it from hacking whereas a locked door to an
internal secured area of NanoCorp would have both an
internal AI protecting the door’s security and a linked Al
connected to the main corporation’s security server. These
latter computers have Al programs designed to stop, trace
and attack the hacker’s computer, killing the hacking
attempt, alerting authorities to the hacker’s location, and
frying the hacker’s hack pack.

Each hack attempt takes three rounds and costs 1 Pulse
from the hack pack’s power reserves, at the end of which
your character makes a Smarts or Knowledge (Hacking)
roll (his choice which). This is modified by the size and
complexity of the system he’s trying to control, with all
the same rules as the Remote Access Power, and a similar
result if he succeeds. However, if a hacker tries to perform
an action through his hacked link (like remotely piloting
a helicopter he has hacked into) he’ll get -2 to those rolls
due to the awkwardness of the hack pack interface.

Cheap hack packs do exist, but aren’t commonly found
since using a cheap pack guarantees getting caught and
the Chinese government takes a particularly hard line
on illegal hacking (and for ‘hard line’ you can go right
ahead and assume ‘shoot first and have your paperwork
automatically approved afterwards’). Anti-hacking
measures are especially widespread among the mega-
corporations and the military, a variety of electronic and
physical countermeasures that make hacking tougher
than just owning a good hack pack and assuming you can
get anywhere.

Slap: A slap patch is applied to the skin, bonding into the
flesh and removed by a gentle slap that triggers the unbond
mechanism (hence their name). Most if left unattended
simply break down and are excreted normally once their
use is complete. There are many slaps, but here are some
of the ones your character may come across.

Medslap: A soldier’s best friend, these can heal one
wound if inflicted in the last 5 minutes. And only if the
recipient isn’t dead.

Glimmer: Perpetual dusk under a cloud of ash can cause
problems. Glimmer slaps enhance light processing and
filtering by sending nanites to the eyes. This slap reduces
penalties for poor lighting by 2 for 24 hours.

Green: Makes the user’s skin green for the next 24
hours. Similar recreational slaps exist - such as other
colors, sepia and monochrome (those affect vision), hair
affecting slaps (that can literally make your hair curl), and
of course assorted perfume and pheromone slaps. Crazy
kids.




E Slap: A slap patch applied to the skin which supplies
a steady supplement of vitamin E and other useful
supplements the sun and a regular diet no longer provide.
Each slap lasts a month and E slaps are used by almost all
corporation employees and their families.

SpecOps Skin: Bleeding edge nanotech and chemical
enhancement wrapped in a skintight suit which looks
a little like a thin wetsuit. The covering includes hands,
feet and neck but doesn’t cover the head. The material is
inlaid with a fine mesh of sensors, nanites, and a celestium
weave. SpecOps Skin is typically worn under armor to
protect the skin and employed only by the most highly
trained of special forces teams for their toughest missions.
The skin enhances and supports the wearers metabolism
and physiology substantially by manipulating muscles,
prompting and enhancing chemical reactions and
changing its own material properties, body-wide, within
microseconds of detecting a need. While worn the skin
siphons Pulse from the user at a rate of 3 per hour; if this
would ever reduce the user to less than zero Pulse a cut
oft shuts down the skin. While active, the wearer enjoys a
one die step increase to Strength, Vigor and Agility. The
effects of long term use are disastrous to personal health
but according to the developers occasional short term use
is perfectly safe.

Item Cost
RO -
Filter Mask 20 or 100
Glow Pack 20
Hack Pack 5,000 to 50,000
Slaps:
Medslap 500
Glimmer 150
Green 50
E slap 1
SpecOps Skin Millions

Bolt Cannon: Not intended for use by regular soldiers, this
weapon’s more likely to be found on a vehicle or attached
to a TAC encounter suit. Bolt cannons are a good choice
when dealing with hard targets - a three round burst does
a fine job of perforating most non-military vehicles.
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Bolt Chaingun: Another weapon that’s likely to be ef(')undg .
on a vehicle or attached to a TAC encounter suit, If J4H
warfare is a numbers game where ‘more is better, the bolt ™S
chaingun wins. The volume of ammo this thing puts in
the air is simply terrifying.
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Burst EMP: An invisible Electro-Magnetic Pulse
designed to knock out electronics in a targeted area
without harming the user or friendly troops. Very little
equipment is shielded from this technology, almost none
of it civilian. A successful Shooting roll places a Medium
Burst Template in the desired location and any electronic
devices under the template cease to function for 1 round.
With a Raise the devices are outright deactivated, requiring
Repair rolls to get them working again. Shielded devices
only cease to function for the round if the Shooting roll
got a Raise and only need repair if the roll got two Raises.
This weapon is still undergoing testing.

Chain Bayonet: Warfare moves ever forward, and so too
does the humble bayonet. Chain bayonets can function
as a regular bayonet if its power cell becomes depleted,
but when engaged the chain and teeth rotate rapidly -
producing severe trauma to soft tissue. The blades and
power source are quite adequate for slicing through bone
and armored targets.

T T

Collapsible Baton: Much like police batons throughout
time, only this particular variant collapses down to ;a(",} -\
length of around 10cm.
Collapsible Blade: On casual inspection this looks a lot
like a collapsible baton only flatter. However, a nanite edge
allows the blade to become sharp when active and blunt -
for storage.

Flashbang (Grenade): Targets under the Medium Burst 8
Template must make a Vigor check at -2 or be Shaken.
Notice checks based on sight or sound are made at a -2
penalty for the following three rounds.

Foam (Grenade): Anyone caught under the Medium
Burst Template makes a Strength check at -2 on their next
action to be able to move through the template area as
difficult terrain. The foam hardens and restricts movement
if they fail the check, can’t escape in one round, or choose
to remain within the template area. Targets stuck in hard
foam can’t move and attempting to use skills linked to = [#8%
Agility or Strength suffer a -2 penalty. They can make .

another Strength check every 3 rounds thereafter until
they are free or the police show up with a can of release
agent spray.
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S HD ,‘ffragl(Grenade): High Density, in case you were
wondering. This is your standard issue room clearer
grenade, basically unchanged in nearly a century.

Nano-Enhanced Weaponry: Weapons that have been
nano-enhanced won’t activate or fire for anyone other
than their owner and grant the user the equivalent to the
Trademark Weapon Edge when using the weapon. Such
items cost five times the normal amount.

NanoScrambler: The Scrambler is a projectile weapon
with a self-replicating nanite stream that rewrites any
nanotechnology in the target area so it doesn't respond as
designed, effectively neutralizing all nanotech for a period
of time. The Scrambler doesn’t deal damage normally.
Instead, it shuts down all nanotech within a Large Burst
Template of the target location for five minutes plus
five minutes per Raise on the Shooting roll. Shanghai’s
vampires are vampires because of a nanovirus, so this will
immediately Incapacitate all non-Wild Card vampires
under the template (Wild Cards get a Vigor check to
shake off the effects). It’s a highly experimental weapon
and after firing three times it needs to build up a new
charge of nanites for 30 minutes. Scientists had plans to
< improve the fire rate and the battery recharge time, but
¢y budget cuts took them on to other projects.

Pellet Gun: When the call went out to the corporations
to design non lethal take-down equipment, it didn’t take
long for the pellet gun to come out of the labs. It fires
fluid or gel-like substances by coating them in a static
wrapper — it only holds together for microseconds but
that’s long enough to give the contents a good push in the
right direction. Even the innocuous standard issue police
version can house a clip with two separate reservoirs,
giving users a certain amount of field flexibility. The range
and effect of the pistol is dependent on the shot type used,
some of the more common varieties include:

Jelly Shot: These short range gel pellets contain a nerve
agent designed to numb muscles and then make them
unresponsive over the course of several seconds. A jelly
shot makes your legs “turn to jelly” - followed by the rest
of you. The gel is most effective against naked skin but
has been designed to seep through materials. Characters
hit by a jelly shot must make a Vigor check (at -2 if the
shooter got a Raise and +2 if the pellet has to seep through
clothing or armor). On a failure his Pace is halved this
round, then drops to 1 the following round when he also
gets -2 on all physical actions. The round after that the
target can no longer move or take any physical actions.
This lasts for 3 rounds.



Paint Shot: Each of these rounds is loaded with invisible
transmitter nanites. The rounds are used to mark targets
when a chase or escape is possible, and are equally effective
against individuals or vehicles, sending their signal back
to any PCD the weapon is calibrated with. Each set of
‘paint’ transmits for one hour and its signal can be tracked
up to a range of 10km.

IR Shot: Impact Rubber is a liquid variant of rubber with
a chemical memory. It has excellent aerodynamics and
hardens into an effective “soft” bullet en route. Damage
from these rounds in considered non-lethal, but still hurts
like crazy.

QBZ-37: The QBZ and its variants have been under
continuous development since it was introduced just
before the Millennium. The version seen around Shanghai
in 2048 has a number of specialist versions: incorporating
a grenade launcher, silenced versions, optional folding
tripod, extended ammo capacity in various forms, and
who knows what else that isn’t publicly known.

Rubber (Grenade): They bounce. Not much, but more
than enough to ricochet off one, maybe two walls
which will get them around corners and into all sorts of
troublesome spots. Each ricochet gives a -2 penalty on the
Throwing check and a maximum of two are possible.

Sticky (Grenade): An old trick given a facelift. A reactive
nanite oil bonds with the first hard surface it strikes after
the grenade is thrown or placed, sticking like glue and
directing the blast onto the surface (mostly). This is a
good anti armor/vehicle choice for foot soldiers.

Striker: As with other support weapons, this large-caliber
cannon is most likely to be found on a vehicle or attached
to a TAC encounter suit. Its exceptional armor piercing
capabilities are well known in the military but the mega-
corporations tend to prefer it when Strikers get used away
from urban environments, except where collateral damage
is acceptable (near another corp’s HQ is just fine).

StrikerII: On the bleeding edge of firepower, a hit from
the StrikerII can immobilize an equally bleeding edge
tank or send another TAC-suited unit straight to the scrap
yard. This weapon is rare, and very scary when it appears
on the battlefield.

Stun Blaster: Another heavy support weapon that’s
normally mounted on a vehicle, the stun blaster is intended
as a crowd control alternative to tear gas or other chemical
methods. A stun blaster fries the unfortunate targets with
a giddy mix of electric and concussive shock designed to

incapacitate not kill. The operator-has a choice of firing
modes for every situation sanging from single shot to
burst fire and all the way up to a large area of affect. Not
that the Chinese government were expecting any need for
large scale crowd control....

Type 19 Sidearm: The most common of the small arms
used in private/corporate security and the standard
issue military sidearm for officers. Mass produced with
good reason - it’s reliable at reasonable range, with good
stopping power and a decent sized clip of ammo.

Type 413 Assault Rifle: The type 413 is a bit of an antique
but its exceptional reliability (and the ease with which one
can be built and repaired) has seen it get a resurgence in
popularity in the wake of the perpetual ash filtering down
and clogging some more sophisticated weapons. Massively
dependable, the Type 413 comes with a chain bayonet
fitted on the standard model. A lot of rural militias use
this weapon and it’s a favorite on the black market, where
people can't afford the millions it costs to buy bleeding
edge corporate tech.
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Type LY e
Chain Bayonet '
Collapsible Baton |
Collapsible Blade

.\

“Pistols :-.

Type .

Pellet Gun
-Jelly Shot
-Paint Shot
-IR Shot

Type 19

Rifles

Type

QBU-888

QBZ-37 : ’
Type 413 Assault Rifle

Support Weapons
Type

Bolt Cannon

Bolt Chaingun

Striker
StrikerII
~—_/Stun Blaster

Experlmenta.l Weapons
JPype T
L Burst;EMP =
e NanGScrambler
~ Grenades *

Type

Flash Bang

Foam
“HD Frag

- Rubber
_Sticky

- Str+d6- 1

A\

Damage y
2d6+4 g

2 Str+d6 1

R e

Range-Damage-ROF

Shot dependent
6/12/24-Special-1
12/24/48-Special-1
15/30/60-2d6+1-1
15/30/60-2d6+2-1

¥

Range-ISamage-ROF
60/120/240-2d12+2-1
30/60/120-2d8+2-3

30/60/120-2d8+2-4

Raﬁge-Damage-ROF »

12/24/48-2d10+2-1
30/60/120-2d8+2-5

40/80/160-4d8-1
50/100/200-4d10-1

12/24/48-2d6+2-3

Range Damage -ROF
- 12/24/48-Special-1+

- -~ 12/24748-Special-1

v ..Range-Damage-ROF

5/10/20-Special--
5/10/20-Special--

-*5/10/20-3d8--

5/10/20-3d8--
5/10/20-3d8--

Weight Cost

: Cost-Weight :

-50_1/2

Notes

- AP 4, Standard fitting on Type 413 Assault Rifle
200 +1 Parry; Collapsible

400 © AP 3, Collapsible

Shots Min Stf Notes

200_2 10/10 - Special

Non Letha}-l
AP 3, Semi-Auto

Cost-Weight Shots  Min Str Notes |

10,000_12 20 ds AP10, H'

1,000 7 40 de AP 6, 3RB, Auto

500_9 50 de AP 5, 3RB, Auto, Chain
: Bayonet E‘-‘

Notes
AP 10, 3RB, Semi- Auto ke
AP 6, Semi Auto or Auto,
. 3RB 5
-~ AP 20, HW
AP 40, HW . -
“Choice of ROF 3 or Med
Burst Template or Large ¢
Burst Template Non Lethal

Al

Cost-Weight
Millions_50°
Millions 90

Millions_60
Millions :60
Mllhonsf_

Cost-Weight .~ - Shots MinStr Notes -~ . 4"
Millions_15 . e TR T See I_\Totes' ; %
Millions. 18 e d8 " See Notes

Notes - -

Med Burst Template, Special

Med Burst Template, Special

AP 2, Large Burst Template

Med Burst Template, Bounces

AP 14, Small Burst Template, sticks to
target :

Cost-Weight
50_1/2

50_1/2
50_1/2
50_1/2




v For ‘every weapon on the battlefield there’s armor
) "!-:‘s designed to negate it, or at least lessen its impact on

{ the wearer. No armor is foolproof but in this age of
nanotechnology anything is possible. Armor comes in
different grades: Light, Heavy, Field and Experimental.
Each has its benefits and drawbacks.

Light Grade Armor: Designed to stop most pistol shots,
block physical blows and knife slashes to the body, this
armor negates 2 points of Armor Penetration on top of
its regular armor rating. It's the most flexible of the armor
available in 2048 (in every sense of the word), and can
look like regular clothing. Most military officers have
uniforms in light grade armor, and there’s no guarantee
the punk on the street corner in his denim and leathers
isn't really wearing armor.

imseeesdes o

Heavy Grade Armor: Designed for active warzone use,
this armor can stop most rifle rounds, knife stab attempts
and collateral damage from grenade shrapnel, negating 3
points of Armor Penetration on top of its regular armor
rating. A full suit of heavy grade armor comes complete
. with a nanotech-enhanced helmet that includes a HUD
% ~with tactical information about the area around the solider,

21 granting +2 to resist flashbangs and similar environmental
K“/‘ disorienting effects and allowing the wearer to ignore

+ lone point of penalties from poor lighting.
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Field Grade Armor: This grade of armor falls somewhere
between light and heavy armor, negating 2 points of
~ Armor Penetration on top of its regular armor rating. It’s
~ designed for Special Forces troops who typically need to
move quietly, quickly and under camouflage. It includes
HUD eyewear (same effects as for heavy grade helmets)
and encrypted nano-communications between team
members.

P

Experimental Grade Armor: For those willing to wear
experimental equipment, these suits incorporate medical
nanotechnology to help diagnose and treat wounds with
painkillers and compression, allowing a medic to get the
soldier fighting again faster. Most experimental grade
armor is on par with field grade armor, negating 2 points
of Armor Penetration on top of its regular armor rating.
Additionally, though, all Heal checks on someone wearing
this armor receive a +2 bonus. Extras wearing it get a +2
+ bonus on their Vigor checks made in the aftermath of an
« encounter to determine if they are alive, dead, or variously
* wounded.

Riot Shield: Designed for crowd control, when the
wielder of a riot shield chooses to fight defensively —
normally gaining +2 Parry - the shields design and
nanite flex system allows it to provide superior protection
increasing the Parry bonus from the shield to +4. Thus
a character fighting defensively while equipped with
one of these shields increases their normal Parry (which
would already include the standard +2 from the shield)
by another 4 (an additional 2 from the shield and 2 more
from the defensive combat option).

Field Shield: This is a gauntlet with an internal power
supply allowing it to generate an energy field that is used in
much the same way as a shield. This becomes useful when
carrying a physical shield is impractical or undesirable. A
nanotechnology sensor suite helps direct the energy flow,
but current commercial versions have a much harder time
identifying melee threats than hostile projectiles.

CivilianjVehicles]

Transport has got sleeker, cleaner and generally more
pleasant by 2048, with almost every form of transport
including ways of dealing with low light conditions and
ash. Other than that, there’s little that isn't fundamentally
similar to the transport of today.

Bicycle: Still sporting the classic two wheels and a
lightweight frame. The chain and gears arrangement is the
stuft of history books and destitute rural peasants though:
bicycles in 2048 connect a pedal-driven kinetic converter
to a drive mechanism.

Acc/TS: User Pace/Double User’s Pace

Toughness: 6

Crew: 1+1

Notes: Can ‘run’ to increase acceleration or to boost top
speed temporarily.

Bus: The most basic of 2048 public transport, the average
bus can seat 30 passengers. With people standing,
significantly more can get on board.

Acc/TS: 4/30

Toughness: 14(4)

Crew: 1+30

Car: While there are hundreds of uses and variants of ‘car’
on the road, take this as the broadest possible baseline for
what’s possible. 2048 automobiles are electric powered,
like most forms of civilian transport.

Acc/TS: 20/40

Toughness: 12(4)

Crew: 1+4




AL MoK { £ Nt RPN

3 - 2 {
AT 5 R -~ {

Type il ~ Armor Weight 'Cost /\’)_ = .j?"NetES>v%rf{€<:;=~..~' i 2
Personal " o st S e
nght Grade Armor i 4 1255552500 N\ ‘é Covers torso, arms,. legs
Heavy Grade Armor 6 157050 =800, - " Covers torso; arms, legs, head -
Field Grade Arndor - : Suiisd - 13S0 Zoinig Covers torso, arms, legs, head -
Expemmental Grade Armor 5 15~ Millions™" = ~ '%L Covers torso,arms, legs, head :
: . : § G o " -
Shields Weight Cost ~ Notes ‘ s
Riot Shield 12 500 +2 Parry, +4 Parry ﬁghtmg defenswely, +6 Armor agalnst ranged shots that hit "
Field Shield 5 200 +1 Parry, +4 Armor against ranged shots that hit. & s
-

Helicopter: Increasingly, helicopters are the corporate  fHE\G
transport of choice to maximize security and minimize
exposure to... pretty much everything. Anything that can
give some exposure to real daylight is highly regarded as
a status symbol, and helicopters are the plaything of the
super rich, climbing above the ash clouds for short trips
before landing and getting all their air filters replaced.
Acc/TS: 22/60

Tactical Armored Control is the general category for
military grade vehicles of all varieties. In recent years, this
term has become synonymous with powered encounter
suits, though the military still use the TAC designation for
everything from helicopters to trucks to tanks.

”?(l)llin:)mze(s)s 1203) TAC Encounter Suit: Powered armor became a reality in ::'.“
Crefr' ) i the 2030s, but it’s still bulky enough that it's not suitable A

for all situations. That said, when the battlefield calls for
each infantryman to be a one man tank... TAC encounter .
suits are perfect for the task. The basic frame is heavily, *
modifiable. Police versions exist, with riot shields and *
crowd suppression equipment. Police S.W.A.T. verswns / r
have a variety of configurations available. Army suits get'. \ \
all sorts of cool toys including enhanced power sources S
for stronger, faster and more heavily armored variants.

Maglev (magnetic levitation system): A modern
urban train transit system for a modern city. The trains
themselves are centrally controlled by a computer and
cannot be maneuvered manually, requiring a hacker
rather than a driver!

Acc/TS: 15/60

Toughness: 18(6)

I per carriage A well drilled squad in TAC suits is truly terrifying. Each

suit operator can use Drive or Pilot to operate the suit. The
suits increase his Strength die type by one (to a maximum
of d12) and increase his carrying capacity to 20 x Strength.
TAC suits offer a sealed environment to protect against
airborne agents and effects, are EMP shielded, and have a

Private Jet: For the super rich and/or powerful these are
still an option, though given the state of foreign relations
it’s unwise to fly outside of Chinese controlled airspace.
Acc/TS: 30/200

;:(l)llin:)miis 18(4) very strong set of anti-hacking defenses.
5 Acc/TS: Pace +2/Pace+2

Crew“ 2+12 Toughness: +10 Armor, all locations

Crew: 1
Notes: Can run. Movement in a TAC suit is assisted,
giving the operator +2 on any checks to resist Fatigue
from extended use of the suit or physical activities carried
out in the suit. {
You might notice that Shanghai in 2048 doesn’t have ® Armament: A TAC suit has two arms and dexterous =
flying vehicles for civilians. They were being prototyped @ hands easily able to manipulate weapons and equipment.
at the time when the ash cloud covered the world and @ Many of the support weapons detailed earlier are designed
engines kept getting clogged... so the tech was shelvedand [ primarily for TAC use.
the research went into protectlng military jets/helicopters

instead. -
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“Variants: Some of the most common variants are..
| Cargo: The Strength die type increase is three steps and
L not limited to d12.

‘ . Heavy: Acc/TS is reduced to Pace/Pace but the suit
7+ provides Heavy Armor.

Rapid: Acc/TS is increased to Pace+4/Pace times three,
but the armor protection drops to +9 and the carrying
capacity drops slightly to 18 x Strength.

Submersible: The standard suit is airtight and can
operate underwater — but is not buoyant. Buoyancy aids
and propulsion systems give this variety a swimming
speed equal to Pace.

TAC T999: The Type 999 main battle tank is the most
serious type of armored vehicle your characters are likely
to meet.

Acc/TS: 8/30

Toughness: 50(30)

Crew: 2+2

Notes: Heavy Armor,
Environment

Weapons: Main Turret (Ranges: 50/100/200, Damage:
. 4d10, AP 40, HW) plus 3 mount points, typically sporting
. two bolt chainguns and a StrikerII.

EMP Shielded, Sealed

TAC O Type 80: TAC O refers to the TAC Operations
group... thats the ‘motor pool’ to most people. As such,
TAC O vehicles cover everything from the humble jeep to
this armored personnel carrier and more besides. This is
a fairly standard troop transport APC for light to medium
threat conditions, or general transit.

Acc/TS: 6/40

Toughness: 24(8)

Crew: 1+25

Notes: Equipped for all-terrain use.

Weapons: 2 mount points (1 front and 1 rear), typically
sporting two bolt chainguns.

TAC O Type 404: The humble jeep, as mentioned above.
The Type 404 is a real workhorse, rugged and capable.
Acc/TS: 18/40

Toughness: 14(4)

Crew: 1+4

Notes: Equipped for all-terrain use.

Weapons: 1 mount point.

TAC A Type 006: TAC A is the airborne selection of
military vehicles found in modern China. The Type 006
is a versatile jet aircraft capable of delivering significant
payloads or engaging in agile aerial dogfights. It has
some armor plating for low altitude ground support
roles and generally flies with a rack of guided missiles to
complement its high-caliber assault array cannon.
Acc/TS: 60/400

Climb: 50

Toughness: 22(8)

Crew: 1+1

Notes: Heavy Armor,
Environment

Weapons: Assault Array (Ranges: 40/80/160, Damage:
4d8, AP 8, HW, ROF 5), Guided Missiles (Ranges:
200/400/800, Damage: 5d12, AP 60, HW).

EMP Shielded, Sealed

MorejTech!

If all this cybernetic equipment isn't enough for you and
you've still got a yearning for more futuristic weaponry,
then relax... there’s more out there. Its just part of the
scenarios in the GM’s Section, and you’ll have to find it
as you go through the campaign. You wouldn’t expect us
to spill all our secrets before play starts, would you? What
fun would that be for your hard-worked GM?
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It’s 2048 in Shanghai and technology is king—along with
the corporations that create, own and administer it. This
world of bits and bytes is about to meet an ancient horror
brought to life by the masters of nanotech... with a little
help from a crazed spirit bent on ascending to godhood
no matter what the cost.

That’s how the player’s section of this book starts, well
almost. We subtly didn’t mention the crazed spirit in their
bit. But this is the GMs section, so welcome to the real
Shanghai 2048!

IfayersyAndiThemes!

Its time to put the fear of an apocalypse into your
players. This apocalypse, in the true sense of the word,
~ is a revelation of just how bad things can get if one
small but vital event... a nexus point... is not dealt with
appropriately.

imseeedes as
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5 This demigod playground from hell is something that
\you, as a GM, can add onto the end of another campaign.
; \ There’s no rest for the wicked or for demigods - especially
b | I where the divine powers of the Maelstrom are concerned.

s//’When they have a need, all demigods must answer the call.
i You might say it’s part of their karma, to be called to deal
with such dire circumstances. But demigods also relish
-~ the chance to prove themselves to the universe, knowing
that great deeds increase their chances of transcending
into gods themselves.

There are three things that Shanghai Vampocalypse will
do for your players:

First, it will give them an epic feel for just how important
they’ve become - and the knowledge that mankind is in
serious trouble if they fail. With great power comes great
responsibility. No pressure. (We're kidding. Its a lot of
pressure and it’s supposed to be.)

Second, it will give your gaming group an opportunity
to use their skills in new ways as well as introduce the
characters to something they may never have experienced
 before. Shanghai Vampocalypse is a blend of the arcane
_and technology. Ancient mystic powers work alongside
nanotechnology.

Third, it'll make failure a distinct possibility. At no point
should the characters feel they can comfortably cruise to
an easy victory. They may die along the way, and they’ll
also find there are worse things than death - the murder
of loved ones or friends before your eyes, being turned
into the enemy, destroying that which you love to save the
universe and, of course, the possibility that the characters’
actions will doom mankind to extinction. Some people
may look at Savage Suzerain and think that demigods are
invincible — what’s the challenge? Shanghai Vampocalypse
answers that question. We love you and your players, but
it’s tough love. They’ll need to earn their victory despite all
the toys at their disposal.

As the GM, it’s your duty to bring these themes into
the forefront and were here to help you do just that.
We'll give you hints and tricks, new rules and all of the
description you need to bring the story to life. After all,
we're aware this may well be your first taste of Demigod
rank adventures, so it’s not just your players who are in for
a new experience.

The nemesis behind this apocalypse is Circa, the
demigod of hunger, madness and change. His main goal is
to become the god of vampires by permanently changing
a nexus point, one of those vital pillars of reality that hold
key bits of history in place. Circa wants to allow vampires
to run the world and plans to set himself up as their god.
In doing so, he wants to change not just one realm into a
vampire-run corner of the universe. Oh no. He wants to
change all mortal realms so vampires run the show and
he’s their one true god.

There’s just one small problem. The gods of the Maelstrom
are afraid this particular change, creating a vampire-run
universe, will destroy the future of all mankind. That
would be a bad thing. Circa is insane, and hasn’t thought
through his logic very well. If vampires take over at the
voracious pace he dreams of, they’ll eat all the regular
people and then starve to death... leaving no one. And
with no people, the gods fear there will be no belief, no one
to worship them. Theyd have to abandon this reality and
become refugees in some other version of the Maelstrom.
It’s a thought thats scary enough for them to call on the
demigods who know Shanghai best (that’s the player’s
characters) and send them to chase down Circa.

But who is this Circa? Circa’s primary personality is
hunger - thats what drives his action; an insane force
of change with an insatiable appetite with dreams of
godhood, consuming all gods and then everything else in
the universe. He has really scary dreams, all the worse for
the fact they might just come true. This is a being who'll
consume the demigods whole if he can manage it.




But the characters (and your players by extension) won't
be aware of Circa at the beginning of the campaign. He’s a
revelation. Even once they meet him, he’s a crazy enigma.
They’ll meet one incarnation of Circa or another, and
over time the third part of his splintered personality until
eventually someone notices theyre dealing with more
than one Circa.

Don’t worry. We've got a couple of reveals in the story
and a Savage Tale that should clarify things. The characters
will get the idea eventually. Even once the group figures
out who they’re facing and what’s going on, they probably
won't know why he’s doing what he’s doing. Does Circa
have a master plan? As much as a demigod of madness
and change can have a master plan. A future of vampires
and destruction and the end of everything as it currently
stands. There’s no reasoning with a spirit of madness,
hunger and change, so destruction is the only option.
Oblivion for Circa or the characters. There’s going to be a
showdown in Shanghai city before this is over.

JAcrossylimel&ISpace]

This is an epic tale where the demigods will be fighting
against someone who’s even stronger than they are. Just
as they can flex a nexus to make reality do what they
want, so can their nemesis. This is a conflict that could
(and should) be fought across time and alternate realities.
As one nexus is flexed, another one will also be flexed in
order to combat that effect. We say the main plot-point
campaign happens in Shanghai 2048, but which version
of Shanghai 2048? The answer, inevitably, is that the battle
will rage across several realities.

Demigod characters can flex reality. Expect your players
to throw a point of Karma your way and warp the nature
of the world. For five minutes the characters can have a
different world in an area around themselves, and this
ability is one of the keys to them succeeding. If they’re
new to playing Demigod rank characters, remind them a
couple of times in the early stages that flexing is available
to them. The campaign will be really tough without that
weapon in their arsenal.

What sorts of flexing should they be allowed to do? Most
things are acceptable; if they want the super-volcano to
have never happened, there will be a patch of sunlight
around them as they walk around, frying all vampires
and making them run for cover or collapse and die. But
in the later stages of the 12 hour campaign, as night falls,
that isn’t possible any more (the missing ash cloud doesn't
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help them at night). Also, most windows (to offices and
the Maglev trains for instance) are tinted and block*UV g8
light - any indoor scenes are unaffected by the addition of S
a bit of sunlight. i | ¥ i
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So there are limits. And there’s one big limit... if anyone
tries to flex reality to make it so the vampire plague
never happened, Circa will immediately sense that and
flex reality back again. The characters will feel another
demigod entity, a powerful one, warping reality back.

S REEE R ET EE

Most other flexing should work, even if it makes your task
harder as a GM - players have a habit of getting inventive
with nexus flexing once they get used to it, and can derail
a scenario pretty efficiently. Your task is, as always, to let
them use the resources available to them (like flexing)
while still figuring out how to make a session challenging if
they punch a big hole through it by briefly altering reality.
Sunlight can be countered by tinted windows, but also by
remembering that most vampires are smart enough to flee
the sunlight and wait in the shadows of nearby buildings.
Be as inventive as the players... or as inventive as Cirea,
in fact!

Shanghai Vampocalypse is the kind of game that unfolds :
inlayers like a mystical onion. Each layer should lead to the -/ |
next, opening the eyes of the demigods (and the players)‘lf‘
to just how dangerous and important this particular:
quest is. As each layer is discovered and understood, the .
pressure mounts, the danger grows and time becomes
more critical.

4‘1 R

Escalation is your friend. If your group has long enough
to sit back and think about the big picture too much 2 =
during the game sessions, you best ratchet up the pressure
some more. This whole campaign plays out in 12 hours of
Shanghai time. Tick tock. The countdown to the end of
everything should always be present. You might take thirty
game sessions to play through 12 hours of the characters’
lives, so it’s real second-to-second stuff, an adrenaline ride
with only a few places (mostly in the Savage Tales where
the characters step out of the normal flow of time) to slow
down and take a breath.




Circa’s new nexus, the one that will make him a god
of vampires and change all reality, is so potent that it’s
warping the nature of time and the universe. Perhaps it

~

really is the herald of the End Times! e

The nature of the time shift is such that all time in the
universe is starting to align, and as the nexus approaches
the point of no return the demigods find that time keeps
running down in Shanghai 2048 irrespective of where
they go - to other times, to their pocket realm, or even
to the Maelstrom. No wonder the Jade Emperor is a bit

nervous during their briefing (even though he hides it
- well).

inseeesses A

When we say they have 12 hours to save the world, we
‘mean it. There’s only one escape, and that’s temporary:
the local gods are willing to fight the nexus to pull their
temples out of synchronization if/when the team goes to
visit any of them. But it’s a risky strategy to go against
 such a powerful force and they can only ‘stop time’ in
' their temples for an hour in each one. They’ll risk it all
again to give the characters another hour outside of the
d countdown if the characters go on any of the Chimes of
Discord quests, but that’s it.
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# ' Everywhere else, everywhen else, is part of the
| countdown.
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. this epic tale.
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Layer One: Call Of The Gods

The gods of the Maelstrom don’t ask any old hero to deal
with a problem for them. Nor do they send demigods on
unimportant tasks. Since both these things have happened,
the characters should realize just how important their task
is. This nexus point, Doctor Wu and his retrovirus... there’s
a certain weight of expectation right from the start. Make
the players feel the gods are, perhaps, slightly desperate.
And when gods get desperate, those are ominous times.

Note, at this stage the gods don’t know about Circa, just
* that there’s a vampocalypse under way and it needs to be
“stopped. The true villain gets revealed later.

Here’s an overview of the main ‘beats’ to the rhythm of

Layer Two: Before The Vampiric Hordes

When the characters arrive, they find a deserted
Shanghai. Empty streets, closed and locked doors, Maglev
trains still running but empty. The Inner City is cordoned
off. Within these barriers are terrified military men and
women who have only the vaguest knowledge of what’s
coming for them based on the orders from on-high.
They know there’s a vampiric menace, growing with each
new victim. The outer cordon of military units has met
resistance and from the city center there’s the distant
sound of gunfire and heavy weapons.

Let the characters sense the palpable fear of the unknown,
the tense calm before the coming storm of violence. Even
veteran officers are nervous at this stage.

Layer Three: Enter The Circa

Circa is an evil, crazed demigod spirit who has grown to
become the embodiment of hunger, madness and change.
His strength in any one of these guises would be as strong
as a regular demigod. Combined, they're a terrifying force
vying for godhood and the ultimate power to reconcile
the three parts into one deity — of vampires!

Circa can split facets of his personality from his core
form, and they can operate independently by taking over
the bodies of vampires in the city. This makes him a hive
mind of three demigods. The characters will encounter
him throughout the campaign in these three different
aspects. Each aspect will influence the nearby vampires
accordingly. Sound like madness? Yes indeed. Confusion
and misunderstanding should be the hallmark of early
encounters.

Layer Four: Understanding The Stakes

The characters are demigods. Shanghai 2048 suddenly
flares up as a bright spark through the milky Veil, and
they know something’s going on. Something big enough
to get the Maelstrom’s attention. A new nexus is forming —
a point in space and time where reality will always realign
if you mess with it. A new bit of glue holding the fabric of
history together.

This new nexus is straining and buckling, fighting to be
free and find a new path through history. As demigods,
the characters know it's not impossible to put a nexus
under so much stress that it shifts, permanently changing
all of mankind’s future. In this case, to a future where
every human on Earth becomes a vampire. And that isn't
a good thing for anyone.




Its up to the demigods to keep the pressure off the
nexus and keep reality as we know it. How do they do
that? By helping Dr Wu, buying him 12 hours to finish
his retrovirus. Along the way they’ll find ways to pursue a
number of side missions that make their life easier as the
hours tick down, to different points in space and time, to
different realities even.

JANCyberpunkiEuture

We gave the players a brief overview of how the world
had got from here to there, from today to the nightmarish
version of 2048. There are a few key events of that time
line which are worth focusing on because they’ll help you
put the world together in your head, and that has to be a
good thing for everyone.

Time stamp 2020: Scientists discover Pulse, the energy
of the human soul. It’s as big a landmark as the discovery
of electricity. Slowly, as they learn to harness the energy,
Pulse replaces electricity in many electronic objects, with
a new super-dense ceramic — celestium - replacing silicon
wafers in many computers. And since there are computers
inside hairdryers and most other items, thats a lot of
Pulse-infused, celestium-based objects.

Time stamp 2039: As the world population continues
to increase and climate change spirals out of control,
hunger and starvation become permanent specters, and
not just in the third world. China, with the world’s largest
population, is faced with unprecedented civil unrest from
the rural underclass.

Time stamp 2043: A project begins to drill through the
Earth’s crust in the Australian Outback, aiming to tap
directly into the planet’s molten core to fuel a gigantic
atmospheric controller; a weather manipulating machine.
The Chinese leadership green light a secret project of their
own: to steal the technology for themselves and sabotage
the Australian version.

They succeed, but too well. The machine becomes a
conduit for the molten core of the Earth to erupt, creating
a huge super-volcano. The smoke and ash alone blots out
the sun around the whole world and creates a winter that
will take a generation to clear fully. Food stocks, already
in short supply, will never last. Billions starve and some
question man’s ability to survive as a species.

Time stamp 2047: China is in a near permanent state
of revolt. Half the population has died in five years.
The leadership is barely keeping control through ever-
increasing brutality by the security forces and military.

Desperate times demand desperate measures, and the™
authorities realize their only ehance is to hugely increase the®
amount of low-yield farming land available to them; giving &
the peasantry more land and helping the country overcomes ’?3 ¥
its food deficit. A war against the world is inevitable, a land = &
grab for foreign territory. They set about planning their =
strike.
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Time stamp 2048: The authorities release a mutation virusin = |
certain rural areas outside Shanghai, carried by nanites and
infecting an estimated 500,000 individuals. The victims’ DNA
is changed to create an army of super soldiers — vampires.
It’s a genius masterstroke. Vampires can burn Pulse to make
themselves stronger, faster, more resilient. They have the
cover of all the atmospheric ash to stop the sun burning them.
They don’t need regular food - feeding instead on those who
would die anyway. Put into uniforms and sent abroad to fight
against the capitalist powers, the army couldn’t lose.

Pity it doesn’t work out that way. Many of the farmers who
are ‘turned’ by the virus decide not to follow the patriotic call
to arms and instead head for the main centers of easy food —
the Chinese cities, where they also know the corporate and
Communist elite are living comfortable lives while entire
villages die in the countryside. The revolution is under way!

Worse, the first generation vampires begin life starving, an
the nanites keep leeching Pulse in their body, making 500,00
super predators crazed with insatiable hunger, feasting |
any person they find. {

Worse, the nanites don’t deactivate after infecting the first
generation and instead remain active inside their host...
spreading to new hosts as theyre bitten. The vampiric
disease spreads uncontrollably as the 500,000 storm across
the landscape, closing on the cities. One million strong, and .
still coming. Two million with no sign of a solution from the =
scientists. Four million and the military lock down all major " &
urban areas, creating a cordon of death around the suburbs.
Eight million, and the wave of furious hunger finally arrives.

In the top secret basement lab of one Shanghai nanotech
company, a brilliant celestium engineer called Doctor Wu sits
waiting for the inevitable, and as he sits in his lab an idea
comes to him... an idea for a retroviral nanite to deactivate =
the virus. As a bonus, he hypothesizes, deactivating the "
nanites will lower the Pulse bleed inside existing vampires and :
reduce their hunger. They would become rational, thinking | A

people again. With the vampire horde at the doorstep, he &

needs someone to buy him time to stop the spread of the =
disease before the whole world is overrun and mankin
extinguished.
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" The empty, deserted city the demigods arrive in will seem

w "!-:‘s like paradise once they encounter people again. By people,
! we mean terrified citizens and soldiers, and ravaging

hordes of vampires. This is the sort of campaign where

terrible things are happening around the group all the time.

They’ll have to make choices that no one should ever have
to make.

Choice: Who lives or dies?

This first choice will be the hardest choice of all. The
demigods will be sent on missions to retrieve equipment,
or will need to retreat to a safer place with Doctor Wu and
his team - vital tasks for saving humanity. What happens
when a mother comes up to them and begs them to save
her baby daughter? Or a terrified solider begs not to be
left behind when there’s no more room in the transport
vehicle? How hard will the group stick to its main task
~ of buying Doctor Wu the twelve hours he needs to create
- his retrovirus? The choice of who lives or dies should be
~ presented to the characters at every opportunity. After
< the first couple of hours, introduce increasingly heart-
. wrenching dilemmas as the campaign progresses, right up
to the point where they have to make the biggest choice of
“all - to nuke Shanghai, their home city, or not.
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hoice: What to do with the bitten?
£ /'Ihere are eight million vampires. Someone will get bitten.
* It may not be the demigods (but that’s a possibility). More
“than likely, it'll be the nice lieutenant who helped them
~get into a secured facility to get that one last vital piece of
* equipment. What do they do then? The lieutenant is still
. the lieutenant for now. The demigods know he’ll become
. a vampire — it’s inevitable, but should the lieutenant be
Y . immediately killed before he turns? Should he be brought
along as a test subject? This choice shouldn’t be a one-time
thing. Make it plague the group a couple of times as they
struggle through the terrors of the twelve hours. Otherwise,
this whole setting is just an excuse for a bloodbath where
endless evil minions get sliced and diced in a sea of blood
and everybody whoops at how cool it all is. But these are
" real people, and if you truly want to get across some of the
_horror aspect of an apocalypse, best not forget that.

. Whatif one of the demigods is bitten? Simple - he becomes
a vampire. Demigods aren’t immune to the nanovirus,
‘though they avoid the worst of the hunger which turns
“most vampires into mindless, feral killers. He'll be himself
~ but needs to drink the blood (in order to drain the Pulse) of
+other people. Do the others in the group turn on the bitten

>

demigod? Is there a cure for him? In this particular instance,
there’s a Savage Tale that can help out. Two, in fact.

Choice: What about the vampires?

Even if the retrovirus is successful, what do you do with
eight million vampires? This choice comes in two flavors:
short term and long term.

In the short term: The demigods will encounter several
types of vampires of all ages and ranges of intelligence. Even
children. Especially children. Ravaging hordes of mindless,
gluttonous vampires are easy to deal with. Kill them and be
done with it. What about when the vampire is that 1% that
has retained its intelligence and can control itself in the face
of hunger? What happens when that vampire is a 9 year old
boy begging, the group, “Please, help me. Please, don’t hurt
me. Please.”

This choice should hurt. It should make people realize
they have to kill even the most rational vampires rather
than bring them back to the secured compound. One
vampire amongst humans will soon mean there’s nothing
but vampires within that compound. The group may learn
that lesson the hard ways; if they show compassion and spare
a rational vampire, make them regret it later. Force them
to suffer for their compassion, if they show any. Make it
hard and see who sticks to his better nature when there’s no
quick reward for it - quite the opposite. Have the gods heap
praise on them at the end of the campaign for not becoming
beasts when all around them had lost their humanity, but in
the madness of the twelve hours... no way.

In the long term: There will be eight million vampires
in Shanghai. 1% of these vampires will be intelligent. That
is 80,000 master vampires by the end and some of them
will have passed on their strain of intelligent control. That
makes a lot of smart, cunning, tactically-experienced
vampires, all in Shanghai, all at one time... probably for
the last time before they leave and spread across the globe.
Even with the retrovirus making vampires sterile, it’s still
eight million vampires the demigods should deal with. Must
deal with. The choice should come to them - in order to
save the world, the group may have to destroy the city they
came to save.

None of these choices is fair. They aren't designed to
be fair, or nice, or kind. A tough campaign for Demigod
rank characters isn’t just about enemies with tough stats.
Choices and sacrifices must be made. This is the world of
Shanghai Vampocalypse. You'll notice we didn't say any of
that in the player’s section of this book. Some of the shock
and surprise is for the players, not just their characters. It’s
a forge for great stories.




Shanghai is laid out in the haphazard way of a city that
grew too fast, too much for its area and, slowly, out of the
chaos of growth and construction came a beautiful (if
confusing) pattern of old and new, skyscrapers and small
dwellings, Maglev trains above ground and interconnected
garages below ground. As insane as the city seems to an
outsider, it has its own sense of order within the three
basic sections: the Inner City, the Midtown/Waterfront
area and the Outer City. Each section is a distinct part of
Shanghai with its own topography and resources.

InneCity,

The Inner City, located west of the middle bend in the
Huangpu River, is the core of the city’s corporate and
government life. It’s all skyscrapers, new buildings, mass
transit, high rise condos and pricey shopping areas. The
Inner City is where you’ll find the main headquarters
for the Big Seven corporations. City Hall is also nestled
within the core of Shanghai. This is the busiest part of the
city (when it's not locked down in the face of a vampire
invasion). It also has the most crisis prevention methods
in place.

The Inner City is where the 24/7 offices are based. Most
of the large corporate buildings are adjacent to ‘coffin
hotels’ (the name more uniquely appropriate with every
passing hour) and include a couple of places to eat.
For the safety of employees, these buildings are locked
down during curfew with some of the best physical and
computer security available in the year 2048.

The mass transit system within the Inner City is a series
of city-sponsored shuttles that covers the twelve block
area on a regular basis. A new shuttle arrives at each of
the designated shuttle stops every three to five minutes.
Getting to the Inner City from Midtown or the Outer City
is quickest using the Transrapid Maglev Train. Transrapid
stations are set along a circle just on the edge of the Inner
City with six points of arrival and departure. The Maglev is
a completely automated system that runs without human
interaction. It’s still in service when the vampires begin
their attack. Some of the vampires use the Maglev to get
into the city, no less.

One of the most secured buildings in Shanghai is
Shanghai Jiaotong Genetics Laboratory’s subsidiary,
the corporate building for NanoCorp. This houses all of
NanoCorps experimental labs. The security is to keep
people out... and to keep experiments in. This impressive
piece of architecture has seven floors below ground. It

has containment cells and the most secret labs in:ihese_'
basement floors, its own power generator, and a helipad
on the roof of the building.

Security-wise, this area is monitored by cameras, drones
and patrols. It'll be a home from home for the demigods
when they first arrive.

IMidtownVAndiWaterfront

Midtown and the areas all along the Huangpu River
waterfront are a mixture of industrial businesses, high
and low rise apartments, schools and the major hospitals
in the city. This area radiates out from the Inner City and
along the river in a bubble with a line (the river) through
it.
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Midtown is where most of the white-collar workers of
Shanghai work, and live. Unlike the Inner City, there
are many cars and two-wheeled motor vehicles. This
accounts for the large amount of underground parking
honeycombing under the streets and, since the major
eruptions, a series of road tunnels connecting them to
provide a better driving environment, at least on the major
cross-city routes. Much of Midtown and the waterfront
can be traversed without ever going above ground.

When it comes to mass transit, there’s nothing better than
the Magle.v. With no moving parts to gum up with a.sh and. D\w
a magnetic field to keep the ash away from the rails, the. =S58
Transrapid system is extremely efficient at getting you to :
the Outer or Inner City, a successful partnership between
Guosheng Designs and the city government that has its
headquarters in the Inner City.

Up and down the waterfront is the industrial area of 4 %
Shanghai where imports and exports are dealt with. The
world may be descending into chaos, but commerce
never stops! This area of the city is filled with industrial
equipment, cleaning equipment, garbage and recycling
centers. All of the city’s power plants are also in this area,
making use of water and wind power to fuel the insatiable
appetite of Shanghai’s corporations.

Then theres the Bund. The word ‘bund’ means an
embankment or an embanked quay. This is one of the
oldest areas of Shanghai with its historic buildings lining
the waterfront. Old British, American, French and
Shanghai architecture mash together to make the Bund *
a district of Shanghai with an unusual look. Almost all of "
the trade houses in Shanghai reside in the Bund along with
the remaining (mostly abandoned) foreign embassies and
consulate buildings. The Bund was one of the major tourist *



3 spots in Shanghai designed to attract foreign dollars to the
city; back when people still travelled for tourism.
44 v iE

el " W There are four bridges that span the Huangpu River:
' the Songpu Bridge, the Nanpu Bridge, the Waibaidu
Bridge and the Lupu Bridge. These bridges connect the
west and east sides of Shanghai. They’re choke points for
motor vehicle traffic, though all four have Transrapid rails
that run alongside them. If these four bridges and their
accompanying rails were to be blocked (or destroyed) it
would effectively cut Shanghai in half, limiting movement
from one side to the other. Nanpu and Waibaidu Bridges
are the ones with direct access to the Inner City from
Midtown, and will play a direct part in the campaign.
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A number of temples, old and new, are in Midtown
Shanghai. Each one of these temples is an oasis of peace
and solitude that shelters those within from the high-tech
bustle outside. Every temple is a throwback to the old
ways of how Shanghai used to be. The monks are a font of
knowledge when it comes to the gods and the history of
Shanghai. These days, they’re more popular than ever, and
in the face of the coming assault (as the hours of the plot
point campaign go by) more and more people will flee to
the temples and make their peace with the universe.
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. ‘Security-wise, Midtown is manned by cameras, the

"\‘Occasional drones and manned patrols. However, eight

‘ﬁ : r;‘\Ihillion vampires will overwhelm these measures before
A
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The Outer City is the part of Shanghai that sits on the
outer edges. It’s split into about 40% farms, 20% slums,
{\ 20% lower-middle class and 20% military installations.
/e

The farms and the lower-middle class make their living
in the production of food - such as it is. These people
barely eke out a living and what food they manage to
grow (mushrooms, soybeans, and tuber plants) are mostly
taken by the military and government by right of might.
These people are the heroes of Shanghai by their ability to
grow any food at all in the volcanic winter and yet no one
acknowledges this. The resentment here is well founded.

The military installations in the Outer City consist of
three types: basic training, weaponry, and acquisition
* warehousing. The training and weaponry installations are
_ where new military personnel go for training in weaponry
- and skills the military needs. These installations also house

weapon testing centers. The acquisitions warehouses are
where Shanghai’s military stores everything they need
to keep the military up and running from uniforms to
weapons to forms to approved writing utensils. Each
one of these installations has accompanying housing for
military personnel and their families.

There’s no real mass transit in the Outer City. There are
a couple of Transrapid stations that dump people into the
Outer City or take them into Midtown or the Inner City
but that’s the extent of it. The Outer City peasants walk,
use a two-wheeled vehicle or drive a car.

There are a few temples in the Outer City but they’re up in
the hills and difficult to get to. However, they’re there and
they do serve the people of Shanghai. Like their Midtown
counterparts, these temples are from a time long past. It’s
almost as if one has stepped from the 21st century into the
13th century to gain the wisdom of the ancestors.

Security-wise, this area only protects the food sources
and the military installations with military personnel and
drones. Otherwise, security comes from within the home
or is nonexistent.

TSy Military

Who makes up Shanghai’s military? Due to mandatory
service requirements for both men and women, most
soldiers are young adults between the ages of 18 and 22.
Of these people, most of them are middle or lower class.
Those with the money to influence it, have their children
serve their country as officers for their required time.
Outside of the required youth, Shanghai’s military consists
of lifetime military men and women who have found a
home in the armed forces and are good at what they do.
Below are some of the types of people the demigods may
encounter as humans or as vampires.

Officers: The officers of the military are the strategists
and tacticians. These are the soldiers who know how to
defend Shanghai, and thus, know its weak points and how
to tear it down. These are also the people who know the
codes to get into restricted areas, whats needed to set off
the nuclear missiles and where the hidden safe havens for
the military and government leaders are. These officers
are your best, most useful military personnel but they can
also become the team’s worst enemy.




Average Officer

Attributes: Agility d6, Smarts d8, Spirit d8, Strength d6,
Vigor dé6

Skills: Climbing d6, Fighting d6, Guts d8, Intimidate d8,
Knowledge (Battle) d4, Notice d8, Persuasion d4, Shooting
d8, Swimming d6, Throwing d6

Pace 6 Parry 5 Toughness 9(4) Pulse 15

Gear: Collapsible Blade (Damage: Str+d6, AP 3), Type 19
(Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Light Grade Armor (+4 armor, protects torso, arms and
legs)

Edges: Command

s
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Advanced Officer

Attributes: Agility d8, Smarts d8, Spirit d8, Strength d6,
Vigor d8

Skills: Climbing d6, Fighting d8, Guts d8, Intimidate d8,
Knowledge (Battle) d6, Notice d8, Persuasion d6, Shooting
d8, Swimming d6, Throwing d6

Pace 6 Parry 6 Toughness 10(4) Pulse 20

Gear: Collapsible Blade (Damage: Str+d6, AP 3), Type 19
(Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Light Grade Armor (+4 armor, protects torso, arms and
legs)

Edges: Command, Marksman, Inspire

Elite Officer

Attributes: Agility d8, Smarts d10, Spirit d10, Strength
de, Vigor d8

Skills: Climbing d6, Fighting d8, Guts d8, Intimidate
d8, Knowledge (Battle) d8, Notice d10, Persuasion d8,
Shooting d8, Swimming d6, Throwing d6

Pace 6 Parry 6 Toughness 10(4) Pulse 25

Gear: Collapsible Blade (Damage: Str+d6, AP 3),
Nanotech Enhanced Type 19 (Ranges: 15/30/60, Damage:
2d6+2, AP 3, Semi-Auto), Light Grade Armor (+4 armor,
protects torso, arms and legs)

Edges: Command, Marksman, Hold The Line, Inspire,
Steady Hands

Grunts: Physical soldiers make up the bulk of the military.
These are the uneducated and unspecialized members
of the force. They do all the unsavory jobs the military
requires from garbage disposal to ash clean up to kitchen
duty to the lowest common denominator paperwork.
They’re also the main fighting force. They are the ones
on the front line. They’ve been trained in hand-to-hand
combat, armor use and weapons. Theyre deadly and
marginalized. It’s a dangerous combination.
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Average Grunt

Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8,
Vigor d6

Skills: Climbing d6, Drive d4, Fighting d6, Guts d6,
Intimidate d6, Notice d4, Shooting d6, Swimming d6,
Throwing d6

Pace 6 Parry 6(1) Toughness 11(6) Pulse 10

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry,
QBZ-37 (Ranges: 30/60/120, Damage: 2d8+2, AP 6, Auto
ROF 3), Heavy Grade Armor (+6 armor, all locations)
Edges: Steady Hands

Advanced Grunt

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8,
Vigor d8

Skills: Climbing d6, Drive d6, Fighting d8, Guts d6,
Intimidate d6, Notice d4, Shooting d8, Swimming d6,
Throwing d6

Pace 6 Parry 6 Toughness 12(6) Pulse 15

Gear: Collapsible Blade (Damage: Str+d6, AP 3), QBZ-
37 (Ranges: 30/60/120, Damage: 2d8+2, AP 6, Auto ROF
3), Heavy Grade Armor (+6 armor, all locations)

Edges: Combat Reflexes, No Mercy, Rock And Rolll,
Steady Hands

Elite Grunt

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8,
Vigor d10

Skills: Climbing d6, Drive d6, Fighting d8, Guts d6,
Intimidate d6, Notice d4, Shooting d10, Swimming d6,
Throwing d6

Pace 6 Parry 6 Toughness 13(6) Pulse 15

Gear: Collapsible Blade (Damage: Str+d6, AP 3), QBZ-
37 (Ranges: 30/60/120, Damage: 2d8+2, AP 6, Auto ROF
3), Heavy Grade Armor (+6 armor, all locations)

Edges: Combat Reflexes, No Mercy, Improved Dodge,
Rock And Roll!, Steady Hands

Computer Technicians & Hackers: No military can exist
without computer-based assistance. These specialized
men and women run the backbone of the military with
their databases of weapons, tactical plans, personnel
distribution and even payroll. Computers secure
buildings and projects. They protect communications
between the higher-ups from those below them. As
such, computers and their systems are always targets of
the enemy. Because of this, the military employs people
trained in hacking and counter-hacking techniques.
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Average Technician

Attributes: Agility d6, Smarts d8, Spirit d6, Strength d8,
Vigor dé6

Skills: Climbing d6, Drive d6, Fighting d6, Guts d6,
Investigation d6, Notice d6, Repair d8, Shooting d6,
Swimming d6, Taunt d6, Throwing d6

Pace 6 Parry 6(1) Toughness 11(6) Pulse 10

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Heavy Grade Armor (+6 armor, all locations)

Edges: Steady Hands

Advanced Technician

Attributes: Agility d6, Smarts d8, Spirit d6, Strength d8,
Vigor dé6

Skills: Climbing d6, Drive d6, Fighting d6, Guts d6,
Investigation d6, Knowledge (Technical Specialty) d8,
Notice d8, Repair d8, Shooting d6, Swimming d6, Taunt
d6, Throwing d6

Pace 6 Parry 6(1) Toughness 11(6) Pulse 15

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Heavy Grade Armor (+6 armor, all locations)

Edges: McGuyver, Steady Hands

Elite Technician

Attributes: Agility d6, Smarts d10, Spirit d8, Strength d8,
Vigor dé6

Skills: Climbing d6, Drive d6, Fighting d6, Guts d6,
Investigation d6, Knowledge (Technical Specialty) d10,
Knowledge (Technical Specialty 2) d6, Notice d8, Repair
d10, Shooting d6, Swimming d6, Taunt d6, Throwing d6
Pace 6 Parry 6(1) Toughness 11(6) Pulse 20

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Heavy Grade Armor (+6 armor, all locations)

Edges: McGuyver, Mr. Fix It, Steady Hands

Average Hacker

Attributes: Agility d6, Smarts d8, Spirit d6, Strength d8,
Vigor dé6

Skills: Climbing d4, Drive d6, Fighting d6, Guts

d4, Investigation d6, Knowledge(Hacking d8),
Knowledge(Hacking d8) , Notice d6, Pilot d6, Shooting
dé, Stealth d6, Swimming d6, Throwing d4

Pace 6 Parry 6(1) Toughness 9(4) Pulse 15

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Hack Pack, Light Grade Armor (+4 armor, protects torso,
arms and legs)

Edges: Steady Hands

Advanced Hacker s
Attributes: Agility d6, Smarts d10 Spirit d6, Strength ds,
Vigor dé6

Skills: Climbing d4, Drive d6, Fighting d6, Guts d4,
Investigation d6, Knowledge (Drones d8+2), Knowledge
(Hacking d10+2) , Notice d6, Pilot d6, Shooting d6, Stealth
d6, Swimming d6, Throwing d4

Pace 6 Parry 6(1) Toughness 9(4) Pulse 15

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Hack Pack, Light Grade Armor (+4 armor, protects torso,
arms and legs)

Edges: Scholar (Hacking and Drones), Steady Hands
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Elite Hacker

Attributes: Agility d6, Smarts d10, Spirit d6, Strength d8,
Vigor dé6

Skills: Climbing d4, Drive d6, Fighting d6, Guts d4,
Investigation d6, Knowledge (Drones d8+2), Knowledge
(Hacking d12+2) , Notice d6, Pilot d6, Shooting d8, Stealth
d6, Swimming d6, Throwing d4

Pace 6 Parry 6(1) Toughness 9(4) Pulse 15

Gear: Collapsible Baton (Damage: Str+d6, +1 Parry, Type
19 (Ranges: 15/30/60, Damage: 2d6+2, AP 3, Semi-Auto),
Hack Pack, Light Grade Armor (+4 armor, protects torso,
arms and legs) )
Edges: No Mercy, Scholar (Hacking and Drones); Steady" ’
Hands
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Specialists: Specialists in any army are elite soldlers !
designed to do very dangerous and specific jobs. These | \\ '
jobs include reconnaissance of enemy territory, infiltration
into the territory without being seen, snipers who kill key
people from a distance, trackers to find people hidden
away and many other jobs that require a great deal of skill. = =
These men and women are trained to show no fear and %
consider the most impossible of situations as doable. They &
think outside the box and can turn the tide in any battle.
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Recon Specialist

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8,
Vigor d8

Skills: Climbing d6, Drive d6, Fighting d8, Guts d6,
Intimidate d6, Notice d6, Shooting d8, Stealth d8, Survival
d6, Swimming d6, Tracking d6, Throwing d6

Pace 6 Parry 6 Toughness 11(5) Pulse 20

Gear: Collapsible Blade (Damage: Str+d6, AP 3), QBZ-
37 (Ranges: 30/60/120, Damage: 2d8+2, AP 6, Auto ROF = {8
3), Field Grade Armor (+5 armor, all locations)

Edges: Combat Reflexes, No Mercy, Rock And Roll!,
Steady Hands




- The Smarts listed for drones isn't a true sentient Smarts.
Its above animal intelligence in many ways but only
" where it directly relates to a drone’s ability to perform
its function. The Smarts score of a drone indicates its
-ability to improve and adapt its behavior in relation to
its purpose — not a capability for abstract thought or
engage in meaningful conversation. This is indicated
- with a ‘M’ after the die type i.e. Smarts d6(M) to show
the ‘machine’ level of intelligence. You'll see us use that
| notation occasionally throughout this book.
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Infiltration Specialist

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8,

Vigor d8

« Skills: Climbing d6+2, Drive d6, Fighting d8, Guts d6,
- Intimidate d6, Lockpick d6+2, Notice d6+2, Shooting d8,

% Stealth d8+2, Swimming d6, Throwing d6

.~ Pace 6 Parry 6 Toughness 11(5) Pulse 20

< Gear: Collapsible Blade (Damage: Str+d6, AP 3), QBZ-

37 (Ranges: 30/60/120, Damage: 2d8+2, AP 6, Auto ROF

2 § 3), Field Grade Armor (+5 armor, all locations)
‘%Edges: Alertness, Combat Reflexes, No Mercy, Rock And
) Roll!, Stea