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World of the FREELancers

It was a muggy, foggy night, the type of night on
which streetlights hovered like man-made moons
in the gloom, and the air felt like the lake had
finally overflowed its banks and drowned the city.
Refit checked his weaponry and cursed. He’d been
waiting with Charm and the others for three-
quarters of an hour, waiting for the pigeon to
emerge.

Beside him, Charm stretched out his legs and
yawned. “Any sign yet?”

Refit shook his scar-crossed head just a fraction,
keeping his mismatched eyes on the doorway. Sud-
denly, the door opened and a hunched, gangly fig-
ure, clothed in rags, stumbled out. His fingers
clutched a worn, brown paper sack.

“That’s it,” said Refit. ‘“Let’s move.”

The shabby figure got halfway down the block
before Refit and Charm caught up with him. Refit,
a patchwork giant towering over the pair, let
Charm do the talking.

“Pardon, sir;’ began Charm with a grin that broke
hearts on three continents, “I was wondering if
you would be interested in sharing with us what’s
in that bag”’

Refit could almost smell the persuasiveness oozing
out of his small companion, filling the alley with a
feeling of calm friendliness. “Just get the package
and we can get out of here,” thought the giant.

The small man wasn’t buying, however. Refit saw
the flash of gunmetal as the shabby bum reached
for a handgun tucked in his waistband. Behind
him, the piles of uncollected garbage shifted as
two more Web agents slid out of hiding, one carry-
ing a taser, the other a backpack ldser.

Refit shoved Charm to the ground just as the bar-
rel flashed, carving a pattern of slugs up Refit’s
right arm. With his left arm, the patchwork giant
jerked the man up by the throat and flung him
against a wall. The Web agent disguised as a bum
didn’t get back up.

“Damn,’ thought Refit, feeling the sticky blood
ooze down his arm. “Now I'm going to have to
replace the arm. Again.”
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Dimly, in the background, Refit heard Charm on
the wrist tranceiver, “The gaff’s been blown,
repeat, the gaff’s been blown.” But already the
others were on the move. Dervish dropped down
out of the darkness like a shadow and cut the
laser operator apart from behind before he had a
chance to move. On the other side, Captain Ares
dropped in front of the taser man just as he fired.
The electricity whined through the caped man’s
body, but the Captain fought it off, knocking his
assailant out with a tap to the chin.

Back at the doorway there was activity as well,
the muffled thump of controlled explosives going
off, and the shouts of Agent Prime’s combat ops.
There was a staccato burst of gunfire, then noth-
ing.

Refit sat up, holding his bad arm. “Check the
body,” he said.

Dervish shook her head. The floppy containing the
data was missing. The entire operation was a set-
up, a shill.

Out of the fog lumbered three huge, clanking
shapes, MAPS armor, ghostly white skulls against
the wet bricks of the city. The lead one spoke in
the voice of Agent Prime. ‘“Paydirt,” he said. “We
got the disk before it was transmitted.”

“Wonderful,” muttered Charm, helping the bleed-
ing Refit to his feet, “We just get shot at for some-
thing you got from a direct raid. This ain’t just a
job, it’s a bloody dangerous job.”

In the background there was the howl of sirens
and the subsonic thumping of an approaching
police copter. “How far to the safe house?”” asked
Refit.

“Two blocks,” said Agent Prime. “Need a hand?”

“Feels like I'll need an arm and some new intes-
tines as well.’ said Refit. ‘‘Let’s move out.”

The four FREELancers headed for the safe house:
Refit, the rebuilt man, Charm, the charismat, Der-
vish the assassin, and Captain Ares, the masked
crusader. Agent Prime and his men remained
behind to clean up.

When the Chicago police arrived 10 minutes later,
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all they found was a burning office and lab in a
deserted warehouse. There were no bodies and no
evidence other than the flames that a war was
being fought here.

That was Aug. 27, 1998. The secret battle for Chi-
cago continues. ...

What Is

FREELancers?

FREELancers is a Top Secret/S.1.™ campaign set
in the near future, in the waning days of this cen-
tury. (You must have the Top Secret/S.1.™ boxed
set in order to play the FREELancers campaign.)
It is a time when technology has made amazing
advances, political and economic power are taking
new forms, and agents with abilities far beyond
those of normal men are employed by all sides. Yet
human nature remains the same, and many of the
problems we currently face remain as deadly as
they are now.

This book sets the stage for the FREELancers
campaign, with data on new advantages, disad-
vantages, skills, and careers for the future. It also
introduces metabilities — powers for use by your
super-agents. It also creates a background cam-
paign for adventuring in the future. Finally, this
book lists in detail the prominent members of the
FREELancers organization, for use as Player
Characters or NPCs controlled by the Administra-
tor.

Who Are the

FREELancers?

FREELancers is the common name for an agency
known as the Fast Reaction Experimental Espio-
nage Branch. Originally a part of Orion’s Gany-
mede bureau, the agency became an independent
operation in the mid-’80s. The FREELancers goal
was to create a team of super-agents, including

those with obvious metabilities, those with incred-
ible natural abilities, and those aided by advanced
technology.

The current leader of the FREELancers is Lee
Won Underhill, daughter of the founder of the
FREE organization at Orion which evolved into
the current FREELancers group. She has expand-
ed her father’s work of recruiting and developing
individuals with exceptional powers and turning
them into a fighting force.

The group’s headquarters is in downtown Chicago,
in a rebuilt hotel damaged by the flooding of the
late ’80s and early ’90s. While the FREELancers
operate out of Chicago, they are not recognized
officially by the U.S. government, which tolerates
their presence because of the power they wield.
The FREELancers in turn offer aid to U.S. agen-
cies at reduced prices, but also have operated both
with and against every major espionage organiza-
tion in the world. Hence the name — FREELan-
cers.

Since 1996, the FREElancers organization has
benefited from good publicity, the support of the
city government (Dorothy Hubbard, mayor), and
has expanded its facilities throughout the Ameri-
can Great Lakes region. With their success, other
agencies are seeking to increase their own use of
super-human and high-technology agents.

This is not to say that the FREELancers are not
without problems. The saying, “Power has its
price” is very applicable to the FREELancers
team, most of whose members are a part of the
operation chiefly because their metabilities or
training make them a threat to the outside world.
The FREELancers are an extended family for
these agents, who in turn do not always get along.

Problems abound from the outside as well. Orga-
nized crime has its own methods, old and new, for
dealing with the increase in metable agents. Eco-
logical guerrillas and powerful corporations
engage in their own feuds. In addition, there is a
growing number of rogue metables operating
around the world. The FREELancers’ mission is to
locate, recruit, and if necessary, neutralize such
potential problems.
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The world of the FREELancers is the world of
espionage, mixed with strange powers and won-
drous inventions, set in a future all-too-close for
comfort. It is a world of powered armor, skills
doled out by computer, one-talent wonders who
can perform tasks beyond the abilities of the best
generalists, and warriors who have spent their
lives honing a particular ability. It is a world of
danger, mystery, savagery, and wonder.

Welcome to the world of the Freelancers.

The Future of the

FREELancers

The year 1998, two years shy of the millennium, is
a world very much like our own. Cars still look
generally like cars, planes like planes, and TVs
like TVs. Human nature remains the same,
though there is a general concern in the air about
what lies around the corner of the next century.

It is a world more advanced than our own,
advanced in subtle ways. Medical advances have
allowed easier transplanting. The sciences of
cyborging and artificial intelligence are just shift-

ing into high gear.
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1t is a world where old rivalries, like the Soviet
Union vs. America, or Web vs. Orion, are being
replaced by new ones in politics, crime, and sci-
ence. There is growing regionalism, best seen in
the formation of mega-city groups like the Great
Lakes Authority (GLA), a bundle of cities known
in the 1980s as the “Rust Belt.”

There are corporations launching space stations
into orbit, Japanese robots mining the moon, and
Soviet cosmonauts on their way to Mars. There
are all-terrain weapons suits which mimic the
fanciful giant robots of mid-’80s cartoons and com-
ic books. There are veterans of Central American
wars equipped with cyborged body parts. And
somewhere out there, in some lab, may be the first
computer with true artificial intelligence.

It is a time of growing concern and growing
knowledge. Human and meta-human abilities are
being expanded and developed. Individuals with
exceptional aptitudes in certain skills are coming
forward — the Savants. Corporations and other
power groups see them as new pawns with which
to play their power games.

It is a time of choice, a time of danger, a time of
knives hidden in the shadows.

It is the time of the FREELancers.
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Creating
Super-powered

Agents

The basic attributes of your character remain
unchanged from the Top Secret/S.L.™ Players
Guide (STRength, INTelligence, REFlexes, WILI-
power, and CONstitution), as do the methods of
generating your secondary attributes, MOVement
and DEXterity. The system of character genera-
tion is altered, however, to allow the creation of
characters with 80 + attributes, and the inclusion
of new advantages, disadvantages, and special
super powers (called metabilities).

Character
Generation

Summary

New information for the FREELancers operation
is provided in italics for ease of use.

1) Make five d60 +d10 rolls, adding 10 to each
roll.

2) Add the five numbers together. If the result is
275 or more, the rolls stand. If the result is less
than 275, assign the difference in points
between 275 and the sum of the rolled numbers
to your attributes as you see fit. Attributes may
be raised in this fashion beyond 70.

3) Calculate your MOV (STR plus REF divided by
two) and your DEX (REF plus INT divided by
two).

4) Select one advantage and one disadvantage.
(Reality Rule — take up to six points of advan-
tages or disadvantages.) Additional skills and
disadvantages are provided for FREELancers
characters.

5) Determine metability by choice or random selec-
tion, including metability disadvantage. Play-
ers are not required to take a metability to
work for FREELancers, but it helps in terms of
survival.

6) Determine background characteristics (sex,
nationality, hair color, eye color, general
appearance, handedness, native language, and
age).

7) Optional —
Profile.

8) Pick Career Packages Note that four new
Career Packages are included here in addition
to the four provided in the Top Secret/S.I.™
boxed set.

Determine Orion Psychological

9) Choose initial skills, spending 30 character
points. Note that new skills are available as
well.

10) Purchase initial personal equipment (if any).
Freelancers headquarters makes certain equip-
ment available to its people depending on the
mission.

Character

Attributes

Attributes can now exceed the natural 79 maxi-
mum and the modified 70 level (human norms)
and reach the 80s, 90s, and 100s. In the
FREELancers future, the upper limit of human
(and therefore Player Character) abilities, even
given metabilities and technological help, is 150.
The rules included here are designed for charac-
ters with skills within the 71 to 150 range.
Administrators may raise the limits above 150 at
their option, though such excesses will further
remove the “reality” of the game.

Individuals with attributes of 70 or greater will
have obvious physical characteristics that match
their abilities. Those with extreme STR or CON
will tend toward massive bodies with powerful
limbs. Those with extreme REF will tend toward




lean forms with well-developed muscles. Those
with high degrees of INT will quickly make that
intelligence known in conversation, while those
with a 70 + WIL will prove themselves naturally
charismatic. In short, humans with natural
(rolled) abilities in the 70 + category are easily
identified as special, shining like spotlights in a
sea of candles.

Attributes which are increased by metabilities or
technological means are not so easily spotted. It is
possible that a 100 + STR metability agent may
appear as a slender young wisp of a girl, deriving
her strength from ambient light. (See the sections
below for metabilities).

With the increase in stats, certain characters will
fall into a “can’t miss’’ category for normal
actions. A character with a 100 STR will find
bashing a normal door in to be a petty annoyance.
In such cases, the Administrator can do one of two
things:

1) Treat 95 + level attempts as normal actions.
Just as you don’t check for an agent to open a
normal door, a 95+ STR agent is not going to
have any trouble bashing a normal door off its
hinges. Treat it as an automatic action.

2) Roll a normal attribute check, with the action
succeeding unless a 95-99 is rolled. In cases of
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95-98, a Bad Break occurs. (The door is strong-
er than it looks, the agent hit it wrong, ete.) On
a 99, a Terrible Break occurs (the agent took
damage to his shoulder when hitting the door,
the bad guys on the other side open it at the
precise moment and the agent goes sprawling
into the room, etc.)

In general, the Administrator should let the char-
acters get away with automatic actions when
employing extreme abilities (it encourages them
to use those attributes), and check for Bad Breaks
only when it is necessary for the plot (or some-
thing spectacular can go wrong).

Optional Rule: Moving Into the Future

Some Administrators and players may want to
take existing agents in a present-day campaign,
and use them in a FREElancers campaign. The
effects of aging the characters 10 years are dis-
cussed on page 9 of the Players Guide. Such
characters may, at their option, choose to gain a
metability in the process, either from some acci-
dent in the interim, some previously unknown
ability, or by using technology to duplicate that
metability. Such characters should still be lim-
ited to a single metability and its disadvan-
tages.




All of the advantages and disadvantages listed in
the Players Guide are available to players in the
FREELancers campaign. In addition, there are a
number of new advantages and disadvantages.
ADVANTAGES

Name Points
L R R RN L 3
Computer Aptitude ........................ 3

B e e Viaiialssias v s o s oo waaias n ey 2,34
e R R TR R 2
Natural Resistance: Cold ................... 2
Natural Resistance: Disease ................. 2
Natural Resistance: Electricity .............. 2

! Natural Resistance: Poison/Drugs ............ 3
Natural Resistance: Radiation ............... 2
Seholarly Aptitude . .. ................ .00t 3
BERticAptitude . ...voocoeae i ie v 3
Subculture & Jargon ............. ... unn 1

DISADVANTAGES

'd Name Points
fostDependents . ..............ccocovunnnnen 3
IR I a1 s s s i s et v s 3
B T 0. s csvaase ot vasion 123
Physical Vulnerability . ..................... 1
Susceptibility to Disease .................. 1,3
L D S S PR | PO 2

New Advantages

Blandness (3 points)
This advantage is the reverse of the Unmistakable
Feature disadvantage. The character’s appearance
is unremarkable, making identification unusually
difficult. As a result, the individual gains a +10
(as opposed to +5) per skill level in the following

skills: Disguise, Shadowing, Evasion, Stealth, Act-

ing, and Mimicry. The character with this advan-
lage cannot have a natural WIL over 70, and if
placed in unusual surroundings, may be easily
picked out. (For example, a medium-sized white
male would have a harder time hiding in a crowd

dvantages/Disadvantages

in Singapore than in L.A.)
Computer Aptitude (3 points)

Characters with this advantage understand com-
puters easily, and have a natural talent for learn-
ing programming languages. They may learn
skills involving computers and programming more
easily than those without the advantage.

The first level of a computer-related skill pur-
chased by characters with the Computer Aptitude
advantage gets the skill at attribute level, just as
for characters without the advantage. However,
subsequent skill levels in these skills give these
characters +10 to their rolls per skill level, as
opposed to +5. Skills which this may be applied to
include: Computer Technician, Computer Pro-
gramming, Electronics, Weapons Pod Devices,
Weapons Suit Repair, Gleaning (if using com-
puters), Weapons Suit Operation, Security Sys-
tems (if using computers), and Leading Edge
Degree (again, if involving computers).

Contacts (2, 3, or 4 points)

Characters with this advantage have a friend or
ally, outside the FREELancers organization itself,
upon whom they can depend for information,
advice, and, occasionally, material. When buying
the contact, the player should determine the num-
ber of points being spent (2, 3, or 4). This deter-
mines both the level of the contact, and the
amount of aid the agent can receive.

A 2-point Contact is a steady source of information
with limited resources — a corner news vendor, a
snitch, or an employee in a bank or large corpora-
tion. The contact will provide information, but not
act physically on the behalf of the agent.

A 3-point Contact is a higher-up in an organiza-
tion, such as an organized crime lieutenant, a
midlevel researcher in a corporation, or an alder-
man. At this level, such characters will provide
information freely. If a character from the 2-point
level is chosen here, that person will run errands,
do favors, and similarly get involved in helping
the agent.

A 4-point Contact is a bigwig — the governor, may-
or, CEO of a major corporation, head of an inde-

i
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pendent resource lab, or movie producer. Such
individuals will provide information as long as it
does not harm them, as well as equipment, money,
and materials within a reasonable limit. If a 3-
point contact is purchased with 4 points, then that
3-point contact will run errands, do favors, and
lend out material. If a 2-point contact is purchased
with 4 points, the individual will do anything to
help the agent, even if it means breaking a per-
sonal code or committing a crime.

All contacts are NPCs run by the Administrator.
They are naturally disposed toward the agent, but
player character actions can reduce their loyalty
and effectiveness (If a character has a contact in
Kamika Industries, but through his actions gets
the contact fired, sued, or threatened at gunpoint,
the character should explain his actions if he
wants to continue using that contact.)

Administrators should note that the Contact
advantage, like the Dependent disadvantage, cre-
ates situations where the Administrator can influ-
ence Player Character actions and get them
involved in missions.

This advantage can be purchased more than once.
Dual Identity (2 points)

The individual with this advantage starts the
game with “secret identity,” complete with its own
Social Security number, background, and history
logged into the computers. In an information-
heavy age, the creation of a secret ID is imperiled
by the great amount of information that is availa-
ble on all facets of life. Good Gleaners (see the
Gleaning skill) can detect a recently created iden-
tity after minimal digging. The FREELancers
organization maintains a library of fictitious indi-
viduals for use in undercover work, but this
advantage allows a character to have his or her
own secret ID without depending on (or revealing
himself to) the organization.

A character may have multiple secret IDs, by pur-
chasing this advantage more than once.

Natural Resistance: Cold (2 points)

The character with this advantage is less affected
by cold and cold-based attacks than normal char-

acters. Such characters will suffer a maximum of
1 point per hour damage from exposure to cold,
regardless of the situation.

Natural Resistance: Disease (2 points)

The character with this advantage has a stronger
constitution in regards to catching a disease. The
individual with this advantage is permitted a
CON attribute check upon each exposure to the
disease to avoid catching it, with a maximum of
one such check per hour. Particularly lethal germs
may call for a check every half-hour, or even every
10 minutes.

Natural Resistance: Electricity (2 Points)

Individuals with this advantage get a +10 to all
WIL rolls resulting from being shocked, including
the effects of tasers.

Natural Resistance: Poison/Drugs (3 points)

An individual who is naturally resistant to poi-
sons and drugs may make an attribute check
against them to reduce or nullify their effects in
the body. For each exposure, the character may
make such a check. Success indicates the damage
the poison or drug does is cut in half, and the fre-
quency with which the substance causes damage
is increased by a number of turns equal to the
player’s CON. Massive doses can overwhelm these
natural defenses.

Natural Resistance: Radiation (2 points)

This advantage is the same as Natural Resistance:
Disease, but applies to the effects of active radiation.
This advantage willl not give the character the abil-
ity to stand at ground zero of an atomic test, but
will reduce the effects of long-term radiation poison-
ing. A character with this advantage can withstand
the ambient radiation of an unshielded nuclear reac-
tor for twice the time as character without this
advantage before succumbing.

Scholarly Aptitude (3 Points)

Individuals with this ability have a natural predi-
lection for skills in the Liberal Arts section of the
Education skills list. For every skill level gained,
the character adds 10 to the attribute roll, as
opposed to +5.
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Scientific Aptitude (3 points)

Characters with Scientific Aptitude learn Science
skills (under Education skills) more easily than
characters without the advantage. For every skill
level of scientific studies, characters gain a +10 to
their attribute roll, as opposed to +5.

Subculture & Jargon (1 point)

In the future, there will be a greater degree of
specialization in various fields, plus a rise in

social groupings, which will seek to exclude out-
siders and limit their boundaries, often through
the use of obscure, confusing language — jargon.
There are already a wide variety of such “subcul-
tures” in existence today: motorcycle clubs, profes-
sional engineering societies, people who play
roleplaying games, etc.

The Subculture & Jargon advantage permits the
character to gain the benefits of the Social Chame-
leon skill at level 3, when dealing with that spe-
cific group. (See page 54 of the Players Guide.) If
combined with Social Chameleon skill, this advan-
tage adds 10, instead of 5, for each level of the
skill.

Various subcultures of the future include:

¢ Professional groups such as engineers, com-
puter programmers, and genetic scientists;

» Social groups, such as youth gangs, hackers,
upper society luncheon groups;

¢ Business groups, including corporate raiders,
underworld “families,” and politicians.

The players and the Administrator can develop
their own subcultures to supplement this list.

New

Disadvantages

Lost Dependents (3 points)

Lost dependents are just that: NPCs who were
part of the character’s life before play began, and
who have disappeared, for one reason or another.

Such dependents may be 2, 3, or 4-point normal
dependents, but the disadvantage only uses 3
points.

A lost dependent is a relative or loved one whose
whereabouts are unknown, including runaways,
kidnap victims, and estranged relations and lov-
ers. In normal play, the disadvantage has no
effect, and the character lives his live normally.

However, if there is a problem involving the lost
dependent which reaches the ears of the character
with this disadvantage, the character is required
to check it out. This may be a rumor of reappear-
ance, an actual reappearance in the character’s
life, or a threat to or from that lost dependent. The
Administrator is encouraged to use his wits and
whims to drag characters with this disadvantage
into adventures, using the lost dependent as a
“hook.”’

If, at any time, a Lost Dependent is recovered (Old
Uncle Fred is revealed to have been kidnapped by
a religious cult in Kansas and barely saved from
the thresher), he or she becomes a normal depen-
dent, with no change to the advantage or disad-
vantage numbers.

Mood Swings (3 points)

Characters with this disadvantage suffer from
mercurial temperaments, and can swing from
pleasant to angry at the drop of hat. The Adminis-
trator determines the timing of the mood swings,
usually having them occur at the worst possible
moment. The character then makes a WIL check
to determine the effects.

A successful WIL check results in the character
being unaffected by the change of mood — he will
feel uncomfortable, but nothing more.

If a character fails a WIL check, the character’s
attitude toward others changes, usually in a hos-
tile fashion. Physical attacks are out of the ques-
tion (unless the plot would be furthered by violent
outbursts), but harshness, insults, and depression
are usually in line. Player Characters portray
their characters in such a fashion for 10 turns, at
which point the mood passes.

Various types of behavior brought on by such

T
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swings include sudden activity, depression, hostili-
ty, stupor, exhaustion, etc. They may be brought
on by a word, action, or situation (See Traumatic
Flashbacks), or occur at random.

Overweight (1, 2, or 3 points)

Overweight characters have a number of limita-
tions with regard to their physical activities.
These increase in seriousness with the number of
points spent on the disadvantage.

1-point Overweight is a little bit on the chubby
side. The character is out of shape, and has an
endurance rating as if his CON were 10 points
less than it was. (CON never drops below 10 for
this purpose.)

2-Point Overweight is obviously fat, with the
effects of endurance halved (if both Overweight
and Short-winded, effects for endurance are quar-
tered). MOV for running at top speed is halved as
well.

3-Point Overweight is grossly overweight, with
the effects of 2-point Overweight, plus difficulty
fitting into normal furniture. Movement faster

than walking speed not permitted.

Overweight characters can reduce their effects by
a combination of exercise and diet. In game terms,
this is reflected by the character declaring such,
and putting aside one Fame & Fortune point for
each point of Overweight to be reduced.

Physical Vulnerability (1 point)

This disadvantage is the opposite of Toughness —
a particular area of the body is more vulnerable to
damage than others. For each point of this disad-
vantage taken, 2 damage boxes on the Character
Dossier are blacked in. For example, if a character
had a CON of 40 (four boxes per area), and took
Physcial Vulnerability in area 1 (a glass jaw, may-
be), he would have 2 boxes there and 4 in the oth-
er nine areas. Similarly, a Physical Vulnerability
could represent a childhood respiratory illness, an
old war wound, a chronic shoulder injury, or a nag-
ging back pain.

If a character takes Physical Vulnerability suffic-
ient to completely fill in the boxes in an area, that
body part is useless. While strides are being made

in our future history, the development of cyborg
parts is not elegant enough to make this a viable
option for player characters.

Susceptibility to Disease (1 or 3 points)

The character with this disadvantage is more vul-
nerable to the effects of disease than others, weak-
ening his abilities and attributes. With increased
pollution and new diseases, the chances for catch-
ing something is increased.

A 3-point Susceptibility means the character will
catch a disease automatically upon exposure (the
reverse of the Natural Resistance: Disease advan-
tage). Usually such a disease, unless predeter-
mined by the Administrator, will result in lost of
1d10 CON points for a period of 1d10 days.

A 1-point Susceptibility means the character is no
more or less susceptible to disease than an ordi-
nary person. However, they do tend toward hypo-
chondria, believing that every exposure to germ,
real or imagined, is the first sounding of the trum-
pet of the last judgment.

Vindictiveness (2 points)

A character with this disadvantage will not for-
give any slights, real or imagined, against him,
and always holds a grudge against those he per-
ceives have done him wrong.

A character who is Vindictive may choose a partic-
ular person, group, or organization against whom
to be vindictive. That group or person now can
consider the character an “Enemy” (as for the
disadvantage), and the character will stop at noth-
ing to get vengeance against them at the earliest
opportunity, even if this conflicts with the charac-
ter’s assigned mission.

Vindictive characters can be nice, pleasant folk,
unless you happen to be the declared enemy of the
character. The Vindictive disadvantage does not
affect normal behavior.

10
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DOCUMENTED METABILITIES

Attribute Enhancement
Savantism
Berserkerism
Combat Arcane
Extreme Senses
Enhanced Senses
Extreme Toughness
Telekinesis
Telepathy

- Telepathic Force
Invulnerabilities
Telelocation
Pyrokinetics
Poltergeist

UNDOCUMENTED METABILITIES

Speed
Healing
Empathic Rapport

THEORETICAL METABILITIES

Regeneration

Armor

Flight

Retro-field Generation
Waterbreather

Metabilities are personal powers and attributes
beyond the capabilities of most mere mortals.
They allow the individual possessing them to per-
form actions that would be impossible otherwise.
Often they make particular skills and actions eas-
ier, and as often, they allow new and otherwise
impossible actions.

Metabilities provide power, but power has its

price, often stemming from the nature of the meta-
bility itself. The hand that gives also takes, such
that the individual often suffers as much as he or
she gains.

Individuals have metabilities for a number of rea-
sons. Some metabilities are induced by advancing
technology (such as Refit’s). Some are the result of
recently tapped powers of human development

(such as a Savant’s). Some have no as- yet identifi-

able cause. (Captain Ares and Tandem, for exam-
ple, are “normal” in the human sense, but have
strange powers not explained by their genetic
makeup.) All metabilities turn the individual with
them into something more than an average
human.

The following information represents the recog-
nized and more popular theorized metabilities in
existence in the FREELancers future. A metabil-
ity is defined as being documented, undocument-
ed, or theorized.

Documented metabilities are those observed in a
particular, identifiable person, usually, a member
of the FREELancers team. These are veiwed as
the more “common” metabilities only because
they have been proven to exist.

Undocumented metabilities are those whose
existence is supported by great anecdotal evi-
dence, but for which no full example has yet been
recruited or identified by the FREELancers. The
study of metabilities is still new, however, and the
FREELancers operation hesitates to declare any
metability impossible, since it may turn up next
week.

Theorized metabilities include those that are the
“furthest out,’ such as flight, body armor, energy
field manipulation, and other “super powers.”
There is a theoretical reason to believe these
powers exist, but no documented proof of them as
of yet.

An Administrator, in setting up his or her cam-
paign, can set the reality level of the campaign by
limiting the types of metabilities available. An
Administrator may also permit characters to take
more than one metability, though no more than
three should be taken (unless you want a hands-
off, wahoo type of game).

When taking a metability, the players may also be
required to take a metability disadvantage.
Appropriate disadvantages are listed for each
metability that requires one, and the player can
choose from that list, the Administrator can dele-
gate one, the player can come up with a similar
disadvantage for the power, or the disadvantage
can be rolled randomly from the table which fol-
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lows the metability.

Each metability description ends with commen-
tary based upon the FREELancers files about indi-
viduals known to have the metability and their
place in society.

Documented

Metabilities

Attribute Enhancement

One of the most common physical metabilities is
the increase of basic human attributes above nor-
mal human limits. Only the primary attributes
(STR, INT, WIL, REF, and CON) can be increased
directly, but in enhancing these attributes, second-
ary attributes can also go up.

Any primary attribute can be increased by 15
points, but the players must select a 2-point disad-
vantage from the Players Guide or the list of new
disadvantages on page 7. Any primary attribute
can be increased by 30 points at the cost of a 4-
point disadvantage.

In addition, if the final attribute level is 100 or
more, the character must take a disadvantage
from the following list:

® Reduced effectiveness: For every 15-point
increase, the character must lose 10 points in
another primary attribute. Secondary attributes
are affected as well.

e Mental block: The character chooses one of the
attributes not affected by the metability. Checks
on that attribute are at /2 when a full attribute
check is called for, Y4 attribute when /2 or Y4
attributes are required.

® Vulnerability: Weapons which inflict bruise
damage inflict wound damage instead.

® Shocking appearance: The individual looks
inhuman and can be immediately recognized in
a crowd. The character is impossible to disguise.
This disadvantage should be tied into the attrib-
ute modified by the metability, but can include

extreme height or girth, odd color (blue or green
skin, for example), feathers, fur, swollen head or
limbs, or other distinguishing marks that can-
not be hidden.

* Transient increase: The metability-enhanced
attribute functions at the increased level for a
short period (10 turns maximum), once per day,
at the summoning of the character. The Admin-
istrator may ask for a WIL check if the charac-
ter is attempting to summon the higher
attribute in a stressful situation.

The character can choose from the above list, pro-
pose a disadvantage of his own creation (with
Administrator approval), or roll on the table below
for the effect that applies to his character:

% Roll Disadvantage

01-30 Reduced effectiveness
31-50 Mental block

51-60 Vulnerability

61-80 Shocking appearance
81-00 Transient increase

The Attribute Enhancement metability is proba-
bly more common than FREELancers files indi-
cate, as it often merely raises a low attribute to a
level still within human limits.

Savantism

Savantism is the commonest form of mental meta-
bility. The metability involves the sudden develop-
ment of a skill or skills at a level higher than
humanly possible, usually (but not always) involv-
ing skills the recipient did not originally have.
There have been incidents of musical and mathe-
matical prodigies throughout recorded time. The
sudden increase in Savantism may be the result of
ongoing and rapid human development, or the
simple fact that in the modern world, more people
are exposed to those skills in which Savantism is
found. Dr. Andrew Rhand has put forth the idea
that computer technology Savants have been
around for generations, but only in the past 50
years has the machinery appeared to allow them
to display their talents.

Savantism usually manifests itself in the Mechan-
ical, Specialty, General, Education, and Language
skill groups. Savantism in the Combat skills area

12
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- is referred to as Berserkism. A character develop- acter suffers 1 point damage to all parts of the %

ing Savant skills usually begins at skill level 6 for
that ability. Higher initial levels are possible, but
- carry a heavier disadvantage as well. The player

- choosing Savantism must also choose the skill or
skills in which he or she wishes to excel.

Entering a Savant state is an act of willpower, and
the individual doing so must make a successful
roll against the WIL in order to achieve a state in
which actions may be performed at a higher skill
level. Disturbances, loud noises, gunfire, and fear
half, or in extreme cases, quarter the WIL roll
required to slip into Savant state. The Savant
state lasts until a particular task is completed, or
until three rolls are made against the Savant

skill.

An “ordinary” Savant (skill level 6) must take one
disadvantage. A Savant in multiple skills, or one
with skill levels of 7 or higher, will have one extra
disadvantage for each additional skill or level
above 6.

Disadvantages are:

* Trance: The character can’t move any part of
the body not being used in the completion of the
task. Tasks are performed in a blank-stared,
zombie-like state. The Savant is aware of his
actions, but cannot break the trance until physi-
cally stopped or the task is completed.

* Separate personality: Some Savants develop an
alternate personality when in Savant state,
often one at opposition with the true personali-
ty. Relationships vary between Savants and
these alternate personalities. Some form alli-
ances among their personalities. Others have
personalities which hate one another. This is
the player’s choice.

* Erratic duration: The Savant state lasts for
1d6x10 minutes, or 1d6 uses of the skill
involved. While this disadvantage allows the
character several chances to use a skill, it also
creates uncertainty — the Savant state can end
before the task is completed.

® Hunger: After using the Savant skill, the indi-
vidual will be wracked by hunger pangs, and
must eat. If no full meal is available, the char-

body per hour.

e Sleep: This is the same as hunger, except the
individual needs to sleep six to eight hours
before continuing after each use of Savant sills.

e Erratic trigger: The Savant state can only be
consciously triggered by a /2 WIL check, and a
similar check must be made in situations where
the Savant skill may be used (whether it is
needed or not). The /2 WIL check is then made
to avoid going into Savant state.

Agents who are Savants generally do not use this
ability directly in the field, but often use their
knowledge to create items which they do use. For
example, Matrix is a Savant in Computer Pro-
gramming and uses it directly in handling her job,
while Scratchbuilt’s Mechanical Savantism was
used to produce a suit of mobile armor.

The character with Savantism may choose both
the area of the Savantism and the disadvantage.
As an option, the player may roll on this table for
disadvantages:

% Roll Disadvantage

01-50 Trance

51-60 Alternate personality
61-75 Hunger

76-90 Sleep

9195 Erratic duration

96-00

There has been one case of Savantism moving
from one area of skills to another — that of Dr.
Andrew J. Rhand, better known as Dr. Random.

Berserkerism

Erratic trigger

Berserkerism is a form of Savantism involving
Combat skills. Like Savantism, the character
gains a skill at levels over and above those
thought attainable by any, save combat Arcanes,
but unlike Savants, Arcanes are limited to a sin-
gle Combat skill. There have always been tales of
great warriors, and this metability may explain
those tales.

Berserkerism manifests itself in most Combat
skills, though to date there has been no evidence
of the metability in Mortars, Tank Guns, Artillery,
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Missiles, and other “impersonal’” weapons. (The
Administrator may choose to exclude these weap-
ons from the list of skills to which Berserkerism
applies.) Basic Melee, Heavy Weapons, and Basic
Firearms cannot have Berserker metability. Indi-
viduals with Berserkerism metability may have
initial Combat skills, but when in Berserker
mode, the Berserker numbers are used.

Berserkerism metability gives characters one com-
bat skill at level 6. Prerequisites, if any, do not
apply in Berserker mode. A character without
Basic Firearms skill but with the Berserkerism
metability in Pistol can still wield a pistol at skill
level 6.

Berserkerism is different from Savantism in that
the Berserker state can usually be entered at will
— after 1 turn of concentration. (The character
must spend 1 turn concentrating to achieve the
state.) The state lasts from 5-14 turns (1d10 +4).
At the end of that time, the berserker must wait
10 turns before entering the state again.

There are a number of potential disadvantages for
Berserker metables. The “normal” Berserker
(skill level 6) must have one disadvantage, either
from the list below or designed with the Adminis-
trator’s approval. Berserkers with higher skill
levels, or those with Berserker functions in multi-
ple Combat skills, must have multiple disadvan-
tages, one for each additional skill or level of skill
affected.

Disadvantages are:

® Indisciminant attacks: Everything in the area is
a randomly selected target for the Berserker —
enemies, friends, innocent bystanders, trees,
small animals, everything, for the duration of
the Berserker state. Individuals with this disad-
vantage tend to be unpopular in large groups.

* Erratic duration: The Berserkerism metability
only lasts 1d10 turns before elapsing.

e Willed Berserking: The individual must make a
WIL check at /2 WIL in order to enter Ber-
serker mode. In combat situations, this becomes
1/s WIL in order to enter Berserker mode.

® Uncontrollable Berserking: A prearranged situa-

tion (by Administrator and player) will cause
Berserking activity. The item or situation
should not be impossible, nor overly uncommon.
Good suggestions include handguns, men with
stocking masks over their heads, or a particular
enemy.

e Focus: The character can only enter the Ber-
serker state by focusing on a particular item,
usually (but not always) a special version of the
weapon in which he has Beserker Combat skill.
Deprived of the focus weapon, the Berserker can
only make normal attacks and can’t fight as a
Berserker. In addition, for every week without
the weapon (or a replacement, if the first is
destroyed), the character’s WIL is halved.

No current FREELancers agents exhibit the Ber-
serker metability, though a number of foes over
the years have recruited mainly among Ber-
serkers. Berserkers, with their predilection to
charge into battle, tend to have short life spans.

A character with Berserkerism metability chooses
both the skill affected by the metability and the
disadvantage, choosing from the list here, creating
one of his own (with the Admin’s approval), or roll-
ing on the table below:

% Roll Disadvantage

01-30 Indiscriminate attacks
31-60 Erratic duration
61-70 Willed berserking
71-80 Uncontrollable berserking
81-00 Focus

Combat Arcane

There are two known ways to increase one’s com-
bat skills to a superhuman level. One is through
the Berserkerism metability. The other is by Com-
bat Arcane. Combat Arcane is not a “true’” meta-
bility in that there is no genetic mutation,
outward manifestation, or visible difference
between a master at Combat Arcane and the rest
of the world. The Combat Arcane has merely
spent his or her entire life perfecting a particular
skill or ability (to the exclusion of all other skills
and abilities).

The Combat Arcane can have up to three Combat
skills which start at level 6. The purchase of these
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' skills is explained under the Combat Arcane
career (page 29), and reflects the fact that all the
studying in this individual’s life (usually from

. birth) has been devoted to mastering up to three
Combat skills. Skills other than perfected Combat
skills must be purchased and developed in play.
Combat Arcanes are initially very powerful, but
only in limited areas.

Further, while Combat Arcanes do not suffer from
the disadvantages of other metabilities, they do
not have careers in the normal sense. Most have
spent their lives in military operations, monas-
teries, religious retreats, and mad scientists’ base-
ments, and as such, have no starting funds or
sources of income. In addition, Combat Arcanes’
former masters do not take the loss of longtime
disciples lightly, so a Combat Arcane must either
decide to remain true to his Arcane heritage or
quit to join FREELancers, which will result in the
Arcane group (the person or persons who have
imparted Combat skills to the Combat Arcane)
becoming an enemy.

An Arcane group is initially created by the player
creating the Combat Arcane, but is run and devel-
oped by the Administrator. The player may say,
“My character is an Arcane from the Order of the
Kiwi, an Australian monastery specializing in
Kung Fu and Shotguns.” The Administrator

might then have the Combat Arcane meet up with
a group of assassins in hairy feathers carrying
double-oughts.

In the FREELancer organization, the one current
Combat Arcane is Dervish, of the Blade of Sirroco,
based in Jordan.

Extreme Senses

This metability is actually a group of five metabi-

lites, each affecting one of the five senses. Each

sense enhanced counts as a separate metability.

' The senses are heightened even beyond the level
of the Acute Senses advantage. Characters with

| the Extreme Senses metability must takes the

Acute Senses advantage.

Extreme Hearing: The character gains + 30 to the
INT score on all attribute checks involving hear-
ing, and any sound-based attack he makes is dou-

bled in effect and damage. As a disadvantage, the
individual is susceptible to loud, persistent noises,
those sounds which last at least 10 turns that are
at least as loud as a police siren seems to someone
standing alongside the squad car. The Administra-
tor determines what is a sufficiently loud enough
noise to be injurious, but generally, neither a sin-
gle sharp noise, such as a gunshot, or a persistent
noise interrupted by pauses, such as a ringing
telephone, will cause CON damage. (However, a
series of sharp noises, such as a gun battle, would
do CON damage.) If a character with Extreme
Hearing is subjected to a sufficiently loud noise for
10 straight turns, then he will suffer 1 point CON
damage for each subsequent turn the noise per-
sists. A character with Extreme Hearing who suf-
fers CON damage as a result of loud noise will
suffer CON damage as described on page 71 of the
Players Guide, except that if his CON reaches
zero, rather than dying, he will lapse into uncon-
sciousness and will have his Extreme Hearing
bonus permanently reduced by 10. Any character
who’s rendered unconscious because of a loud
noise will be out for 1d10 turns.

Extreme Smell: The character gets +40 to INT
checks involving smell and can even detect “odor-
less” gases. As a disadvantage, characters with
Extreme Smell metability are susceptible to the
effects of odors. They take double damage from
tear gas, poison gas, and other gas-based attacks.
Even cigarette smoke, meat-packing plants, raw
onions, and air pollution may be debilitating.

Extreme Taste: The character gets +40 to INT
checks involving taste. As a disadvantage, the
individual is more susceptible to consumed items,
such as alcohol, and, if he drinks poison without
identifying it, makes any checks at /2 normal abil-
ity.

Extreme Touch: The character gets +30 to all
attribute checks involving touch. As a disadvan-
tage, the individual is more susceptible to pain
(not damage, but pain). If he takes damage, the
character must make a WIL check or go uncon-
scious for 1d10 turns.

Extreme Vision: The character gets +40 to all
attribute checks involving vision. As a disadvan-
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tage, the individual can be stunned by bright
lights (such as a naked, 100-watt light bulb, flash
bulbs, strobe lights, floodlights, etc.) unless a WIL
check is made.

All Extreme Senses are always in operation,
unless the individual takes action to dull them
(dark glasses, earplugs, gloves, etc.).

Enhanced Senses

Enhanced Senses differ from Extreme Senses, in
that Extreme Senses merely bring in more of the
standard information, while Enhanced Senses
bring in different information, or a more detailed
version of that information.

Enhanced Hearing: A character with enhanced
hearing can pick up noises beyond the range of
normal ears, from very high-pitched sounds (like
dog whistles and bats) to very low-pitched noises
(like the lowest register of pedals on a giant pipe
organ). The sense is no more accurate than human
hearing, it just operates on a broader band. There
is no disadvantage.

Enhanced Smell: This is the same as the Acute
Smell advantage, except a character with
Enhanced Smell can ascertain or recognize indi-
vidual human spoors in a crowd and can track
much like a bloodhound can. There is no disadvan-
tage.

Enhanced Taste: A character with enhanced taste
has an incredibly acute palate. Not only would he
be able to identify all the myriad ingredients in a
Cajun gumbo right down to the cayenne pepper
and the thyme, he could also accurately determine
the amounts of each ingredient and how long the
gumbo had simmered. The character would even
be able to determine, just by the taste, if an
orange was grown in California or Florida soil.

Enhanced Touch: The character has a greater sen-
sitivity to the world around him, such that subtle
breezes, unnoticed by most, make an impression
on his senses. A character with this ability gains a
+10 on tracking and other skills for which
increased sensitivity (as opposed to dexterity) is
needed. There is no disadvantage.

Enhanced Vision: The character can take in a wid-

er range of visual signals than normal agents. .
Vision may stretch into the infrared (allowing the
character to see heat patterns) and/or into the |
ultraviolet (cosmic radiation). A disadvantage is i
that colors as we know them appear very different :
to the individual, so that the character is effective
ly color blind. More extreme cases, such as being
able to see radio waves, gamma radiation, or X-
rays, would result in a Vision Impairment as
described on page 26 of the Players Guide. '

Extreme Toughness

Toughness, described on page 19 of the Players
Guide, increases the amount of damage chracters
take by 1 to 4 points per body area. Extreme
Toughness increases this to 5, 6, or 7 extra points,
but at a price: .

Toughness-5 halves normal movement, and the
character suffers a —10 to all DEX rolls. r

Toughness-6 quarters normal movement, and the
character suffers —20 to all DEX rolls. i

Toughness-7 restricts movement to no greater '
than a walk under any circumstances, and the
character suffers —30 to all DEX rolls. |

Extreme Toughness is a reflection of the increased
ruggedness of the individual. Extreme Toughness
is not armor — it does not protect from attacks, it
only allows the character to take more damage
from those attacks.

Telekinesis

Telekinesis is the ability to move objects at a dis-
tance by mental power alone, without touching

the object. Telekinetic abilities have been demon-
strated throughout the 20th century, though a
scientific explanation is still a long way off, and
rival theories about the nature of telekinetics,
telepathy, and other “mind powers” abound. .

Current studies indicate that a standard telekine-
tic can move an object of about 1 pound at a dis-
tance of 30". The telekinetic individual must make «
a successful WIL check. Once made, the WIL
check does not need to be made again unless the
character is disturbed, his concentration is dis-
rupted, or he seeks to move another object.

16




A number of factors can affect whether a telekine-

lative, and if an attempt is reduced below /s WIL,
it becomes impossible.

¢ For each doubling of distance beyond 30’, the
' WIL is halved.

¢ For each doubling of weight over 1 pound, the
WIL is halved.

¢ If the item is secured to a larger item (a button
on a shirt, a clasp on a gunbelt), the WIL is
halved.

¢ If the item is relatively complex (the trigger on
a gun, a button on a control panel), the WIL is
halved.

¢ If someone is holding onto an object, the WIL is
halved.

Telekinetics cannot stop bullets or other objects in
flight. They can alter the aim of an opponent just
a tad, causing a miss, if a /2 WIL check is made.

Objects moved by Telekinesis move very slowly,
either dragged along the ground or floated in the
air. They cannot move fast enough to inflict dam-
age. (Though an object like a grenade can be
moved by telekinesis, the user should keep him-
self under cover or else be caught in the blast him-
self.)

Telekinesis comes with a variety of possible disad-
vantages, one of which the telekinetic must take:

o Visible aura: The telekinetic’s eyes glow, the
object being affected is surrounded by a colorful
aura, or visible lines of force stretch between
the user and the object.

¢ Limited weight: The base weight is /2 pound,
not 1 pound.

- * Limited duration: Attempts at Telekinesis can
only be tried once per hour, with the action last-
ing 1d10 turns.

* Limited distance: Base distance is 10’, not 30'.

* Exhaustion: With each attempt at Telekinesis,
the individual must make a WIL check or go
unconscious for 1d10 minutes.

An agent with Telekinesis may choose his limita-

tic stunt is possible. The factors below are cummu-

tion, or roll on the chart below:

% Roll Disadvantage
01-50 Visible aura
51-60 Limited weight
61-70 Limited duration

71-80 Limited distance
81-00 Exhaustion

There are currently no telekinetics active with the
FREELancers, though there are a number of docu-
mented cases involving the talent.

Telepathy

True Telepathy, or “mind-reading,’ is a lot less
flashy and a lot more useful to the agent in the
field than its literary and cinematic counterpart.
Telepathy is the ability to detect images in the
mind of another person without using verbal com-
munication. As with Telekinesis and other “mind
powers,’ the exact mechanism of the metability is
unknown.

By making a WIL check, an agent with this meta-
bility can detect the presence of another person
within a 60’ area. The agent can also determine the
intensity of the thoughts (sleep, dreaming, day-
dreaming, intense concentration, conversation, etc.),
and be able to identify familiar thought patterns.

If the target is willing and concentrates, the tele-
path can pull out the image on which the target is
concentrating, again by a WIL check. If the target is
unwilling or isn’t concentrating, a %2 WIL check is
needed. Other factors which affect Telepathy are:

¢ Doubling of distance halves WIL check.

e Singling out one target’s thoughts among many
is a Y2 WIL check.

e If the target speaks a different language than
the telepath, a /2 WIL check is required to
detect thoughts (not for mere detection of the
presence of thoughts).

Only thoughts — and not memories — can be
detected by Telepathy. Telepaths are used to locate
prisoners, detect the presence of guards, and in
interrogation of prisoners, where the interrogator
asks questions while the telepath scans for hon-
esty and specific images.
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The image in the popular press of telepaths as
mind-readers capable of pulling out innermost
thoughts and hidden deeds make telepaths unpop-
ular. Telepathy is usually an evoked metability,
that is, it can be called upon if needed. In theory, a
telepath could be “always receiving,’ but tests
indicate that such telepaths would quickly go
insane from the overload of unshielded thoughts.
Savant’s thoughts are so intense, they actually
cause mild pain (like a headache) to telepaths. For
this reason, Savants and telepaths are normally
kept apart.

Telepathic characters must have one of the follow-
ing disadvantages (in addition to being generally
unpopular with the public):

o [Limited distance: Base distance is 20’, not 60'.

e Visible effects: The act of Telepathy has a visible
effect on the telepath or his target(s) — a bluish
glow, eyes going blank, etc.

e Trance: The telepath must enter a trance for
1d10 minutes to use his metability. The tele-
path must come out of the trance before any
information gained can be imparted to anyone
else.

e Line of sight: The telepath must see his or her
target. This negates the usefulness of Telepathy
in detecting the presence of unseen opponents.

e Sensitivity: The telepath can’t sort through the
various signals in an area to concentrate on a
particular target. If more than five people are in
an area, it will be impossible for the telepath to
detect thoughts and images. If there are more
than 20 people an area, the telepath must make
a WIL check or go unconscious (more than 100
people makes that /= WIL check).

The telepath can choose his or her disadvantage,
or roll on the following table:

% Roll Disadvantage

01-30 Limited distance
31-40 Visible effects
41-60 Trance

61-70 Line of sight
71-00 Sensitivity

Several telepaths operate in the FREELancer
hierarchy, primarily in public relations and
recruitment.

Telepathic Force

The Telepathic Force metability allows the agent
to inflict bruise damage by mental energy. This
outpouring of mental energy does not affect physi
cal objects like cars, walls, and bullets, but does
affect living things.

A character with Telepathic Force inflicts 1 point
of bruise damage for each point of WIL spent in
the attempt. WIL can be expended all at once or ¢
little at a time. When WIL reaches zero, the char
acter goes unconscious for 1d10 minutes. WIL is
recovered at a rate of one point per minute (30
turns). A DEX check is required to hit a particuls
opponent. This check also determines the locatior
of the bruise damage.

An agent with Telepathic Force can use it in shor
or extended bursts. A short burst gives +5 to the
DEX score, and inflicts +1 damage to the target.
It also does damage to all targets in a 45-degree
arc. The agent using a short burst of Telepathic
Force can’t use his or her Telepathic Force meta-
bility for an hour after the short burst.

An extended burst gives the agent +10 to his
DEX and adds +2 to damage. An extended burst
affects all targets in a 90 degree arc in front of th
individual. The agent firing an extended burst of
Telepathic Force can’t use his or her Telepathic
Force metability for up to an hour after the
extended burst, and in addition, must make a W]
check or fall unconscious for one hour.

Bursts of Telepathic Force affect all within the
target range, friend or foe.

Telepathic Force is not affected by soft cover, but
negated by Hard Cover. Normal range is 60, witl
60'-180' requiring a 2 DEX check, and beyond
that, a %/a DEX check.

A character with Telepathic Force must choose

from one of the following disadvantages, or roll o
the table which follows:
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¢ Visible effect I: The Telepathic Force appears in
the form of missiles, fists, arcs of lightning, or
whatever else the player or Administrator
chooses, issuing from the hands or eyes of the
character using the metability.

¢ Visible effect II: The Telepathic Force is itself
invisible, but the character using it undergoes
some visible effect (glows, eyes bug out, etc).

¢ Long recharge: After every shot, the character
with Telepathic Force must make a WIL check.
Failure indicates that the Telepathic Force can-
not be used for another 5 turns.

* Qverkill: The character with Telepathic Force
only fires bursts and can’t fire normal shots. All
effects of firing bursts of Telepathic Force occur.

% Roll Disadvantage
01-60 Visible effect I
61-80 Visible effect II
81-90 Long recharge
91-00 Overkill

The FREELancers team has an active pair of

-4

agents who use the Telepathic Force metability, a
young male and young female named Tandem.
Their Telepathic Force ability is tied into another
ability they have, Synthesis, such that they can
only use their power when in contact with each
other. No examples of Telepathic Force power in a
single individual have been documented, but there
is undocumented evidence of Telepathic Force
agents working in various government operations.

Invulnerabilities

Invulnerabilities are physical characteristics,
genetic in nature, that provide special protection
against certain types of attack. These special pro-
tections are over and above those provided by nat-
ural resistances, and in many cases, supercede
those natural resistances. A character may choose
one (or several) of the following, each as a single
metability:

Invulnerability, Cold provides complete immunity
to all forms of cold and cold attack — the character
will not get hypothermia under any circumstanc-
es. You can still kill the character by dropping a

1

- .

19




e Ve man UE o peape e

mountain of snow on him, but he can’t be harmed
by the effects of the cold.

Invulnerability, Heat provides complete immunity
from all forms of heat-based attack, including
flame throwers, bonfires, and the like. The indi-
vidual will not catch fire, though his clothes and
surroundings will. The individual can still be
affected by smoke inhalation and other effects of
fire.

Invulnerability, Radiation provides complete
immunity from the effects of radiation. The blast
of an atomic device will still destroy the character
with this ability, but the resulting long-term radi-
ation effects would leave him unharmed.

Invulnerability, Poison makes the body totally
resistant to outside drugs, gases, and toxins. As
this also makes the body completely resistant to
medicines as well, some thought should be given
before selecting this metability.

Invulnerability, Electricity makes the character
immune to effects of high voltage. The character
cannot be harmed by tasers, but can be affected by
lasers and other conventional weapons.

None of these metabilities have a disadvantage,
save for Invulnerability, Poison.

These metabilities tend to be passive in nature
(You don’t know until you walk away from an
atomic test if you’re invulnerable to radiation.),
and the number of people with these abilities is
unknown.

Telelocation

Telelocation is the ability to find specific items or
people, based on the power of the mind. The indi-
vidual with this metability concentrates on the
target, and can determine the general location
and situation of the item or person being sought.

Telelocation has a range of 100 miles. If the target
is within that area, the telelocator can contact it
by making a WIL check. The check is /2 WIL if
the target is beyond 20 miles, and /s WIL if the
target is beyond 50 miles.

If Telelocation succeeds, the agent gets a flash of
the current surroundings of the individual and/or

the item. If an item is currently stashed in a t
trunk, the telelocator will get an image of the P
inside of a closed trunk. I

I

If Telelocation fails, the agent gets a flash of an
area the target was in at another time, a similar 4
item, or some other red herring. Another attempt ;
may be made a day later. C

The Administrator rolls the dice to determine if
Telelocation succeeds or not, and no Fame & For- ;
tune points may be used to alter the roll. ]

A telelocator must take one of the following dxsad (
vantages:

® Trance state: The telelocator must go into a
trance of 1d6x10 minutes, and any information
gained can only be passed on to others when the.
trance ends. :

® Jtem focus: In order to perform the telelocation,
the individual must have an item that was near
or with the individual or lost item within the
past two days. If no such item is available, the
check is against /2 WIL.

® Area focus: This has limitations similar to item
focus, but the telelocator must be in an area the
target was in during the previous two days.
Naturally, the telelocator must travel to that
area.

e Empathic link: A telelocator with this disadvan:
tage only tracks on people, forming a psychic
link with the person involved. Any damage
inflicted to that person for 24 hours after the
WIL check will also be inflicted on the teleloca-
tor. This has resulted in some messy deaths.

% Roll Disadvantage

01-40 Trance state
41-65 Item focus
66-90 Area focus
91-00 Empathic link

Telelocation is still an untested art, first used by
mediums and other meta-psychs in California. The
Chicago Police Department uses a team of three
telelocators, but keeps that fact out of the press. A
number of storefront detective agencies offer tele-
location services, with 90% of them being frauds.
Standard FREELancers policy is to deny Teleloca-
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tion as a viable metability unless the telelocator
proves himself over a long period of time.

Pyrokinetics
Pyrokinetics is the ability to manipulate fire with
the power of the mind alone. A pyrokinetic can

increase, decrease, and direct flames, and, in some
cases, force spontaneous combustion.

Given an existing flame, a Pyrokinetic can double
its volume, causing it to flare, and inflicting dou-
ble damage that round. This requires a WIL
' check. Note that a pyrokinetically enhanced fire
can spread normally in subsequent rounds, but
will inflict normal damage unless caused to flare
again.

A Pyrokinetic can snuff out an existing flame in a
single round. This also requires a WIL check. Any-
thing larger than a bonfire requires a /2 WIL
check. A house fire can be extinguished with a %4
WIL check.

A pyrokinetic can direct an existing fire in any
direction offering sufficient fuel by making a WIL
check (with limitations similar to those detailed
above for large fires).

A pyrokinetic can cause flammable material to
combust spontaneously. This requires a %4+ WIL
check, and may be entirely negated by proper stor-
age and safe handling of volatile materials. The
item must be visible and motionless to combust
spontaneously.

A pyrokinetic must take one of the following dis-
advantages:

* Uncertain results: If the pyrokinetic WIL check
fails to affect the flames, the reverse effect
occurs — the flames dim instead of spread (or
spread instead of dim), move in the wrong direc-
tion, or affect objects other than the one desired
combust spontaneously.

* Exhaustion: The pyrokinetic must make a CON
check or fall unconscious for 1d10 minutes from
the strain.

¢ Sympathetic damage: If another person is dam-
aged by flames under the pyrokinetic’s control,
the pyrokinetic takes similar damage and must

make a WIL check or fall unconscious for 1d10
minutes.

* Limited combustion: The pyrokinetic can only
make a certain type of physical item burst into
flames (cloth, raw wood, paper, etc.) Normal
pyrokinetics can affect any flammable material,
but a pyrokinetic with this disadvantage has a
mental block against all but a particular type of
combustible material.

® Uncontrollable combustion: When placed in a
stress situation, the pyrokinetic must make a
WIL check to avoid causing a fire someplace
within 20’ of himself.

Pyrokinesis does not provide invlunerability to
flame and heat. A pyrokinetic can still be burned
by his own flame, though he may redirect it or
snuff it out by use of his metability. The pyro-
kinetic metable may choose from the above disad-
vantages or roll on the table below:

% Roll Disadvantage

01-30 Uncertain results

31-40 Exhaustion

41-50 Sympathetic damage
51-70 Limited combustion

71-00 Uncontrollable combustion

The FREELancers’ resident pyrokinetic,
Fireflash, has been missing in action since a
recent explosion in a Lake Michigan water intake
plant. Most of what is known about pyrokinesis
was gleaned from tests on Fireflash.

Poltergeist

A character with Poltergeist metability may cause
a typical item to move by force of will. This is sim-
ilar to the Telekinesis metability, except that the
metability is limited to a particular type of item
and further restricted to the physical function of
that item. Typical items include furniture, fire-
arms, ground vehicles, air vehicles, houses, etc.

An individual can cause an item to move or oper-
ate by a WIL check (12 WIL for particularly dicey
situations.) If successful, the individual can cause
that object to move according to the physical lim-
tations of that object. A poltergeist who affects

firearms may cause them to go off, while one who
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affects ground vehicles may cause one to start up
and go down the street, but not fly in the air.

There are a number of possible disadvantages
with this metability, including:

® Object entry: The individual’s spirit enters the
object, leaving the body behind, and unprotect-
ed, in a trance state. The body is vulnerable in
this state, while the spirit moves the object
around. If the object is destroyed, the individual
must make a WIL check to return to his or her
body.

e Visual aura: The individual’s spirit remains
with the body, but the object affected glows with
a colorful radiance, glows brightly, or otherwise
calls attention to itself.

® Trance state: The spirit remains with the body,
but the poltergeist must make a WIL check to
remain conscious while using the ability. Other-
wise, the attempt fails and poltergeist is uncon-
scious for 1d10 turns.

® Object destruction: The poltergeist can move an
object, but that object stands a chance of falling
apart in 1d10 turns after being moved. At that
time, make a second WIL check, which allows
continued movement for 1d10 additional turns.

The best-documented poltergeist on the FREELan-
cers team is Agatha Greywood, aka Golem. A
sculptress, she has used her ability to enter objects
to manipulate the statues she carves.

The poltergeist can choose from one of the above
disadvantages, or roll on the following table:

% Roll Disadvantage
01-40 Object entrance
41-60 Visible aura
61-80 Trance state
81-00 Object destruction

Undocumented

Metabilities

Speed

A character with the Speed metability has the
ability to move great distances at high velocity.
The listed MOV is doubled for purposes of move-
ment when this metability is used. This includes
long-distance running, escape, and trying to reacl
an object across a room, but does not include dray
ing a weapon or other abilities that rely on REF (
DEX attributes.

The table below equates the MOV attribute with
typical speeds. Remember that the definition of
the MOV attribute is the number of feet that can
be covered in one turn.

MOV Speed (mph)

10
20 7
30 10
40 14
50 17
60 20
70 24
80 27
90 31
100 34
110 37
120 41
130 44
140 47
150 51
160 54
170 58
180 61
190 65
200 68

An individual with the Speed metability can reac
top speed in a single round and can stop from top
speed in a single round. Running into things
inflicts damage according to the relative speed of
the two objects. Roll on the Crash Table, on page
86 of the Players Guide, ignoring damage to the
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| vehicle and applying only wounds to the individ-
ual,

Actions taken while using this metability, includ-
ing throwing or firing weapons, changing direc-
tion by more than 30 degrees, or catching objects,
require a REF check, with failure meaning the
runner crashes. (See above.) A character with
Speed metability must pick one of the following
disadvantages.

's ¢ Slow start: The character can attain Y2 the
ch MOV distance in a single round, and move to
aw full speed in the second turn.

"ol ¢ Slow stop: The character can reduce speed by /2
of his top speed in a single round, taking two
h turns to come to a complete halt from top speed.

* Hunger: After using the Speed metability, the
n individual must have a full meal or suffer from
hunger pangs (-1 per turn to CON for every turn
until food is provided).

* Exhaustion: After using the Speed metability,
. the individual must rest for 1d10 hours. Failure
to do so will result in a CON check every five
turns to check to see if the character passes out
for 1d10x3 minutes.

¢ Slow reflexes: All REF-based actions are at /2
skill level while using the speed metability.

The character with Speed metability may choose
one of the above, or roll on the table below:

% Roll
01-20
21-40
41-60
61-80
81-00

There are no proven cases of “speed demons,” indi-
viduals who have the metability of speed — even
the finest Olympic track stars remain within the
. limitations of human norms. Stories of meta-

]* speedsters persist, however, and a Speed metable
may be discovered in the near future. The suggest-
P ed reason why none has been found is that the

high REF and STR required to really benefit from
this ability are so rare, that those with the meta-
bility may just suffer from low stats and have no

Disadvantage
Slow start
Slow stop
Hunger
Exhaustion
Slow reflexes

significant outward manifestation of their
enhanced ability.

Healing

There have been reports through the ages of indi-
viduals with the ability to cure damage to others.
The metability of healing, while unproven, has a
wide base of support in folk tales and must be con-
sidered a possible metability.

The healing metability involves the removal of
filled-in damage boxes from the subject. The heal-
er must make a WIL or INT check to remove 1d10
damage boxes from a single area OR to remove 1
damage box from each of the 1d10 areas (even if
no damage was taken in some of those areas). Fail-
ure means the attempt was unsuccessful, and the
healer takes 1d6 points of damage to a random
area of his body. (Which type of check — WIL or
INT — is chosen by the healer when the character
is created.)

Unfortunately, damage doesn’t just go away in
this healing process — it must be “sent” else-
where. The would-be healer must choose one of the
following effects for his healing powers:

e The damage is transferred to the healer, area by
area, and he must heal normally.

e The damage is transferred directly to another
target with whom the healer has contact, who
will take the damage. The target gets a WIL
check to avoid the damage, and, if successful,
the damage is totally negated. (This is the only
case where damage disappears entirely.)

e The damage can be held by the healer up to 30
turns (1 minute). At the end of that time, the
healer must pass on that damage to someone
else OR suffer that damage AND go uncon-
scious for 1d6 hours.

Transfer of damage results in Bruise damage,
regardless of the type of damage originally inflict-
ed. Severed limbs cannot be restored by this meta-
bility, but a limb or body part for which all the
damage boxes have been filled may still heal in
this fashion. In addition, wounds will close, blood
flow will stop, and broken bones will knit when
this metability is used. A bullet lodged in a healed
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area will be healed over, and may require later
surgery to remove.

A healer cannot heal himself. The healer metable
has no other disadvantages than those listed
above.

Empathic Rapport

There are individuals who seem to have a basic
rapport with animals, plants, and, in some cases,
even objects and machinery. Like the Empathy
advantage, the metability allows the individual to
make judgments about a creature’s actions based
on very few clues. A character with Animal
Empathic Rapport, could, by making an INT
check, determine an animal’s mood (hungry,
angry, etc.), while one with Machine Empathic
Rapport could determine the probable actions of a
computer program.

The various types of Empathic Rapport, and their
advantages and disadvantages are:

* Animal Rapport: The individual has a basic
understanding of wild creatures, and can even
communicate basic concepts, making his or her
desires known. The effect is the same as the
Animal Training skill coupled with the Animal
Friendship advantage. In addition, by making
an INT check, the character with this metabil-
ity can get animals to perform actions they
would normally avoid, as well as prevent attack
by such creatures in combat situations.

* Plant Rapport: The individual with this meta-
bility, in addition to having a “green thumb,”
has a basic understanding of plant behavior and
reactions. While plants are not sentient in the
same sense as animals, this ability does permit
certain skill-like abilities, including Survival,
Tracking, Climbing, and Navigation in forested
areas. If the character already has these skills,
he or she gains +10 per level of skill instead of
+5.

® Machine Rapport: The character has an under-
lying understanding of machine intelligence.
The character gains a +10 advantage per skill
level for Computer Programming, Surveillance,
Electronics, and Mechanical skills. A character
with Machine Rapport also can, in 1d10 turns,

_

dope out the layout of sophisticated surveillanc
and protection equipment.

There are no disadvantages for this ability. Since
this tends to be a very subtle metability, the bulk
of its effects are undocumented.

Theoretical

Metabilities

Regeneration

In theory, there should be individuals with the
ability to do for themselves what character with
Healing metable does for others — restore lost
damage boxes. There have been no recorded cases ,
of regenerators, but that does not mean they do
not exist. ]

A regenerator is able to restore filled-in damage
boxes only from himself. He may do this by mak-
ing a WIL check, with the number of boxes being
removed equal to the reduction of the character’s
WIL for 1 day. If a regenerator heals (removes) 10
damage boxes from his Character Dossier, his WII ,
drops by 10 points for one day. It does not matteril »
the damage was Wound or Bruise damage. 1
Regenerators must take one of the following disad ¢
vantages: I

* Special situation: The regenerator can only E
regain lost damage boxes under certain situa- |
tions: in bright sunlight, while standing on nat- €
ural earth, while drinking a milkshake, etc. 1
Whether this is as a result of the power itself or
some mental requirement is up to the player d
and Administrator. t

* Trance state: The regenerator can only regain £
lost damage boxes while in a trance lasting 1d6 ©
turns. During this time the regenerator is total: b
ly defenseless, and must be protected from out-
side attack.

W
B
d
® Odd regeneration: In most cases, regenerated t]
tissue will be the same as normal tissue. This
disadvantage means the regenerated tissue is d
another color (blue, green), or texture (scaly,
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feathers, etc.) After a few combat situations, a
regenerator may find himself looking very dif-
ferent from his fellow agents, with a similar
decrease in popularity, ability to pass unnoticed
in a crowd, etec.

¢ Vampirism: The best-known form of Regenera-
tion is also the most unlikely. There are no
proven vampires in the FREELancers universe,
though studies in the mid-’80s indicated that a

blood disease may be the cause of “classic” vam-

pire legends. Vampiric regenerators regain lost
damage boxes by taking them from others. The
vampire must fouch the victim, and, if the vic-
tim fails a WIL check (one each round the vam-
pire is in contact with the victim), the victim
loses a point of CON for each damage box
healed.

. There are no reported regenerators in the
FREELancer files.

% Roll
01-50
51-80
8190
91-00

Armor

Disadvantage
Special conditions
Trance state

0Odd regeneration
Vampirism

The Toughness advantage and equivalent metabil-
ity allow an individual to withstand greater dam-
age than normal, but as of yet, no individual has
manifested a metability that provides natural
physical protection, in effect, personal armor.
While such individuals may exist, proof of their
existence has not yet come to light. (Dr. Rhand’s
own idea on this matter is that those with armor-
like abilities tend to put themselves into more
dangerous situations, which in turn cuts down on
their numbers.)

An individual with Armor metability has the ben-
efit of Hard Cover at all times. Armor-piercing
bullets affect the character normally, but melee
weapons which inflict Wound damage only inflict
Bruise damage. Weapons which inflict Bruise
damage affect the armored character only if more
than 4 points of damage are inflicted. The individ-
ual with the metability may take one meta-
disadvantage.

If the optional Reality Rule on levels of penetra-
tion and armor is used, players can choose the
level of Hard Cover (1-5) their characters have.
For each level of Hard Cover, the character gets
one meta-disadvantage. It is possible to have char-
acters with “ordinary” Armor metability operat-
ing with those from the optional rules, without
affecting play.

The nature of the armor is up to player, and may
tie in with the nature of the meta-disadvantages.
Characters might generate a substance other than
flesh and bone, developing a hard carapace, or
generating an impregnable force field.

Disadvantages are many for the theoretical
armored agent. The individual can choose from
the list below, roll randomly from the table which
follows, or create a disadvantage of his own, with
the Administrator’s approval:

e Immobility: The Armor metability can be turn-
ed on or off at will, but while in armored form,
the individual cannot move.

® Limited movement: The Armor metability can
be turned on or off by a WIL check, but all REF,
DEX, and MOV checks are at /2 value. (If a Y4
REF, DEX, or MOV is called for, then the action
requires a Lucky Break.)

* Concentration: Some amount of concentration is
required to maintain the armored form, so that
all WIL and INT checks are at ¥z value. (If a Y/
WIL or INT check is called for, the action
requires a Lucky Break.) The Armor metability
may be activated at will.

e Partial protection: The armor protects only
three adjacent body areas (player’s choice or
random selection). Damage affecting other
areas is treated normally. The armor may be
called upon at will, or be in place continually.
The armor can’t be “moved” to fit the situation.
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e Obvious appearance: This form of armor is con-
tinually in effect, and gives the individual with
this metability a particular “look” (carapace,
huge size, etc.) which makes him easy to pick
out in a crowd.

e External manifestation: This form of armor may
be engaged by a WIL check, but the armoring-
up process affects the environment, calling
attention to the transformation into armored
form. Suggested manifestations include claps of
thunder, whirlwinds, flashing lights, or mild
earth tremors.

e Mental strain: This form of armor may be
engaged at will, but requires a WIL check every
10 turns or the individual goes unconscious for
1d10 minutes.

e Physical strain: This is the same as mental
strain, but a CON check is required to maintain
armored form.

Multiple disadvantages have a cuammulative
effect.

% Roll Disadvantage

01-10 Immobility

11-30 Limited movement

31-50 Concentration

51-70 Partial protection

71-80 Obvious appearance

81-90 Transformation

91-95 Mental strain

96-00 Physical strain
Flight

Dr. Random has proposed that a telekinetic with
enough power and an excellent sense of self could
attain flight by lifting and transporting his or her
own body. Sounds good on paper, but no one has
evidenced it yet.

An individual who could fly would be limited to a
speed no greater than his MOV, and would suffer
from the standard limitations for endurance and
exhaustion. A little thinking would indicate the
individual could use a paravane, glider, or other
device to keep aloft for a long time without ill
effect.

The amount such a flier could lift would be deter-

mined by normal encumbrance rules. If MOV is @
quartered by weight, then no additional weight t
may be carried. Any individual in flight who take s
damage must make a REF check or drop 30’ per ¢
round, until the check is made or the character
hits the ground.

The disadvantages of such a would-be flier are
still under discussion, but would include the fol-
lowing:

e Concentration: In order to fly, the individual |
must be in a state of intense concentration.
Breaking that concentration causes the flier to
drop like a rock. (See damage from a fall on
page 8 of the Administrators Guide.) The flier
can perform most actions normally, but any
interruption (such as gunfire, thunderstorms,
and the like), requires a WIL check to maintain
concentration. If concentration is lost, the play-
er must make a REF check to regain control.

e Light structure: A flier would benefit from a
light bone structure, but there’s a downside —
light-structured fliers are extra vulnerable to
damage. The flier has one less damage box in
each area than normal.

e Hunger: In order to maintain a high metabo-
lism, the flier must eat continually. Failure to
have nine square meals a day (give or take a
couple) will result in loss of concentration, alti- .
tude, and life.

e Visible effects: As if a character in flight is not .
visible enough, the metability creates an addi-
tional showy device. (The character sprouts
huge scarlet wings, or trails sparkling dust
motes behind him.)

% Roll Disadvantage
01-30 Concentration )
31-50 Light structure
51-70 Hunger -
71-00 Visible effects 1

Retro-field Generation

Retro-field Generation is similar in many ways to
Pyrokinetics, save that field generators apply
their talents to the creation, increasing, and
decreasing of physical phenomena. While no evi-

-
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dence exists of individuals manifesting these abili-
ties, they remain a possibility, on the outskirts of
science. A metable with Retro-field Generation
could affect one of the following areas:

Gravity Control (Gravikinesis): A successful WIL
check allows a character with this ability to
increase or decrease the weight of objects by a
factor of two. Characters and objects targeted by
gravikinetics have their MOV and REF halved.

Magnetic Control (Magnokinesis): A character
with this ability can make a WIL check to
increase or decrease the attraction between
iron-based metals, causing objects to stick or be
repelled. This ability can also be used to fry
computer circuitry by a successful /= WIL
check.

Water Control (Hydrokinesis): A successful WIL

- check allows a character with this power to

| redirect the flow of water, throw balls of water,
or cause water to turn into fog (by increasing

the space between molecules).

Air Control (Aerokinesis): The chracter with this
metability can affect volumes of air, creating
gusts, dust storms, and the like, by a successful
INT check. He can create partial vacuums by a
/s INT check, since this involves maintaining a
large volume of air away from the opponent.

Disadvantages for this metability would be the
| same as for Pyrokinesis.

Waterbreather

The individual with this metability is able to
breathe water through natural or artificial gill-
membranes, without use of a re-breather or scuba

‘ gear. The metability does not confer swimming
skill, but there is no danger of drowning in normal
water.

‘A character with the Waterbreather metability
must have one of the following disadvantages:

* Dependency: The character can only breath
water, and if stranded in the open air, will die.
(Use the asphyxiation rules on pages 7-8 of the
Administrators Guide.) A waterbreather could
“hold his breath” for a number of turns equal to
his CON.

® Disease: An individual breathing water would
find that the waters of North America are fairly
polluted, with the result that anyone in the
water for extended periods of time (1 hour +),
has a 10% chance of catching something nasty,
requiring a barrage of antibiotics to cure.

e Weak spot: The character would be vulnerable
around the chest and neck as a result of this
mutation or change. Reduce the number of dam-
age boxes in each area by 2 (to a minimum of 1
box).

The player can choose any of these for his charac-
ter, or roll on the following table:

% Roll Disadvantage
01-30 Dependency
31-50 Disease
51-00 Weak spot
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All of the standard Career Packages from the Top
Secret/S.1.™ boxed set are available (Military, Pro-
fessional, Worker, and Entertainer). In addition,
there are a number of new Career Packages that
may be used in the FREELancers campaign.

Espionage: These are characters whose training
is in the spy trade, whether with Orion, the Web,
the CIA, the KGB, or other organizations.

Street: Street careers are similar to Worker
careers, but greater emphasis is placed on General
skills.

Student: The Student career offers fewer choices
than some other Career Packages, but also has
fewer mandatory skills. Many young agents in the
FREELancers program are recruited directly from
school.

Combat Arcane: This career package ties in with
the Combat Arcane metability. It reflects charac-
ters who have spent the bulk of their lives in some
remote area honing a single skill (usually a Com-
bat skill) to its ultimate perfection. A character
who takes the Combat Arcane background is not
required to take the Combat Arcane metability,
but a character who takes that metability must
have this as a background.

Espionage Career

Mandatory Skills: Mechanical — 0; Combat — 8;
Specialty — 8; General — 6; Education — 0; Lan-
guage — 2.

An Espionage character may spend up to 35 points
on skills, within the requirements presented
above.

Starting Savings:
$3,000-$18,000 (3d6x$1,000)

Level of Achievement: Characters with Espio-
nage background usually are relatively new
agents, since long-term agents either retire or are
terminated to prevent them from revealing the
secrets they have learned. A character with Espio-
nage background may be a product of CIA-funded

education, someone who has worked his way up iwk
the FREELancers ranks, or a turncoat or escapeor
from a rival organization. In the latter case, thatsic
rival organization will be an automatic Enemy
(see page 23 of the Players Guide) to the charac
The FREELancers organization is on good terms.,
with U.S.-based intelligence operations — agents
who have “defected’” to the FREELancers are ge
erally considered “on assignment” with the supe
agent group. Foreign agencies take a dimmer vie
of spies changing jobs, as do Orion and the Web.

Street Career

Mandatory Skills: Mechanical — 4; Combat — 4%']

Specialty — 4; Education — 0; General — 8; Lan- D
guages — 0.

The Street Career has 30 points available for =
spending on skills. B
Starting Savings: g

[

$1,000-$6,000 (1d6x$1,000)

The Street Career reflects a wide and diverse ir
group, including adventurers, former criminals, pe
writers, unemployed professionals, and many othli
ers. al

Level of Achievement: Self-made businessmen b.'

and other leaders and innovators are often foundi
in this group. The “career” is usually cash-poor, 5

however. S
S1
li

Student Career |

Mandatory Skills: Mechanical — 0; Specialty —
0; Combat — 0; Education — 6; General — 4; Lan.
guage — 4.

The Student Career has 25 points available for
spending on skills.

Starting Savings:
$1,000-$10,000 (1d10x$1,000)

The Student Career is for young agents, or those,
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) in who, for whatever reason, have not yet completed,
ee |or do not expect to complete, a standard, Profes-
at | sional, career package.

Level of Achievement: Education may include
ter one or more college degrees, but this is not a
requirement. Student careers have more free
options than any other career, but are limited in
2?' the total number of skills available.

lew

| Combat Arcane

Career

Mandatory Skills: Mechanical — 2; Combat —
(special); Specialty — 2; General — 4; Education —
0; Language — 4.

Starting Savings:
$0

The effects of the Combat Arcane metability were
described earlier, but even those without that
metability can devote their lives to combat train-
ing. This Career Package gives a player 30 skill
' points, all of which must be spent in the categories
1- | listed on the table above. Selecting this package
allows three free combat skills at level 6. The Com-
bat Arcane careerist can also ignore all prerequi-
| sites in the Combat skill category. The Combat
Arcane is, in many ways, the most powerful char-
acter around, but he’s also severely limited out-
side of his chosen combat specialties and is further
limited in initial character development by the
I lack of skill points to spend on non-combat skills.

4,

!
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New Skills for FREELancers=

ATT: DEX (or the appropriate attribute)

# Skill ATT COST PRE*
] COST: 3/4/8
1 Archaic Weapon OPI?EX 3/4/6 7,21 PRE: Firearms (7), Melee Weapons (21), Heav
2  Unique Weapon DEX 3/4/8 7,21,13 Weapons (13)
3 Impromptu STR 2/3/4 21 The character with this skill specializes in a par
Weapon or DEX ticular weapon or weapon system, often unique
4 Laser DEX 4/2/4 - : . :
5 Pulser DEX 4/3/4 7 and/or experimental in nature. The DEX attribu
6 Taser INT 3/4/6 — is used to determine success with this weapon,
7  Flame Thrower ~ MOV 2/4/4 - unless the weapon obviously would use some oth
8  Wrist Rockets 1\]‘:1[3}’ 3';45 6/ - attribute. (This is the Administrator’s choice, wi
9 Stutterahot 48 i the note that most Heavy Weapons are INT-base
10 Beanbag Gun DEX 2/3/5 —
1 Net Gun DEX 3/4/4 7 most firearms DEX-based, and melee weapons c
12 Weapons Pod be either STR-, MOV-, or DEX-based.)
1 *
Devics VT A% o In developing this skill, the character also is car
13 Weapons Suit REF 4/4/5 8 2 A P .
Melee or INT ble of handling modified and/or improved versio:
of the experimental device. A character who
* Prerequisite numbers whic}_a are .rnarked with an asterisk begins working with a backpack-mounted grasel
L bl il e o pagens; | Gpamitiray lanef) will hinysentogh wor ing
of tha Players Guide. knowledge not to suffer when it becomes a helm

mounted device. As with Archaic Weapon skill,
details of weapon and skill use are left to player

1. Ar chaic Weapon and Administrator to negotiate.
ATT: MOV or DEX (d din
selocted) BRI ey - 3. Impromptu Weapon

COST: 3/4/6 ;

PRE: Basic Firearms (7), Melee Weapons (21) A'l'rl S'I‘Rdor DEX (depending on weapon
This skill gives the character an understanding of CS%’;‘C;?S ‘,L

a type of weapon outside the standard weapons PRE: Basic Melee (21)

list. Each archaic weapon must be learned sepa- ] U "
rately; understanding of one archaic weapon does The character will this skill is adept at using
not mean that another is similarly understood. rocks, bottles, chairs, and other “found” items
Archaic weapons which use gunpowder require weapons with greater ability than most others.
Basic Firearms (7) Those which are used in hand- This Sklll, a sort of Advanced Basic MEIEB, is co1
to-hand combat require Basic Melee (21). Nuncha- mon with brawlers and individuals who have nc
ku and other Oriental weapons may be used had the opportunity for specific training in part
without penalty or prerequisite, but are often com- | ular weapons.

bined with Oriental Martial Arts (28) for greater The damage these weapons inflict is 1 point les:
effect. Players and Administrators should work than the weapon they most resemble — a broke;
out the specifics of weapon and skill use during bottle is a Dagger —1, a chair leg is a Club -1,
character creation. and a sailfish hurled across the room is a Spear

1. Improptu weapons analogous to weapons whi
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inflict 1 point of damage will inflict no real dam-
ge, but may still confuse or frustrate an oppo-
nent.

ar- ATT: DEX COST: 4/2/4 PRE: —

'ﬁ The character with this skill is able to use the
' “Qstandard operational laser (SOL).

;tha’Ibn years in the future, the SOL is a backpack-

Wi
sedlar to a flame thrower. (For damage and effects,
caSee page 43.)

8 5. Pulser

or ATT: DEX COST: 4/3/4
'PRE: Basic Firearms (7)

'ﬂeﬁ_‘The character with this skill is able to use the

, standard operational pulser (SOP).
TS |

‘ed at the FREELancers’ labs. It is a bulky, one-
‘handed, throwaway laser, good for 10 shots. (For
‘damage and effects, see page 44.)

ATT: INT COST: 3/4/6 PRE: —

The character with this skill is able to use the
standard operational taser (SOT) and related elec-
trical weapons.

1S

m- The SOT is a wrist-mounted weapon, usually used
bt | with an insulated glove. It fires a set of two darts
ic- from compressed air launchers, each dart spooling
an insulated or uninsulated line. An electrical
charge is passed through the wire, injuring the
target.

ounted device with a wand-like firing unit, simi-

The SOP is an experimental device still being test-

7. Flame Thrower '

ATT: MOV COST: 2/4/4 PRE: —

The character with this skill can use a flame
thrower. This includes firing, maintenance, and
getting into and out of the harness, even in crisis
situations. (Such as when the fuel tanks are
exploding!)

A character with this skill can use all flame
throwers with equal ability. (See page 44 of the
weapons section for effects of these weapons.)

8. Wrist Rockets

ATT: MOV COST: 3/4/6 PRE: —

This skill allows the user to wear and fire the new
Wallaby Wrist Rocket. (See page 45.) These gyro-
jet weapons, which have a variety of payloads,
first arrived on the shores of the U.S. in 1997.
About two dozen knock-off plants are operating in
the United States, producing dangerous, low-
quality equipment. This skill allows the user to
safely identify and disassemble the weapon.

9. Stuftershot

ATT: INT COST: 4/5/8
PRE: Basic Heavy Weapons (13)

This skill allows the character to use another new
weapon, the stuttershot machine gun. (See new
weapons, page 45.) The stuttershot is a bulky sub-
machine gun linked by a fiber-optic cord to the
user’s eye. The user can fire at targets in a crowd,
hitting only those he wishes.

10. Beanbag Gun

ATT: DEX COST: 2/3/5 PRE: —
This skill allows the character to use any of the
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stun-guns available on the open market, ranging
from the Ministun to the Stunbuster semiauto-
matic. These weapons use CO2 canisters to fire
bags of lead shot. This type of weapon has been in
existence since the early *70s, but has only come
into common use in the past few years.

11. Net Gun

ATT: DEX COST: 3/4/4
PRE: Basic Firearms (7)

This skill gives the character the knowledge to
use the net gun, a restraining device which fires
entangling mesh or bands. These guns are used
for crowd control and mass arrests. The skill helps
both in hitting the target and making the judg-
ment as to whether the net gun has a chance of
hitting and entangling the intended target.

12. Weapons Pod
Device

COST: 2/4/5
PRE: Driving/Weapons Suit (8%)

ATT: INT

This skill allows the user to manipulate the wide
variety of weapons pods that can be fitted to man-
amplifying power suits (MAPS). Characters with
this skill are versed in the use, care, maintenance,
and repair of one of those weapon systems. (See
new devices, page 50, for the details of MAPS.)

13. Weapons Suit Melee

ATT: REF or INT COST: 4/4/5
PRE: Driving/Weapons Suit (8%)

This skill allows the character to fight effectively
when encased in a man-amplifying power suit
(MAPS) or similar device. An individual with
Weapon Suit Melee skill can use other close-
combat techniques only if he has mastered Weap-
on Suit Melee at skill level 5.

- = 4 I
Mechanical Skills &

#  SKILL ATT COST PRig |
1 Weapons Suit Repair INT 3/2/4 T7*Al
2 Computer Technician INT 3/3/5 7 Gen

* All prerequisite numbers on this list refer to t!
Mechanical skill list on page 35 of the Players n

Guide.
1. Weapons Suit Repair i,hm
e
ATT: INT COST: 3/2/4 E;‘sg;
PRE: Electronics (7) Svhe:

This skill allows the character to repair, modify, pati
and maintain the MAPS and other weapons S“ihGlea
their weapon systems, and their controls. This

skill does not permit understanding of Savant- 1, .

created devices such as Scratchbuilt’s weapons 4.
suit. (See Scratchbuilt.)

aged

Give

2. Computer oy

- - c ec

Technician addi

Com

ATT: INT COST: 3/3/5 is se

PRE: Electronics (7) that
1

This skill allows the character to modify, build, 211;'::-

and repair computer hardware, including all phy e
ical manifestations of the computer (terminals,
drives, modems, printers, and the like). It no lon
er provides sufficient knowledge of software to
keep up with 1990s computer programming. (S A gl

Computer Programmer under Educational Skilimak
INT
|| 2

General Skills

1S ne
proc

# SKILL ATT COST PRI pApp
1 Gleaning INT 4/4/4/ -1hig
2 Acrobatics REF 4/4/7 - rolls
3 Bureaucratics INT 2/2/4 - Th.is:
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. Persuasion WIL 3/3/4 —

| Driving/Hovercraft DEX 2/3/6 —
| Piloting/Airship DEX 3/4/8 23
' PR Piloting/Space Shuttle DEX 4/4/8 28
' § Driving/Weapons Suit DEX 2/4/6 —
AlI prerequisite numbers on this list refer to the
seneral skill list on page 47 of the Players Guide.
r to i
ers

l. Gleaning

: INT COST: 4/4/4 PRE: —

!
. 'he problem with an information-heavy age is the
juge amount of information available — the
nswer to just about any question exists some-
vhere, but finding that answer requires both
difyjatience and skill.
8 sui
his
ant-
ons

Zleaning is the process of picking over files, man-

scripts, and computer data to locate information.
t is also useful in locating data that has been hid-
en and/or partially destroyed and restoring dam-
\ged computer records.

siven the correct data-base, the gleaner can come
p with an answer in 1d6 hours. Make an INT

heck, +5% per level of Gleaning skill (plus an
dditional 10% if using a computer and having the
omputer Aptitude advantage). Information that

s secret requires a /2 INT check, and finding data

hat is top secret, or deliberately hidden, requires
1s check. If the first check fails, a second INT

ﬂld’ heck should be made to see if the process is a
alg ead end (no further checks), or more information
o lok needed (acquiring more records and starting the

, to Jrocess again).

. (Sel gleaner may double-check the information by
Skillnaking another 1d6 hour search and making an
NT check.

2. Acrobatics

PRM’& REF COST: 4/4/7 PRE: —

This skill allows the character to perform flips,
“olls, tumbles, and other gymnastic maneuvers.
is skill may be used to avoid damage in falls, as

——._n‘.ll_

%
k 2

[

well as leaping over pits, evading objects, and in
place of other REF-based checks.

In addition, the character with Acrobatics skill
may try to dodge attacks (both in melee and
ranged weapon combat). For each level of skill,
10% is subtracted from the attacker’s chance to
hit. For the individual with this skill, any actions
taken while dodging will require a skill check.

3. Bureaucratics

ATT: INT COST: 2/2/4 PRE: —

This skill gives the character the ability to deal
with all types bureaucracies, from civil organiza-
tions to political structures to corporate red tape.

The ability to handle bureaucracy with patience
will help in freeing up information through nor-
mal channels, getting reports, equipment, and
personnel needed, and gaining access to data that
might otherwise not be available.

To use the skill, figure the amount of time the
request would normally take. The character with
Bureaucratics requires somewhat less time to per-
form the task: Reduce the time required by the
level of skill times 20%, with a maximum reduc-
tion of 80% of the “normal” time.

4. Persuasion

ATT: WIL COST: 3/3/4 PRE: —

This skill allows a character to mislead or misdi-
rect others, as well as persuade others (NPCs only)
to perform certain actions for his benefit.

The Administrator may ask for a Persuasion roll
whenever a character is attempting to influence
an NPC to do something not in in the NPC’s best
interests. Player Characters are never affected by
this skill — they have to make up their own
minds. Dangerous and/or difficult requests should
have an Administrator-determined modifier. (Ask-
ing an NPC to risk his or her life should have a
modifier of —100 or greater.) Certain actions
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should not be allowed: Convincing an attacking
mob to go away, or a hostile individual to surren-
der, or a powerful NPC to do practically anything
significant, should be impossible.

5. Driving/Hovercraft

ATT: DEX COST: 2/3/6 PRE: —

This skill allows the user to maneuver hovercraft,
also called ground-effects vehicles. (See new vehi-
cles, pages 48-49.) Driving checks are required for
novices (those without this skill) at all stages of
the operation. Driving checks are required for
individuals with this skill when performing haz-
ardous operations.

6. Piloting/Airship

ATT: DEX COST: 3/4/8
PRE: Piloting/1-engine (23)

This skill allows the individual to safely pilot
blimps, dirigibles, balloons, and other lighter-
than-air ships. Such airships are in increasing use
in the future by both military and civilian person-
nel for exploration, intelligence gathering, con-
struction, and moving heavy materials in closed
spaces.

7. Piloting/Space

Shuttle

ATT: DEX COST: 4/4/8
PRE: Piloting/Multi-engine Jet (28)

This skill is as described on page 52 of the Players
Guide, except that a character with this skill is
conversant in the operation of all space vehicles,
including shuttles, landers, the Euro spaceplanes,
etc.

8. Driving/Weapons Suit

ATT: DEX COST: 2/4/6 PRE: —

This skill allows the user to handle a weapons
suit. (See weapons suit under new devices, page
50.) The individual is skilled in basic movement
and is aided in performing actions as for the driv-
ing or piloting skills. This skill does not allow the
use of a weapons suit in combat, except by default,
(See Weapons Suit Melee skill.) nor does it allow
the use of the suit’s weapon systems. (See Weapon:
Pod Device skill.)

Specialty Skills

# Skill ATT COST PRE
 § Stunting/STR STR 3/5/8

2 Stunting/INT INT 4/6/8 —
3 Stunting/REF REF 3/5/8 —
4 Stunting/WIL WIL 3/6/8 —
5 Stunting/CON CON 4/6/8 —
6 Stunting/MOV MOV 3/5/8 —
7 Stunting/DEX DEX 4/6/8 —
8 Security Systems DEX 4/3/6 —

Situations often arise where a character wishes to
use skills, attributes, advantages, and metabilities
in a manner not normally used, such as a charac-
ter with Slingshot trying to ricochet a shot off two
walls to a target, or a telepath trying to read a lost
dog’s thoughts to take the pooch home. Under nor-
mal situations, the skill or attribute check would
be halved, quartered, or disallowed entirely.

The Stunting skill allows an individual to pull off
otherwise impossible actions. This “skill” reflects
non-linear thinking and innovation in a particular
area, and, unless the Administrator allows other-
wise, may only be used once per hour per attrib-
ute. The player must still come up with a
plausible (if not necessarily realistic) reason for
his stunt, and why the skill or attribute he wishes
to use is applicable. The Administrator still may
determine that the proposed stunt is too far-out for
his own campaign, but in general, an “impossible”
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stunt requiring a Lucky Break becomes possible
at Y4 attribute check, a difficult task requiring a
Ys check becomes possible at /2, etc. A straight
attribute check cannot be improved by a stunt.

In addition, s and Y2 attribute checks also benefit
from a +5 bonus per skill level of the stunt abili-
ty. Full attribute checks gain no such benefit.

8. Security Systems

ATT: DEX COST: 4/3/6 PRE: —

This skill allows the character to detect and possi-
bly neutralize security devices and systems of a
technological nature, including burglar alarms,
tripwires, photoelectric cells, weight detectors,
and the like.

To detect the presence of a security system, the
skilled character must spend at least one full min-
ute studying the area guarded by the system. A
successful skill check would indicate that the
alarm system is spotted.

A character may deactivate the security system by
making a second check. This may be modified
depending on the type of security device. A simple
putty-and-wire burglar alarm (such as used on
many homes today) wouldn’t require a modifier, a
surveillance camera would require a —20 modi-
fier, a set of photoelectric plates and random light
beams would take a —60 modifier, and a
computer-operated “smart” system would require
a —100 modifier. A character may seek to bypass,
rather than deactivate the system, with the modi-
fiers listed above halved.

Education Skills

# SKILL ATT COST PRE*
SCIENCE SKILLS
1 Computer Program-
ming INT  2/3/6 T

ADVANCED DEGREES
LEADING EDGE
2 Robotics INT 3/5/10 11
3 Genetics INT 3/5/10 9
4 Artificial Intelligence INT 3/5/10 1*
5 Cyborging INT 3/5/10 14
6 Viruses INT 3/5/10 13
7 L-5 Colonies INT 3/5/10 8
8 Computer Politics INT 3/5/10 6
9 Corporate Politics INT 3/5/10 13
10 Savantism INT 3/5/10 13

* Prerequisite numbers which are marked with an
asterisk refer to this list. Otherwise, all prerequi-
site numbers refer to the Education skill list on
page 56 of the Players Guide.

1. Computer

Programming

ATT: INT COST: 2/3/6
PRE: Basic Science (7)

This skill allows the individual to create and under-
stand computer programs. Anyone can put a disk
into a machine and run a program, but this skill
permits the user to create his or her own programs
for specific tasks. The skill also allows the individ-
ual to scan software programs for viruses, bugs, and
programming glitches that might have been acci-
dentally (or purposefully) inserted into the program.

2-10. Leading Edge
Degrees

ATT: INT

COST: 3/5/10
PRE: See list above

The “Leading Edge” category represents that
research deeply involved with the next revolutions
in scientific and socioeconomic fields. Individuals
with this skill choose a particular area in which to
specialize, and in that area, gain advantages to
their ability to invent, create, and generate ideas,
and understand other theories in those fields.
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ENew Rules for the Future==si

The following rules are all optional and designed
to increase enjoyment of the FREELancers future.

Specific Damage

Rules for Vehicles

The Top Secret/S.I.™ game rules allow vehicles to
become disabled as a result of a Crash Table roll.
This is a streamlining feature when weapons are
used against the vehicle. These optional rules
treat vehicles more like characters for combat pur-
poses. A successful attack will damage a specific
part of a vehicle, much like a specific wound only
affects one part of a character’s body.

Size Modifiers for

Attack Rolls

All other things being equal, it’s easier to hit the
broadside of a dump truck than it is to make an
end-on shot against a motorcycle. Attacks made
against moving vehicles can include these modi-
fiers to simulate this effect:

Type of Shot Attack Roll Modifier
Motorcyle, end /o ATT
Motorcycle, side -10
Medium truck, side +10
(dump truck, tank,
GEV, etec.)
Power Armor +10
Large truck, side +30

Vehicle Sections

At the back of this book are a number of vehicle
diagrams. Each diagram shows a sketch of a typi-
cal vehicle, with damage boxes just like the
human hit location diagram in the Character Dos-
sier. Each part of the vehicle has a location num-

ber and several damage boxes for the various
sections. As the vehicle is damaged, you black out
unused boxes, just as you would for a character.

In most cases, determining how many damage
boxes each area of a vehicle has is a matter of
dividing its Protection Value by 4 and rounding
up. For example, a sedan (Protection Value —45)
would have 12 damage boxes for most areas (11.1
rounded up).

There are, however, some exceptions to the rule
above:

¢ Tires have three damage boxes apiece.

* Engines are tougher to hit (and just tougher)
than many other vehicle components. There-
fore, add two to the number of damage boxes.
Thus, the sedan above would have 14 engine
damage boxes, rather than 12.

¢ Windows have four damage boxes unless bullet-
proofed. Bulletproofing gives windows eight
damage boxes.

Vehicles only suffer damage from weapons capable
of doing greater than 1d4 points of damage. A
pocketknife isn’t going to do much against a car. A
baseball bat would do a little more, a gun, still
more. To reflect this, weapons that do bruise dam-
age (assuming they do at least 1d4 amount of dam-
age in the first place) do only half damage,
rounded up. Projectile weapons do full damage to
vehicles.

Explosives do normal damage, not only to the ares
hit, but damage adjacent areas as well. Adjacent
areas are not determined by hit location numbers,

but rather are areas physically adjacent to the

area on the Vehicle Hit Location Diagram affected

by the explosive. For example, an explosive hit on

the left wing of an airplane affects the wing, the

left front body (area 5) and the left rear body (area
6). A tail hit (area 9) affects both tail planes (area .
3) and, if your story would be made more dramat-

ic, the gas tank (area 10).

36

—



Locating Damage on a

Vehicle

The same system used to determine human hit
location is used for vehicles: Make a d% roll. If the
roll is lower than the percent chance of success,
the shot hits. Read the ones digit rolled to find the
hit location number. Check that number on the
Vehicle Hit Location Diagram for the target. Roll
damage dice for the weapon being used and assess
damage to the area hit.

Note that vehicle passenger compartments do not
have hit location numbers. In order to hit a pas-
senger inside a vehicle, you must destroy all dam-
age boxes in an area adjacent to the passenger
compartment. Once you’ve done this, excess dam-
age points (or subsequent hits to that area) go to
the passenger most directly in the line of fire.

The only other way to hit a passenger is to roll a
critical hit. Criticals go directly to the interior of
the vehicle, if the shooter chooses.

As with explosives, adjacent areas are those which
are physically next to the passenger compartment.
Admininstrators will have to make a lot of judg-
ment calls when determining passenger compart-
ment hits. Think about where the passengers are
located in the vehicle type you’re using, apply a
little common sense, and make the best judgment
you can.

Once you’'ve determined that a hit penetrated to
the passenger compartment, apply damage to a
randomly determined body part. Only exposed
body parts can be hit — it’s unlikely a gunman can
fire into a car and hit the driver in the abdomen,
for example. Use the Hard Cover rules on page 73
of the Players Guide. If using the optional levels of
Hard Cover and armor, weapons which are of
equal penetration strength to the armor can pene-
trate and inflict bruise damage to the targets,
while those of higher penetration value can inflict
full damage.

Damage Location

Charts

Consult the table for the type of vehicle at which
you're shooting. There’s a chart for cars, another
for airplanes, another for boats, and another for
motorcycles and snowmobiles, and lastly, ones for
helicopters and power armor/weapons suits. This
should cover most situations. If you need a chart
for some other type of vehicle, make one up, using
the ones provided as guides.

When using the charts to determine hit location,
use common sense. The location of a hit often
depends on the position of the attacker — a shoot-
er on the left side of a car won’t hit the right side
(area 7) even on a roll of 7. Draw a line between
the shooter and the target area on the car. The
first area it hits that blocks the aim will be the
area affected. A shooter directly in front of a car
might roll a 7 hit, but instead hit the right head-
light or right front fender. A mine directly
beneath a car will damage the lower portion of a
fender, destroy a tire or a gas tank, but it probably
won’t hit a windshield.

The player’s die roll should determine the general
location of a hit, but the final determination of hit
location is up to the Administrator — a windshield
hit from below might be called an underbody hit,
for example, with the damage being done to the
engine or controls (since they’re closest to the
windshield). Similarly, a helicopter strafing a car
will do most of its damage to the upper surfaces of
the auto.

Always take into account common sense, the
needs of your story, and player wishes when deter-
mining the exact location and effects of weapons
fire against vehicles.

Note that several of the hit location numbers
below refer to more than one part of the vehicle
(“rear window OR rear side windows,’ for exam-
ple). In cases like these, you can let the player
decide where he or she hit, or you can make the
decision yourself. If it’s important that the con-
tents of the trunk be undamaged, don’t let them
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be damaged. If it would be fun, funny, or exciting Motorcycle/Snowmobile Damage Chart 1
to have the trunk contents hit, hit ’em. 0 Cooling or lubrication system 1
Note also, that there are 12 hit location numbers 1 Windshield or passenger '
on each chart. Areas 10, 11, and 12 can only be hit 2 Front tire or ski (for snowmobile) :
by players of high enough skill levels to “bump” 3 Rear tire or tread (for snowmobile)
their shots. Unskilled players can only hit those 4 Engine
internal components on a critical hit to a sur- 5-6  Passenger (left side)
rounding area. 7-8  Passenger (right side)
Automobile Damage Chart 910 Gas _tank
11 Engine
0 Cooling or lubrication system 12  Controls
:12 Kznnisg:zld or front side windows Boat Daniage Chart
3 Rear tire 0-1 Windshield or side windows
4 Rear window or rear side windows 2 Port bow
5 Left front body or fender 3 Sail or port bow
6 Left rear body or fender 4 Port stern
7 Right front body or fender 5 Sail or port stern
8 Right rear body or fender 6 Starboard bow
9 Trunk, trunk contents, or wing 7 Sail or starboard bow
10 Gastank 8 Starboard stern
11  Engine 9 Sail or starboard stern
12  Controls 10 Gastank
. 11 Engine
Alrc(:*aft l;):an:ll.age C?a}:t & i 12 Controls
ooling or lubrication system .
1  Windshield or side windows Weapons Suit Damage Chart
2 Left wing, right wing, or rotor (helicop- 0-1 Windshields
ters)* 2 Left hand
3 Left tail plane or right tail plane 3 Left arm
4 Propeller, engine housing (jets), or rotor 4 Right hand
(helicopters) 5 Right arm
5 Left front fuselage 6 Left leg
6 Left rear fuselage 4 Right leg
y Right front fuselage 8 Shoulder-mounted pods
8 Right rear fuselage 9 Engines
9 Tail or tail rotor (helicopters) 10  Power source
10 Gastank 11  Controls
11 Engine 12  Fire control
12  Controls
* This can be considered a landing gear hit when
all wing spaces are gone, when there is a critical D o m G g e E ffe Cts l
hit to the wings, or when the landing gear are ¢
extended. ; :
Specific damage effects are described below. One
general rule applies to all hit locations, however: |
When all damage boxes in a particular area are
| .
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filled in, subsequent damage to that area goes to
the location directly behind the destroyed one. For
example, all of a sedan’s 12 trunk boxes are filled
in. Excess and subsequent trunk hits go to the gas
tank. If all of the gas tank boxes are filled in (and
the tank doesn’t explode), subsequent hits go to
the passenger compartment.

Critical hits bypass surrounding areas, if the
shooter wishes, and go directly to underlying
areas. For example, a critical hit to the windshield
can be taken as a windshield hit or go to the pas-
senger compartment (player’s choice).

Damage to the right location can seriously impair
vehicle performance.

Engine damage causes decreased Maximum Speed
and Acceleration. Each rating loses 10% (rounded
up) of its original total for each engine damage

box that has been filled in. Neither rating can be
reduced below 10% (rounded up) of its original
total as long as at least one engine box remains
undamaged. When all engine damage boxes are
filled in, the vehicle’s engine is destroyed.

If the Cooling System is destroyed, it will cause
the engine to overheat (and stop running) within
1d10 turns of the destruction of the cooling sys-
tem. If the system is damaged, but not destroyed,
the vehicle stands a chance of overheating. Check
after each hour of damaged operation by rolling
d%. The chance of overheating is equal to the
number of damaged boxes x10 — thus, three dam-
aged cooling system boxes would give a vehicle a
30% chance per hour of overheating.

Windshield, Side Window, and Rear Window dam-
age forces the driver to make an immediate Driv-
ing Check; failure sends the vehicle out of control.
The driver must then make a second check, or
crash. In addition, if hits penetrate the passenger
compartment, passengers are injured as described
above.

Control damage affects steering, throttle, brakes,
and/or electrical systems. (The Administrator can
use 1d4 to determine which system is damaged: 1
— steering, 2 — throttle, 3 — brakes, 4 — electrical
system, or pick the one with the most dramatic
game result.) If a control system is destroyed, that

system ceases to function and, very likely, so does
the vehicle. Partial control damage is treated the
same as cooling system damage — check every
hour, based on the number of damage boxes filled
in. If the check is lower than the percent chance of
malfunction, the control system stops working.

Fender damage primarily causes cosmetic dam-
age.

Gas Tank damage will cause the gas to leak out. A
driver with a damaged gas tank must check every
five minutes the vehicle runs to see if he is out of
fuel. The number of damage points, x10%, equals
the chance he will run out of gas.

Of course, any flame touching the gas will reduce
running out of fuel to a low-priority problem. Any-
time a fuel tank is hit by a bullet, there is a 10%
chance that it will explode. In this unhappy cir-
cumstance, treat each passenger as if he received
full damage from eight sticks of dynamite (1d6
wounds, for 1d8 points of damage each).

If the fuel tank is damaged by incendiary ammu-
nition, including tracers, it will automatically
explode. If the damage was caused by an explosive
attack, there is an 80% chance that the fuel tank
will explode.

Trunk damage has a 10% chance, per hit (cumula-
tive) of jamming the trunk shut. There is also a
20% chance, each time the trunk is hit, that some
object (roll randomly if more than one are present)
in the trunk will be hit as well.

Wing damage will cause an aircraft to lose lift.
The vehicle crashes, or cannot take off, if any
wing is destroyed. The aircraft loses 5% of its
Maximum Speed for every point of wing damage,
to a minimum of its Stall Speed.

Rotor/Propeller or Engine Housing damage will
result in impaired flying. If the last propeller or
engine housing on a vehicle is destroyed, the vehi-
cle crashes (or cannot take off). Treat points of
damage as Cooling System damage — there is a %
chance every hour of operation that the system
will fail. Aircraft with two or more engines can fly
with a single engine, but Maximum Speed and
Ceiling are both reduced by half.
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Tail Plane damage is treated like wing damage.

Tire, Ski, or Tread damage affects ground vehicles
as explained for tire damage in the TOP
SECRET/S.I.™ rules. Aircraft are affected if a
tire, skid, or pontoon has been destroyed, and the
vehicle tries to take off or land. All Piloting skill
checks for such attempts are made at /2 ATT- V4
ATT if two or more tires, skids or pontoons have
been destroyed.

Sail damage affects the speed and handling of a
sailboat. Each point of damage subtracts 10% of
the boat’s Maximum Speed, and gives a —1 penal-
ty to the Handling rating. If the sail is destroyed,
the boat cannot move — except by oars, paddles, a
motor, or a tow.

Damage to a weapon suit’s Hands and Arms is
primarily cosmetic damage until they are
destroyed. Then the limb and any weapons pods
mounted in those areas are completely useless.

Weapons Pods are shoulder- or top-mounted weap-
on systems in weapon suits. Each damage box
filled in reduces the chance of that weapon hitting
by 5%.

Power Source for power suits is equivalent to gas
tanks for normal vehicles, but the weapons suit’s
solid-fuel packs have no chance of exploding,
though they are both flammable and caustic. If
this area is destroyed, damage to this area will
leak out into adjacent areas for 1 point damage
per turn, and further damage to this area will
cause the weapons suit to catch fire. (Which is
dangerous to occupants only if the hull integrity
has been breached.)

Fire Control respresents the targeting computers,
navigation systems, and weapons links. For every
point of damage done to this area, the target’s
Weapons Pod Device and Weapons Suit Melee
Combat skills suffer a —5% penalty. Destroying
this area means the weapons suit wearer can’t

up systems.

make any attacks. The suit can still move on back-

Reality Rules:
Armor and
Weapons

As the Top Secret/S.I.™ rules now stand, armor
plating provides Hard Cover, and, in effect, immu-
nity from most normal weapons, save those which
have armor-piercing properties. In reality, there
are a number of different levels of protection and
penetration. A tank has a much tougher armor
shell than a Lincoln Town Car, but both are vul-
nerable to attack.

Matters get worse with the introduction of MAPS
and metabilities which boost strength levels above
human norms. Can an individual with an 100 STR
rip a car door off its hinges? Can a MAPS with 100
STR stove in the front of a tank?

For purposes of the FREELancers future, there
are five types of armor, represented as Hard Cover
(HC 1-5). Certain attacks will function against
certain HC values and not against others.

HC-1 — Metal chain, bulletproof glass, vehicles
with Protection ratings of greater than 20, but
less than 50.

HC-2 — Plastic/Kevlar chain, standard walls, Pro-
tection ratings 51-69.

HC-3 — Steel and aluminum sheet, brick, bomb
blankets, Protection ratings 70-100.

HC+4 — Tank steel, reinforced concrete, Protection
ratings 101-150.

HC-5 — Reinforced steel block, tougher materlals,
Protection ratings 151 and up.

The following items are stopped at each level of

hard cover:

HC-1 — Normal bullets.

HC-2 — Armor-piercing bullets from pistols and
rifles.

HC-3 — Armor-piercing bullets from automatic
weapons.

HC+4 — High-velocity armor-piercing bullets from
all small arms.

HC-5 — Explosive shells, explosions.
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Increased
Strength and

Armor/Hard Cover

As STR increases, it becomes possible for charac-
ters to damage materials weaker characters can’t
even dent. A “normal” individual, whether STR
20 or STR 50, will have no luck breaking down a
brick wall. With STR going into the 100s (and,
possibly even beyond), it becomes important to
know what STR levels are required to affect differ-
ent types of materials.

The following STR levels allow damage to differ-
ent HC levels:

HC-1 STR 71-80
HC-2 STR 91-110
HC-3 STR 111-131
HC-4 STR 131-150
HC-5 STR 151+

An important reminder is that, no matter what a
character’s STR, hitting a wall with bare hands
will break the hands before breaking the wall.
Sledgehammers and other tools are recommended.

Cyborging and

Biotechnology

It is already possible to replace many body parts
with transplanted parts or mechanical devices.
Advancements will continue over the next 10
years, but, until the turn of the century at least,
mechanical devices will not prove superior to the
original equipment. Cyborged material will tend
to be extremely large, bulky, and noisy. As a gen-
eral rule, the more a device can do, the more diffi-
cult it is to operate.

Examples of cyborg technology and the effects of
replaced parts include:

‘ =
Legs: One or both legs can be replaced by mecha- §

nisms which either enhance the limb’s remaining
abilities, or replace it entirely. The full apparatus
in either case appears as a bulky harness operat-
ing off a belt-worn power pack (good for 24 hours
of normal use).

The limbs have several disadvantages. They are
noisy (at best, a continual whirring noise), causing
stealth checks to be made at —50. They are also
slow. The limbs provide movement at walking
speed only. They cannot run, though a shift that
permits running at %2 speed is currently under
development.

A replaced leg will take 5 points of damage before
becoming inoperative. It is considered HC-1 for
purposes of hitting and damaging it. Damaged leg
mechanisms may be repaired by individuals with
the tools for electronic equipment repair and Elec-
tronics skill.

Arms and/or Hands: The greatest advances in
cyborg technology have been in the area of hand/
arm replacement technology, where a great deal of
detail work is needed to make them work effec-
tively. A hand or arm may be replaced by a
mechanical device with some loss of motor func-
tion. In addition, a replaced arm can increase STR
attributes when that arm is used.

Replaced hands and arms reduce REF by 15
points. (If both hands and/or arms are so replaced,
the reduction is 30 points.) MOV and DEX scores
are adjusted accordingly. The hydraulics also
make noticeable noise when in operation.

A replaced or enhanced hand/arm linkage pro-
vides the character with a +2 increase in STR.
Some individuals have built weaponry — small
pistols, wrist rockets and tasers — into replaced
limbs. These weapons are destroyed if the limb in
which they’re emplaced takes half damage.

A replaced hand or arm (areas 4, 5, 6, or 7) will
take 4 points of damage. They are Hard Cover
targets (HC-1 if the Reality Rule is used), and if
damaged, may be repaired by an individual with
electronic equipment repair tools and the Elec-
tronics skill.
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Internal Organs (areas 1, 2, 3): Artificial organs
within the body, including the heart, lungs, and
intestines, have been modernized so that they can
be self-contained. An individual with an artificial
heart, lungs, or kidneys can live an ordinary life,
with little indication of his artificial organs other
than a monitor plug jutting out of the skin.

Replaced internal organs have some disadvan-
tages next to natural ones — they tend to set off
airport metal-detectors and they reduce the num-
ber of damage boxes in the affected area by one.
Multiple replacements result in multiple damage
box reductions. (On your fourth heart, you’ll have
four fewer damage boxes in area 2 than you start-
ed with and might consider a desk job.)

Eyesight: Visual Impairment 2 or 4 can be partial-
ly restored by goggle-like vision enhancers, which
convert light energy directly to electromagnetic
signals. These signals are routed to a port at the
base of the neck, and plugged directly into the
brain from there.

An individual with such a device will be readily
recognizable (wearing heavy goggles at all times)
and will suffer from the disadvantages of Vision
Impairment and Color-blindness. The vision
enhancers are an improvement over total blind-
ness, but only a small one.

Vision enhancers take the first 2 points of damage
done to area 0 (the head), and afterward become
non-functional.

Brains: Researchers in cybergenetics are currently
studying devices which directly link man and
machine. The download and deadline devices are
examples of such items.

Transplants: Organ replacement is related to
mechanical replacement. An individual who
replaces a lost body part with another runs sev-
eral risks, including tissue rejection (There’s a
10% chance of rejection; if the roll fails, treat tis-
sue rejection as a disease.), and reduced effective-
ness. (There’s a 20% chance of failure whenever
the replaced body part is used; if the roll fails, the
task is attempted at Y2 ATT.) It is possible for a
surgeon to replace almost any body part by mak-
ing a Surgeon skill check. Then, the patient

makes a CON check to see if he makes it through
the operation. (If the character fails the CON
check, then the operation failed and he’ll have to
undergo the same surgical procedure again, losing
an extra damage box in the affected area. CON
rolls for subsequent surgical procedures are made
with a cumulative —10% penalty. If the character
fails his CON check with a Bad Break, he dies.)
Brains cannot be transplanted.

Researchers are developing a system by which
body tissue may be cloned and specific body parts
regrown for later use. This is still under develop-
ment as a “leading edge” science.

Cryogenics: Often a patient is too badly damaged,
diseased, or old to be repaired by mechanical or
biotechnological means. Individuals working for
some major corporations and agencies (including
FREELancers) who request it, can be placed into
cryogenic storage, their bodies flash-frozen so that
they may be revived later. The founder of the
FREELancers, George Underhill, is in such a
state, waiting for a cure to the particularly viru-
lent cancer with which he is afflicted.

From a roleplaying angle, playing a TV dinner is
no fun, but it is a method of placing badly dam-
aged agents “on-ice” while other agents pursue
missions.

FREELancers has an experimental cryo-
cybernetic hookup that allows communication
with the officially deceased Underhill. (Note —
freezing a living individual is regarded as man-
slaughter in Illinois in 1998, so only the officially
dead are frozen.) This is the only such known oper-
ation, and its effects on Underhill are not known.
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TI-45p (U.S./South Korea)

All weapons from the Equipment Inventory and
the G4 File are usable in the FREELancers future
campaign. In addition, the weapons listed below
are also available.

The columns beside each weapon are as follows:

Weapon — The weapon’s name, including caliber
(if any), and the weapon’s country of manufacture.

Weight (Wt) — The weapon’s weight in pounds,
fully loaded, armed, or charged.

Cost — The weapon’s cost in dollars.

Damage (Dam) — The die an attacker rolls to
determine how many points of damage a success-
ful attack with the weapon inflicts.

Range — All ranged weapons are given a short,
medium, and long range, measured in feet. Weap-
ons are ineffective beyond long range.

Ammunition (Ammo) — The number of rounds
making up a full load, or number of shots from a
fully charged power pack. Weapons with more
than one number in this column can use a variety
of loads.

Load — This column lists the number of turns
needed to reload the weapon. The reload time will
also have a letter indicating type of load: b — belt,
¢ — clip, d — drum, q — quick-loader, p — no
reload, r — weapon recharges.

Modifiers (Mods) — This number is added to or

subtracted from the Initiative roll of any character
using the weapon.

Lasers

Weapon Wt
Sandusky X-13 (U.S)
30 4,000 3d6

Cost Dam Range Ammo Load Mods

50/150/300 50 30r -1
25 5,000 3d6
Silver Spector (U.K.)

40 5,500 4d4

25/50/100 30 3e —

50/100/300 40 5¢ -

G4 — File for the Future

File 1 - Weapons
and Gadgets

Hrun (U.S.S.R.)

45 6,000 2d8+2 100/150/300 50 50r -1
Beretta/Douglas Nova (Italy)

10 7,000 1dé 10/50/100 20 20r —_

Notes on lasers:

The typical laser is a backpack-mounted device
with a fiber-optic cable connecting the pack to a
wand-like control/fire center. The device looks sim-
ilar to a World War II flame thrower and functions
in much the same way.

Like automatic weapons, lasers can fire bursts,
with a single burst from a laser consisting of 10
charges. The effects of a laser burst for targeting,
hitting, and multiple targets are the same as for
bursts from other weapons.

Lasers must be recharged via a power pack which
plugs into most household sockets. Note, however,
that these packs will often overload the electrical
systems of older houses, so care is advised. Stand-
ard recharging time is one charge restored per
turn. Power dials on the control/fire wand indicate
the number of charges left.

The Berretta Nova is an exception to the above.
Available only in prototype form, the Italian com-
pany has created a weaker weapon with a power
pack on a belt harness as opposed to worn on a
backpack. Field tests are under way with several
major espionage agencies (including FREELan-
cers), and underground versions are already begin-
ning to appear. When the Nova is marketed, in
circa 2002, the price should be brought down to
under $4,000.

The standard issue laser (when one is used) for
FREELancers operatives is the TI-45p, a utilitari-
an, common-usage laser created by a joint U.S.-
South Korean research venture.

Lasers listed as “r-loads” have their own internal

plugs and can be recharged by being plugged into

wall sockets. Those listed as ‘““c-loads’ require sep-
arate, standard-issue chargers ($500 U.S.), which,
for all intents and purposes, function the same as

clips for semiautomatic weapons.

Clips of power-pack ammunition cost $100 U.S.,
regardless of type.

4
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Weapon Wt Cost Dam Range Ammo Load Mods
Model V “Jocko” (US)

2 200 1dé6 30/60/90 10 P 1
Model VI “Ralphie” (US)

1 600 1d6  30/50/150 10 P 2

Notes on pulsers:

Pulsers are hand-held lasers made of low-grade
materials. Waste heat generated by the pulser is
such, that by the time the 10th shot is fired, the
weapon is useless and should be discarded. For
every shot after the fifth, a —10 penalty is applied
to hit. Pulsers can’t be reloaded or recharged.

Two models of pulser have been developed by Dr.
Random’s labs for use by FREElancers personnel.
Current debate over the use of pulsers vs. hand-
guns is ongoing. In the pulser’s favor, the weapons
have no muzzle noise and a low replacement cost.

Weapons similar to Orion pulsers are available to
most major espionage agencies. The Web makes
them available to line agents, while the FBI is
still researching them.

Pulsers are still experimental, and, in adverse
conditions (rain, immersion in water, intense heat,
etc.), may malfunction. The base chance is 1% per
shot fired. Malfunction results in explosion of the
device. (1d8 points of damage per shot left to all
within 5’ of the device.)

Tasers

Weapon Wt Cost Dam Range Ammo Load Mods
20v Malamuke (U.K.)

15 79 1+WIL check 5/20/50 2 2c 1
30v Grasscutter (IRA)

4 150 1+WIL check 5/10/50 2 le 2
United Weapons 25v TI-20x (U.S.)

2 100 1+WIL check 10/20/40 2 lc 2

Notes on tasers:

Tasers are wrist-mounted devices which use CO2
cartridges to fire darts trailing lines of electrical
wire. The darts themselves hit for 1 point damage.
An electrical charge is then passed through the
line, causing a man-sized opponent to make a WIL

check or be knocked unconscious for 2d6 minutes.

The Texas Instruments 20X is the standard opera-
tional taser in the Freelancers armory, but is rare
ly used save for covert operations. The British
Malamuke was the original taser, first put on the
market in 1993 as a big-game hunting weapon.
The device straps onto the lower arm, and is diffi-
cult to conceal. The IRA’s Grasscutter is a modi-
fied and refined Malamuke, reduced to a usable
and concealable size. The Grasscutter is the weap-
on of choice for disabling kidnap victims and over-
powering traitors to the IRA cause. The TI-20X is
a further refinement of the Grasscutter.

Flame Throwers

Weapon Wt Cost Dam Range Ammo Load Mods
SM-23 (US) 45 3,500 2d6 -/180- 4 45¢ -3
Remco Squeezefire 1000 (US/Taiwan)

1 100 1d6 -20- 1 p 2

Notes on flame throwers:

The SM (standard model) 23 is a typical backpack
flame thrower of the type in use since the close of
World War II. It fires a form of jellied gasoline
ignited at the spout. The Squeezefire is a terrorist
weapon about the size and shape of an oven baster,
with an ignitor near the tip. It tends to be a one-
use weapon, like the pulsers, but very effective if
used by surprise.

FREELancers will only issue flame throwers and
Squeezefires from the armory to individuals who
show both good sense and the ability to use a
flame thrower effectively. Pyrokinetics would also
help.

Wrist Rocket

Weapon Wt Cost Dam Range Ammo Load Mods
Wallaby Wrist Rockets (Australia/China)
3 500 1d6 100/300/600 3 1c 1 ]

Notes on wrist rockets: |
This is a relatively new device, recently put into
production by a joint venture of Australia and the
People’s Republic of China. It was marketed in the

i
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United States for the first time in 1998 with print
and television advertising featuring “Captain
Wallaby.” Despite the cheery adds and recommen-
dations of safe target use, these things can be
deadly.

The wrist rocket is a set of three mini-gyrojets
latched into an insulated launcher worn at the top
of the wrist. A self-contained CO2 cartridge
launches them. After launch, internal rocket
engines carry them to the target, and flight is
kept level by an on-board computer chip. The
device is relatively inexpensive, but the ammo is
expensive (initial purchase includes three such
rockets).

Damage given for the device is as for the “typical”
wrist rocket. Types of shot and cost are listed
below:

Standard shot 100/rocket 1d6
Armor piercing 200/rocket 1d8
Paint 50/rocket 0

' Incendiary 300/rocket 2d6
Explosive 500/rocket EXP

All but the standard and paint versions are avail-
able only on the black market or from indepen-
dent labs.

Stuttershot Gun

Weapon Wt Cost Dam Range AmmoLoad Mods

Ingram M-11ss (US)
8 550 1d6

Notes on stuttershots:

Introduced in 1998, the Ingram M-11 Stuttershot
is a modification of the standard U.S. submachine
gun. Its aim and firing mechanisms are aided by
on-board computer chips, linked to the gun by an
eye-tracking scanner worn over one eye (called a
“monocle” in the trade). The scanner coordinates
eye movement with the firing mechanism, allow-
ing the user to fire controlled bursts.

A controlled burst can be either short or extended,
but has the advantage of being effective against
multiple targets without hitting unintended tar-
gets in between. The Ingram stuttershot effective-

60/100/300 36 2c -

ly allows the user to shoot into a crowd and only
hit the bad guys.

The Ingram, already part of the FREELancers
armory, is currently the only stuttershot on the
market. Other manufacturers are racing to catch
up, so agents can expect the other makers of
submachine-guns to offer stuttershot weapons by
early 1999. Cost for these weapons is double that
of the non-stuttershot versions, but other stats
will remain unchanged.

Use of the stuttershot for controlled bursts
requires a REF check. Failure indicates that all
targets in the area are affected by the burst. Suc-
cess allows characters to hit only the targets they
want in the burst arc.

Beanbag Guns

Weapon Wt Cost Dam Range Ammo Load Mods
Tabor Bashmaster

1 100 1d6 10/20/100 1 1c —
Creason Ministun (Taiwan)

1z 80 1d4 -120/- 2 2c -
Tabor Stunnetto

Yo 85 1d4 -/10/- 1 3c 2
GR-7000 “Gorby” (USSR)

2 120 1d8 -130- 3 1c -
United Weapons Stunbust Auto

12 400 1d4 -/40/130 100 5¢ o |

Notes on stunguns:

Stunguns, a class of “non-lethal” weapons, have
been in development since the early 1970s, but
have only come to prominence in the past few
years. They are used primarily as a weapon for
small shopkeepers and bar owners, as well as riot
police. Stunguns use CO2 cartridges as opposed to
gunpowder, and as such, don’t fall under gun con-
trol legislation, and are acceptable in Morton
Grove and other communities which have banned
firearms.

The principle of the stungun is to fire beanbags
filled with lead shot, inflicting bruise instead of
wound damage. The CO2 cartridges cost about $25
per box of 25. The weapon is about the size and
shape of a policeman’s baton. The Bashmaster is
typical of the mainline beanbag gun, and is the
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most popular in everyday use.

The Stunetto and Ministun are the leading rivals
among small beanbag guns, the latter being a
wrist-mounted device that can be concealed easily,
(though it is a pain to reload). The “Gorby” is a
Russian weapon used by their secret police, but it
is beginning to appear in the United States
through black market connections. The Stunbus-
ter is a tripod-mounted, belt-fed, beanbag gun
which can fire bursts of up to 10 shots per round.
It is not available on the open market, but is being
used by Chicago police in their crowd-control vehi-
cles and APCs. (A belt of 100 beanbags costs
$100.)

The amount of damage a beanbag gun inflicts
depends upon the CO2 pressure, so training is
done with low-pressure cartridges (damage 1 point
max). Similarly, CO2 cartridges capable of inflict-
ing double damage are available on the black mar-
ket at four times the normal cost.

Weapon Wt Cost Dam Range Ammo Load Mods
.308 Netmaster (US)

15 $2,000 0 10/50/110 1 6 —
Cassandra 332 “Boloboy” (Mexico)

10 $1,500 O 10/30/50 1 4 —
United Weapons Anaconda (US)

16 $2,300 0 10/60/100 1 5 -

Notes on net guns:

Net guns are generally used as animal rescue,
crowd control, and suspect apprehension devices.
They consist of a rifle stock on which are mounted
four padded missiles. Between the missiles is a
stretch of nylon weave net. The net gun is fired at
target or targets, expands in flight, and catches a
broad range in its net.

Nets inflict no damage by themselves. (However,
in dangerous situations, other factors may damage
a target.) Individuals in nets have their REF,
MOV, and DEX reduced by 1d100%, for 1d4 turns,
and are unable to move until they have untangled
themselves. The Anaconda and Netmaster affect
an area up to 12’ by 12’, capturing anyone and
anything in the area of the first target struck. The
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Boloboy is a smaller version, using only two mis-
siles, and is normally fired at a single target’s
feet.

Net guns have a number of disadvantages. They
are not able to expand fully in enclosed spaces,
and thus, are —10 to hit. They also hit and entrap
the first target in line of flight, further limiting
their use in crowds, unless mass-arrests are need-
ed. Still, many major police departments have net
guns in their armories for use in large-scale emer-
gencies.

Weapon Wt Cost Dam CCV
Electrical
shock device 2 $200 1d4 CON 15

Notes on zappers:

Zappers are also known on the street as prods,
shockakhans and buzzbusters. A huge number of
domestic and foreign manufacturers flooded the
market with these relatively cheap electrical
shock devices in the early ’90s, resulting in their
being banned by many communities. However,
new models, versions built from scratch or from
kits, and old versions from before the bans are
still available on the underground market.

Most zappers operate on the same principle as the
cattle prod. Two contacts are pressed against bare

flesh, inflicting temporary damage to an area, and .

requiring a CON check to retain consciousness.
(Check at /2 ATT for blows to the head.)

Ammunition |
Type Standard AP HVAP Rubber Para
5.56mm, .22 P4 $6 $10 $4 $12 |
7.62mm, .25-.32 $8 $12 $25 $8 $30 |
9mm, .38 + cal. $10 $15 $30 $10 $30 |

Ammo is sold in boxes of 25. For magnum weap-
ons (+1 to damage), add $2 per box.

Standard ammo refers to ordinary bullets. These
can be stopped by Hard Cover (HC-1 if the Reality
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is- Flule is being used).

rmor-piercing (AP) ammo refers to Teflon-coated
ullets, capable of piercing Hard Cover and armor
y (HC-2 if the Reality Rule is being used).

High-velocity armor-piercing (HVAP) ammo refers
E'ap*to bullets with built-in propellants, designed to
-d ppenetrate normal armor (HC-3 if Reality Rule is
" lused).

e
-r. Rubber bullets do not inflict Wound damage.
Instead, they inflict Bruise damage.

Para-bullets or paralyzing bullets, are gel capsules
which explode on contact, causing 1 wound and
forcing an unprotected target to make a CON
check or fall unconscious for 1d10 +10 turns.

All “tools of the trade” from the Top Secret/S.L.™
boxed set and the G4 File are usable in the
FREELancers future. In addition, here are a few
devices characters may find useful in play:

 Item Weight Cost
Lap-top Computer 3 2000
Modem 1 400

' Laser Printer 10 500
Desktop Computer 15 3000
Computer Lockpicks 12 3000
Computer Watchdogs 2 2000/1evel
EMP Gun 25 2000

Notes: Lap-top computers are small, portable units
which fit into a briefcase and can be hooked up via
modem with larger systems. They carry up to four
megabytes of memory. The typical desktop com-
puter will have four to 16 megabytes of memory,
color graphics, and inboard modem.

Computer lockpick is a program released in the
late '80s through the computer hacker subculture,
and updated over the next decade. It represents a
set of simple cracking programs to break into oth-
er systems. The computer lockpick will automati-
cally break into an unprotected system. For
protected systems (and most are), a character with
Computer Programer skills is needed to use the

program effectively, though anyone can use it by
default.

Computer watchdogs are security systems
designed to protect programs and hardware from
bugs, viruses, and intruders. There are several
levels of computer watchdog, up to level 6. Each
provides a —10 modifier to attempts to break into
the system. If the system is compromised, the
watchdog will send out an alert, unless the pro-
gram is overridden (again with a —10 modifier per
level of complexity).

The EMP (electro-magnetic pulse) gun is a particu-
larly nasty device. It inflicts no damage on living
targets, but fries computer chips, rendering them
useless.

Ten years ago such a device would have been of
questionable value, but with increased use of
memory chips, boards, and computers in vehicles
(and elsewhere), the EMP is deadly. A modern
vehicle hit by an EMP gun suffers a —30 to han-
dling and must check for crashing. (By compari-
son, a 1980s vehicle would suffer little, if any
damage.)

The limitations of the EMP gun are many — it has
a short range (60'). The model described in the
table is low-powered, and targets behind Hard
Cover (HC-2) are unaffected. The device is rather
bulky, looking like a large backpack laser with a
huge flashlight attached.

File 2 - Vehicles
 Cars of the Future |

Cars of the Future

General Rules: In the next 10 years, we will see an
increase in computer-aided driving. Devices such
as anti-lock brakes, greater safety features, on-
board computers, and self-tuning engines will
become more common. In look, there will be a
greater tendency toward the aerodynamically effi-
cient teardrop shape with rounded edges. Some
specific new cars with special stats are listed
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as follows on page 49. However, to figure the stats
of a “1990s Chevy,’ make the following changes to
current vehicle statistics:

Max Spd: Increase by 10% (drop fractions)
Accel: Increase by 5% (drop fractions)
Handl: Increase by +5
Brake: Increase by +5
Prot: No change
# Pass: No Change
Range: Increase by 10%
Cost: Increase by 20%

For example, take the “typical” Acura Integra
from the G4 File, with the following 1980s stats:

Max Spd: 121
Accel: 14
Handl: +10
Brake: 40
Prot: -30
#Pass: 4
Range: 395
Cost: $12,700

The future statistics for the Acura Integra would
be:

Max Spd: 133
Accel: 14
Handl: 15
Brake: 45
Prot: -30
#Pass: 4
Range: 435
Cost: $15,240

The car would likely not be named the Integra,
nor even be of the Acura line, and the Administra-
tor is encouraged to think up new names if the
players are that interested. Stats for typical vehi-
cles in the future (and some special ones), are:

Vehicle Max

Motoreyele 121 17 +25 55 -10 2 385 4,800
Police cycle 132 12 +15 556 -10 2 385 4,800
Van 126 10 -15 20 -45 6 440 18,00
APC 44 4 +45 25 -—-80 2 275 100,000
Tank 49 4 +45 25 —125 5 2 201,000,000
Philigenco

Aquino 68 10 0 30 -20 3 120 6,000
Police tactics

van (PTV) 120 12 -b 20 -50 12 440 20,000
Police assault van

(PAV) 40 4 +40 20 -80 11 275 50,000

Oldsmobile Aerotech
Romana 160 22 +45 556 =20 4 650 26,90
Alfa Romeo CLS

Quadrifoglio 169 30 +50 65 -—-25 2 285 35,76
Off-road ground effects vehicle

(GEV) 200 21 0 50 -20 2 500 15,000
Police/military

GEV 250 25 -10 50 -25 4 700 90,00
Weapons platform

GEV 200 50 -5 100 -80 12 1,0002,000,00
Transport

GEV 300 30 -10 60 -50 200 2,0001,500,00
Aircraft Max Stl
Type Spd Spd Ceilg Prot Pass Range Cost
Powered
paravane 65 12 12 0 1 150 7,000

Notes on Vehicles in

the Future:

APCs: The typical APC is equipped with twin
machine guns and, as an option, a rocket launcher.

Tanks: The typical tank carries two heavy
machine guns and a 105mm tank gun.

Philgenco Aquino: This low-price