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-.j.._ N Al B AR LN T vo ! AIALN . Creating Boosted Soldiers Using Skill Packages . .
goi"g to explmo : "3 . I New Boosted Programs
<X _ 2O i Advantages and Drawbacks
: Th“es Hothl“g that Step 8 1/2 Revisited
: : y Creating Non-Veteran Boosts
g rmntﬂv plepa'es us Creating Non-Boosted Characters
F to cope with say’ . | New Character Archetypes
LRSS Cuapter 2 < Enhancements
Be"eucalw ! S XA New Enhancements
BHGileal'ﬂd a'mies n" N Enhancements Expanded
|  Expanded Enhancement Table
| fﬂl‘ that mauel’ Chapter 3 *Reward Points
gove'"me"ts cap able 3 i New Uses for Reward Points
of practical eugeNics = Lanbien

l A Xl Things that currently annoy Ray:

§ ~ .. = | *3 _. _ . ; M The whiny, self-lauding final ARSENIO [hope you enjoyed your 15 minutes);
N the religious right's stealth campaign to take over YOUR local school board;

bad movies that were bad TV shows (the Flintstones, Beverly Hillbillies,

Maverick); MTV's The Real World (for god's sakel); Slackers; Winona

Ryder; The New York Knicks (especially John Starks); and, last but not least

{ Buck vs. Bell Decision (Justice Oliver Wendell Holmes, 1925):

We have seen more than once that the public welfare may call upon the

best citizens for their lives. It would be strange if it could not call upon those

who already sap the strength of the state for this lesser sacrifice [steriliza-

tion], often not felt to be such by those concerned, in order fo prevent our

being swamped with incompetence. It is better for all the world, if instead of
; L waiting to execute degenerate offspring for crime, or to let them starve for
| BB their imbecility, society can prevent these who are manifestly unfit from con-
. : . tinuing their kind.

STATES APPROVING STERILIZATIOM LEGISLATION (1907-1931):

! . Indiana, Washington, California, Connecticut, Mevada, lowa, New Jersey,
. 1 i s . F New York, Morth Dakota, Kansas, Michigan, Wisconsin, Nebraska,
L : : _ s N § Oregon, South Dakota, New Hampshire, North Carolina, Alabama,
b & A\ N ; '. ey, ' v 91 i J Mentana, Delaware, Virginia, Idahe, Utah, Minnesata, Maine, Mississippi,

‘s West Virginia, Arizona, Verment, Oklahoma.

I’'m ghost, baby.
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DELECTA-BONES”

LOOK WHAT'S NEW AT
DELECTA-BONEST™|

CANDIED BONE-MARROW TREATS!

oice of 3 exciting new

~ Welcome back, Citizen, where have you been2  It's all right. /¥ 'we know

where you've been...

Interesting and welldeveloped player characters are the heart.and soul of

any successful role playing campaign: The more interesting and the bet-
ter-developed those characters are; the better the_stories, and the more
enjoyable the roleplaying experience. In this chapter, you'll find lots of
new material that will help.you add depih fo_your existing Underground

eharacters and allow you fo create new characters that exhibitimore vari-

ety. We begin with an in-depth look at..., .

L

HANDBOOK

MORE TIPS ON
CHARACTER
CREATION
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sWhen the opportunity arises.
Killing a medic.is omeffi-« &

v cieﬁ.mever.aging“

y cos.uclﬂes; not only the

i c ics burngy AP

B ' wlﬁ el fwho he might otherwise

| A medic’s main job is to patch up people who've been wounded in | | have saved. —

combat; a combat medic has the additional job of fighting like an angry - '

o »

i with an appreciation of their own value, and must constantly balance

the need for providing medical aid with their own self-preservation. The

" p— ﬂw-"" \Wm

best combat medics have a well-developed sense of empathy, but can
suppress it when circumstances require. Combat medics are only rarely :

! . trained in the use of heavy weapons; instead, they become adept with |

more defensively-oriented weapons.

“Quit screaming, you wuss. They’ll hear you.” .':-._-.: :
“Sorry, man, it's too hot around here. Hﬁn:g
tough, I'll be back to you when it quietens
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| Enhancements

Chameleon 7 or Invisibility 10, Adrenal Surge 6, Danger Sense 10,

Life Sense &

)| Basic Skills
Acrobatics, Charm, Gun Combat, Intimidation/Interrogation, Martial

Arts, Thief (Stealth), Weaponry

4 Personality Profile .
e
| Commandos and infiltration specialists are the ultimate chameleons. r '
i While their missions are usually stealth-type infiltrations — where they

have to sneak past guards to reach a high-value target — sometimes

4| they're tasked with “social infiltration” missions. On these missions,

| they must conceal their true nature and abilities, merging with the gen- Y

erally non-boosted populace. Commandos are skilled with all kinds of

weaponry, although they usually specialize in light, easily<concealed,

. L
and preferably silent tools of mayhem and bloodletting. They are | -

. experts at hitting hard and fast, and fading away before the echoes
li | fade. The best commandos are sociopaths; they can prefend to have SRR S

true human feelings, but they generally are emotionless killers who can

| take down any victim, any time and anywhere.

1 =

n, a -

Quotes
“No-one's ever heard my footsteps and lived.”

“Don’t make the mistake of thinking of them as

people. They're just targets — |ust assets to be g 1

zeroed, quick and clean.”




| Enhancements
Acid 13 or Bomb 18, Heat Immunity 8

1 Basic Skills
[ Gun Combat, Invention/Repair, Military Science (Demolitions), Thief

|| ansements
|
11 (Stealth)
!
i

Personality Profile

Demolitions experts have steady hands and steady nerves, and have no

.'f:‘-'
1 | qualms about carrying on their persons enough plastique to reduce

them to a deep, smoking crater if they take a round in the wrong place.

4|1 While most demolitions personnel are lethal in close combat, they're

|| usually trained to avoid situations where they have to prove it. On mis- |
sions, they're usually supported — i.e., escorted, screened and guarded
— by more combatcapable troopers. The best demolitions experts love
| their jobs: they relish blowing things up, not purely to see the flames
rise, but because figuring out the best way to do the most damage with [ Ml ®F 9 e s
the least ordnance is an art form. They have to trust their support troops
to keep them alive — sometimes difficult, since trust rarely comes easy |*1" "% " " VR
on the modern battlefield.

'T"‘V kw*“k’“’ Wnn}ﬁvﬂl

1 §

“Hey, relax, willya? This shit isn't going fo go off... until F& NS L e
| want it fo.”
“| did a bridge once with only 15 grams of Semtex. It
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1| Enhancements
| Boosted STR 15, Boosted RES 10, Reduced Fatigue 6 ——

8| Gun Combat (Heavy Weapons), Invention/Repair (Gunsmith), Military ' s faad

| Science

" | Personality Profile

. \ w4 Y| These are the gunners, the heavy artillery personnel. In modern com-
- hm | bat, fixed-piece guns and self-propelled artillery are rarely used, simply

because they can’t move fast enough to respond to the fluid realities of
| the boosted battlefield. In their place are the fire support specialists, |+

| the huge, hulking “line animals” who pack around weapons like the
40mm MB87/g Autocannon, the 75mm Man-Howitzer 2021, and the
“Lal dreaded 9mm “CerberusWardog.” Even with Boosted Strength, it's

impossible to move fast packing this heavy ordnance. Thus, fire sup-

| port specialists have to trust to lighter-armed troopers to keep them alive

"' -~ | long enough to get off their shots. The best fire support specialists have

leaving subtlety to the lightfighters and other wimps.

o e S S i e e e e ot

T AR &
Quotes | )
“More powerl” ¥ | . ..

"You do it right, and you've never got fo look at their fom" !




S %{¢ Forward Observer/Fire Control

engagements don't

make for good yi -
1| Enhancements Cﬂbqﬁbﬁgdﬂ Combat!
e | Radar Sense 10, Telescopic Vision 8 ¥and other similar shows g ¥
o etk L Es
’p i Basic Skills agement (ROEs) on their
- - participants, requiring Yisual

¢ S Acrobatics (Dodge , Gun Combat, leadership, Military Science
Tl (Podge) P i " cwwjmmrgef before

— ! . q it can be “zeroed.” For
.- Personality Profile obvious reasons .@opew
* ¥ With the increased popularity of long-range weapons like the Man- ”%é '

o| Howitzer on the battlefield, more engagements — and more kills — are

\ 4 . e ] e .
8 4 I taking place “BVR,” or “beyond visual range.” While Telescopic Vision ”w ¥

and technological advances make it possible to hit targets accurately at
% evergreater range, there's still a need for forward observers (FOs) and -

-

4

| fire control officers. These troopers are similar to scouts. They advance

ahead of the main force and find observation points, preferably hidden —
-k 1 w‘;v LR '8‘“-

and protected enemy action, from which they can watch incoming fire

_ and direct or “register” the shots by radio. Like scouts, FOs have fo be

ey i
N
it

e

b loners. They operate without support, often out of visual contact — and |
| out of support range — of their comrades. The best FOs have nerves of

@4 steel, able to hunker down and do their jobs without breaking and run- [*}* RS AR
i ning if the enemy force moves in their direction. Casualties among FOs

are usually quite high, and members of this MOS have to have the psy-

A

| che necessary to handle that fact.

First rounds are fifty meters short. Pick it up a cou- =

ple of degrees, and fire for effect.”

“Hold fire... hold fire... Okay, now! Paste’em!” : Mw“ m L —
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| Enhancements
4 Boosted STR 15, Boosted RES 10, Reduced Fatigue 4, Regeneration 3

Basic Skills

| Acrobatics (Dodge), Gun Combat, Infimidation/Interrogation

Personality Profile
| Heavy infantrymen are the “ground-pounders,” the grunts who take and

hold the territory once the scouts and lightfighters have disrupted the |
enemy. They do the nasty work and take the heavy casualties while the
scouts and commandos get all the glory. More than any other MOS,

|| the heavy infantrymen are parts of a welloiled machine. They work

';‘ 1 | » ] i | B 4 4 < ‘-\' 3 4
realy  § BRSS9 3 ST S W

together coordinating their actions: leapfrogging fireteams, providing
mutual support and suppression fire. While lightfighters and scouts are
«| expected to withdraw from superior forces, the heavy infantry are sup- |1
posed to hold fast and take their punishment: making contact, main-

L kel S

| tcumng contact, and inflicting casualfies on the enemy. Mutual support | ¥
. is the only way they can succeed... and survive. The best heavy
| infantrymen are the ultimate team players. They know they can't cover
i all firelanes and killing zones, an have to trust their comrades to do
’i their own jobs. They pride themselves on their ability to take punish-
ment and keep on dishing it out.

“Commandos fake the glory. We take the real estate.”

“A fireteam is a single orgumsm with ten: eyss ten
brains... and | a shit-lood of guns.”
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| Enhancements
Boosted SPD 8, Adrenal Surge 6, Leaping 6, Reduced Fatigue 3

Basic Skills
-_._Q Acrobatics, Gun Combat, Martial Arts, Military Science (Tactics), Thief
' [Steulth} Weaponry

Personality Profile

The concept of light infantry saw a resurgence in the 1980s, and has
become even more popular on the battlefields of foday. While standard
{ heavy infantry depend on interlocking zones of fire, mutual support and
*| punishing fire-power, “lightfighters” depend on speed, stealth and preci-
|| sion. Llike commandos, they come in close — almost knife-fighting range
"| — hit fast and hard, then melt back into the surrounding terrain. Light-
ol fighters avoid toetofoe, stand-up engagements... largely because they'd
get slaughtered by any standard infantry force. Instead, they use guerril-

4 lo tactics — feintand-strike, ambushes and booby-raps — fo whittle
_ . away at the enemy force. The best lightfighters combine the “lone wolf”
| initiative of scouts with the mutual support and trust of heavy infantrymen.
They often have to operate out of sight and immediate contact with their
o fellows, while still following a specific mission plan. Most lightfighters
#| consider themselves the highest manifestation of the military art.

FIGHTERZ# ~
v AN

'S
s

“We own fhe nughr, suckers.”
~ “If we're coming aﬁuryou, ﬂnﬁrsfﬁmeyuu'll ltnow

~we're there is ‘when your brain parts company with
your skull.”

"29 ; “I-IANDB Rk, T
j hh*’




Personality Profile
; The flipside of the demolitions expert, the sapper’s job is to disarm

M| demolition charges, mines and booby-raps emplaced by the other side.

T

and have the twisty, snaky mind-set that lets them figure out where and

i faces? — but manage to keep from getting carried away with arro-

| they do their best work alone — at least, frf:m a psychological perspec-
" tive. When they’re working on disarming a booby+rap or land mine,

- s :'

! their own skills are all that matter; they can’t depend on anyone else to

help them. Obviously, these skills make them the bestequipped fo set

! up booby-traps of their own. A good sapper can look at any locale —
| from a clearing in a forest to a hotel room — and quickly come up with

| a dozen ways of turning it into a lethal killing zone.

They know all there is to know about the art and science of explosives, §

how the enemy might have set up booby-traps. Sappers have steady |

| e _.::-_ - s s “

4| to work on disarming traps that might at any moment blow up in their [*1'

| gance. Even though they're usually surrounded by support personnel, [Ff

a slick little anti-tamper circuit built in.”

“Hey, hey, where you going? It's perfectly safe as
long as you don‘t hit that tripwire over there...”

“Now isn't this one a joy? Three-way triggering, with hﬁ-ﬁ‘m G,




Enhancements
| Boosted SPD 7, Flight Control 15, Life Sense 3, Telescopic Vision 9 or
Thermal Vision 9

¥ Basic Skills
4. Acrobatics, Gun Combat, Military Science, Thief (Stealth), Weaponry

Personality Profile

4| Scouts are the ultimate loners. Operating far beyond the reach and

, ‘g | support of their comrades, they’ve got to scope out enemy activity,
. )| while keeping themselves alive long enough to report back to their own
officers. Although they don't get involved in unitbased tactics them-

g selves, they've got to understand those tactics well enough to make

| sense of enemy activity, and discern ways for their own troops to

counter it. The best scouts could operate effectively as officers, leading

en... but wouldn't want to. After all, officers often have to “lead from

i the front,” and depend on their troops to follow orders well enough to

v keep them alive. Scouts can rarely frust anyone well enough to put their

§| lives in others” hands. To a scout, regular infantrymen are just one step
4 above animals: well enough trained not to make messes in the house,
but generally incapable of any initiative and original thinking. Most

E scouts are regularly disgusted by the way their comrades foul up plans

 "Here we go. Another perfect oppoﬂuniiy for%bu
~ REMFs o screw up for us.” : :
~"If you want something done right, do it )doursblf
and that include:s watching your own back.”




e

' Enhancements
"4 Boosted DEX 8, Telescopic Vision 9, Thermal Vision 15

= =

Basic Skills
| Gun Combat, Invention/Repair (Gunsmith), Military Science (Tactics)

5

q.

Personality Profile

Most snipers view themselves as technicians, rather than soldiers. If they

o "ﬂ

do their job right — and if their colleagues do their jobs right — snipers
never get into the rough-andtumble of a stand-up fight. The only time they | e
should see the enemy, if things go right, is through the scopes of their rifles: | |

_f

a face or just a shape that, with a pound or two of pressure on the trigger,

ST A Wl

just... goes away... Snipers are dependent on their colleagues to keep
them dlive if the ebb and flow of battle shifts around them. After all, most
sniper rifles are single<action and sighted in for ranges measured in kilome- |}
, | ters — not the best weapons for use in a foetotoe scrap. The best snipers
.. : . " | — SRR L
§| combine an almost inhuman patience with the uncanny ability to “selective- | sl '

e -t N

18 i ly decouple” their emotions: the people they see through their riflescopes

ol aren' people, not really — they're just targets. Snipers generally have an [*| “w g™ @ RN

._ appreciation for subtlety. They recognize that sometimes a single 9mm bul
. T .

+ | let, right on the money at 4,000 fps, can be more effective than a whole mw~m-‘wm p——

barrage of autocannon rounds. They also understand that, somefimes,

| cacking one single person — the true decision-maker of an opposing force,
_ l for example — can do more overall damage than inflicting 75% casualties. , e * WRET .

e v

i T —— i N S m—
< =

“Say the word and he's meat.” il Mt e
“It was a perfect shot: center-head af five thousand - L M
meters. It still gives me wet dreams...”
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ADVANTAGES

ADVANTAGE

Acute Hearing

Acute Sense of Smell
Acute Vision
Contact

@ U A M

Contact, Influential

_—
o

Destiny
Fame

Light Sleeper

W — n

Linguist

o

Photographic Memory

M

Sense of Direction
Strong Will
Time Sense

Wealth

=S

DRAWBACKS

DRAWBACK
Absent-Minded
Bad Vision
Blind
Criminal Record
Deaf
Deep Sleeper
Easily Distracted

Enemy variable
Fate 5
Flashbacks 10

Intolerance

—

Obsession/Compulsion
One Eye

Overconfidence

Phobia, Extreme
Phobia, Mild
Rage
Shy
Skeleton in the Closet
Speech Impediment
Weak Will
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9 B

@ | 12-14 Purple Heart (indicates you were wounded in field)
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15-16 Corporate decoration (see below)

17-18 Bronze Star (for valor)
N 19 Silver Star (for valor)
g 20 Tastee Ghoul Soldier-ofthe-Month (sponsored by the fast
b food corporation; awarded for uncommon valor] er Congressional

H Medal of Honor (for extreme valor) — 50% chance of each.
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‘o the following*table e mafehes the conflcifilii B
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iy Allied Mayhem Incorporated
ol
Decoration Received

Meritorious Conduct Citation (for valor)

Distinguished Service Medallion (for valor)
Bronze Diamond (for saving a comrade’s life af risk to
one’s own)

Silver Diamond (for uncommon valor)

Gold Diamond (for an act of extreme valor that significantly

benefits the corporation’s bottom line)




Decoration Received

Silver Starburst (for valor)

Gold Starburst (for valor)

Gold Starburst with Clusters (for an act of uncommon valor
recorded on soma-vid)

Shooting Star (for extreme valor)

Nova (for extreme valor and conspicuously spectacular

destruction of enemy assets)

Decoration Received

Distinguished Service Order (for performance above and
beyond the call of duty)

Distinguished Service Cross (for valor under fire)

Guardian Angel Citation (for saving a comrade’s life at risk
to one's own)

Eagle’s Eye (for atfracting positive media attention to the
corporation)

Star and Bar (for extreme valor)

v . AdA U

) | Simmons Global Management Ltd.

&4 | Roll
'l |

Decoration Received

Order of Merit (for valor)

Order of Valor (for uncommon valor)

Order of Bravery (for extreme valor)

Order of Gallantry (for extreme valor under fire; often
awarded posthumously)

Order of Simmons (rarely awarded; reasons for award

never publicized)

RANSWORLI
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Contact

Roll Contact Gained

Another boosted soldier, similar or related MOS; a close
acquaintance, not a true friend

A non-boosted low-level employee of the conflict firm (a sup

W

q
H
:
l,
*
.

1-3

46
ply clerk, cargo pilot, quartermaster, efc.); an acquain
tance, not a true friend

7-8 A civilian indirectly involved in an operation (a vid-net

reporter, a local civilian caught in the crossfire, efc.); an

acquaintance, not a true friend

»
? BEd An employee of a rival conflict firm — boosted or non-
9

»
»
4
»
R 9
)
)
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»

boosted, your choice; a distant acquaintance.

g {10 A close friend, a real bosom buddy: boosted or non-boost

ed, your choice.

Trophy Gained

Mondo armor

Sound suppressor, uplinked scope, or radiation scope
Any single Availability D weapon with base cost less than
$28,000

Any single Availability E weapon with base cost less than
$28,000 [note that this includes certain missiles...)

Three (3) TWD E.M.P. grenades or one (1) AMI “Golden
BB” biogrenade (paste!!!)
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Triggering Circumshnce [Roll 2D10)

Result

Massed and continuous autofire

Aircraft approaching at low alfitude

Loud noises nearby

Large stashes of explosives

Waterfalls

Extreme heights

Plane/car crash

Raging fire

Total silence
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Prolonged screams of agony

Ground shaking (earthquakes, large explosions, etc.)

v A
—
[p]

Someone messily killed nearby

E

ol B a8 a8 4o
w "w fw tw tw

Being totally immobilized

s

Large bodies of water
Climbing tall ladders
Thunderstorm

Y

o b AW

Imminent death

Receiving an order fo retreat

Multiple laser aiming dots in a dark environment
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Emotional Reaction (Roll 1D10) 3

] Roll Result _— "
{ 1 Anger
: 2 Despair e
3 Extreme sentimentality
) I 4 Fatalism
71 5 Loss of all emotion
: i 6 Overwhelming amusement
' K Paranoia B
| 8 Sense of impending doom
' 9 Suspicion
10 Terror : yor
r | Behavioral Response (Roll 1D10) I . -
Result = e
] Flee
2 Lash out in anger s -
Deny that the situation exists
Revert totally to the moment the trigger occurred (i.e., act as | S
if people present now were the people present at the fime,
etc.)

Break down and cry uncontrollably

Lose all memory of the current event after the fact

Try to talk your way out of it (e.g., try to convince someone

else to help you so you don’t have to take action yourself,

etc.)

Treat the whole thing as a harmless and hilarious joke

Surrender immediately (or try to)

Full, gonzo attack
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1B8| Something Catastrophic Happens (Roll 1D10)
M | Roll  Result

Character loses a limb (arm: decrease DEX by 6; leg:
decrease SPD by 6)
Character suffers a debilitating disease, decreasing RES by 4.

This disease might recur; during these “acute” phases, RES is |

temporarily decreased by an additional 3.

Character is hideously deformed in an accident; decrease [

AURA by 3.

Character is court martialled and cashiered from the service. |

Her military career ends here, and she has a criminal record.
The character might well be disqualified from all veterans’ pro-

grams as a result. (Question: Was the character guilty as

charged, or does this represent a miscarriage of justice... possi- |,

bly one that should be avenged...2)

Character acquires an enemy — someone from his unit or his
conflict firm, or someone from the world outside. While this
enemy doesn’t want fo see the character dead, he cerfainly
wants to see her embarrassed, humiliated or ruined... and has

the resources to make this possible.

Character acquires an unknown nemesis. The character |

doesn’t know who's out to get him or why (the gamemaster
should come up with something entertaining). All he knows is

that “accidents” seem to keep happening to him on a dis-

turbingly regular basis, growing steadily more dangerous and |

potentially lethal...
Character suffers traumatic amnesia, completely forgetting her
past... and, perhaps, some of her military training. Purely phys-

ical skills are unaffected, but all skills based on INT are

decreased by 2 until the memory is regained (if regaining the §

memory is even possible). Any flashbacks gained before this
memory loss are unusually stressful, inflicting two Stress Points

per Turn rather than the normal one.
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8 Character was the subject of a vid-net exposé on “war

crimes”. (Question: Did he actually commit the war crimes, or

™

did a vid-net “trash news” show manufacture the “evidence”?)
Everyone stateside knows the character’s name, recognizes his

face... and reviles him as a murdering scumbag. When the

5

character returns stateside, he's going to have serious trouble

finding a job... and maybe even finding a place to live.

0

Character has picked up a “groupie” — someone of the oppo-

site sex (?) who absolutely idolizes the character and tags

along with her everywhere. Unfortunately, the groupie is more |}

s A 2

or less a loser, constantly getting himself — and the character
— info serious, perhaps deadly trouble. (The groupie also
doesn’t do much for the character’s street rep...)

Character becomes totally addicted to some potent painkiller
(possibly as a result of over-medication after an injury).
Stateside, the drug she’s addicted to is illegal (Availability E),
and very expensive (as
much as $1,000 a
day). Shaking the habit [
should be exceedingly

5 oD D 1 a3 D a3 wad end tad end el eod ol 0o 8a3 58 tnd and el e el el -2 BN

difficult, and harrowing

in the extreme.
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You have no pity for all the chumps who freak out
after gettin’ boosted.
They don’'t realize what they got.

When you were a regular Joe you didn’t

have much going for you, so you joined up.

You got boosted and toured every Third World

hotspot this side of Antarctica. You remember

how you felt during your first firefight. For the
first time you had power and you liked it.

Now you're a freelance bounty hunter. You bring scum

in, dead or alive — mostly dead. You won’t nail a

/ member of the Underground, though. You're not really

A\ sure why, but it just don't feel right. Luckily there
are plenty of other criminals to go around.

Quote: “ This is the end of the line, pal. You can
either come with me quietly and in one
piece or get spattered all over that nice, freshly painted
” wall and I take you in in a pail. Which is it gonna be?”

How You Make a Living: You hunt down criminals. In

2021 you're never short of work. You can either be a free-

lance bounty hunter or you can be retained by a particular cor-

poration or agency. In either case your starting monthly income
is $18,000.

Notes: While Bounty Hunters are common in 2021, they are still

looked down on by most. Veterans can be very vindictive if it is

known that a particular bounty hunter takes in other vets. More than
one bounty hunter has been the victim of a fly-by by a vengeful vet.

Boons: Because you are a licensed bounty hunter, you can legally

. carry all your weapons in the open. The police may not like you, but

they leave you alone because you make their job easier.

Suggested Goals: Find something worth fighting for; bring a
longtime enemy to justice.
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When the recruiter-man said “you wanna’ be all that you can?” you said
“sure.” ‘Cause man, there’s no better way to get the chicks than getting
your biceps genetically altered so they're as big as

tree trunks.

You don’t care about nothin’ but lookin’ cool. A

lot of vets are sayin’ the world is lookin’ bad.

Well, you got a shiny new gun, and all you

gotta say is, you sure look GOOD!

Quote: “Yeah, babe, that’s a gun in
my pocket...and I'm happy to see ya.”

How You Make a Living: Most Bimbos
work retail jobs where they meet hun-
dreds of available folks a day. Often
they work in clothing or weaponry

| stores where they can get employee dis-
counts on their “accessories.” As play
begins, you have a monthly income of
$14,000, and you may choose to have a
20% discount one type of retail item
(clothing, guns, coffee, etc.).

Notes: You must decide why it is you’'re so
hell bent on impressing people. You
became genetically enhanced for the sole
purpose of looking good, and now you dedi-
cate your life to the pursuit of badness (looking

| cool for the white bread). You should alse
decide what method you use to impress the
babes. Some Bimbos carry enormous guns,
while others just look like they’re livin’ large
in their fine cut clothes.

Boons: You have gotten used to doing the
coolest possible thing in every situation.
Add two units to any Aura rolls you make
based on looking good. You also have a lot
of superficial friends — people who don’t
really care much about you, but know you
nonetheless. If it’s nothing too serious, you can
" ask your large network of friends for help.

Suggested Goals: Win back the girl who
broke your heart; become a living leg-
end; do the bedtime samba as often as possible.
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Sure, things got preity hairy in Paraguay, but you made it out. Now folks "!

Private Investigator
Ad rely on your knowledge and enhancements to take care of things that the cops just don’t care about.
You’ve seen a little bit of everything, and it takes a whole lot more than some scrawny punk with a GCS

15Gsa to scare you off. When there’s something that’s gotta get found out, or something’s
gotta get done, you're the one who gets called. And if in the process of doing your

job, a few punks have to lose their teeth, that’s okay by you,

Quote: “Yeah, can any of you loser-boys with bad
haircuts tell me where I might find the Golomite? I'm
only asking nicely once.”

How You Make a Living: People
pay you to find friends of theirs
from the service, track down missing
debtors, follow their spouses — you
even work as a bodyguard if the pay is
right. You charge a daily rate, and have a
monthly income of $18,000.

Notes: You are a tough as nails, hard-boiled private
99| investigator in the tradition of Phillip Marlowe or
McCloud. There are questions you must answer, though.

Where do you stand in a lawless society? Do you enforce
the law, or do you break it for a case? Will you take any
case, or do you never take “charity cases™?

The P.L. is an ideal archetype if you’d like to play a
ham-fisted tough guy who talks like a character in a

1930s movie (or thinks he does).

Boons: Almost everybody knows you in the worst

parts of town. They recognize you from your bad
haircut and cheap clothes. However, you’ve
helped out a lot of people in your day,

and those people have friends. In gener- g

al, nobody gives you guff, and often
they’ll give you information. You also have two loyal informants, who don’t know .
much, but what they do know is all yours,

Suggested Goals: Get the big case and make a fortune; clean up the neighborhood; make it through tomorrow.




You’ve been with the church nearly all your life. Most of that time, you
have worked in desolate neighborhoods, try-
ing to bring redemption to the hopeless.

When the church told you that they could
make your mission more successful by giv-
ing you “boosted abilities,” you thoughtfully
{ accepted. Now you do the Lord’s work in the
country’s worst neighborhoods. And yea, though

you walk through the valley of shadow of death, you

fear no evil, for the Lord has provided you with a really
BIG GUN.

Quote: “The evil ways which lurk within your mind
will be exposed for all to see... either by your own words
or by my gun all over that wall!” CH—CHK!

How You Make a Living: The church provides you with a
parish (probably in the church itself), and your salary is drawn from
donations. You begin play with a monthly income of $14,000.

Notes: This is one possible example of a non-veteran boost (see
p.70). You should decide how you feel about your new abilities.
Also, you should decide if you are, indeed, a priest. You could
be a rabbi, a Scientology instructor, or a Buddhist monk. You
should also decide whether you are out to convert the faithless,
or merely to protect your flock. The last thing to determine is

i your relationship with your parent church: are you indepen-
dent, or a puppet of the Neo-Vatican?

If you like, you may be a veteran who, upon mustering out,
joined the church. If you choose this path, treat this archetype
as normal.

Boons: In general, people feel bad about messing with priests.
| Only the seriously hardcore bad guys give you trouble. Most true
folks in the ‘hood appreciate your efforts and will give you infor-
mation or a helping hand, should you ask. If things get really bad, your parent church may send in help.

k Suggested Goals: Clean up the neighborhood; convert the faithless; help the needy.
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The system is corrupt to the core and it’s your job to expose the corporate
hijinx that pass for democracy in the USA.

You used to work for a major media corporation but learned that the
media works hand in glove with the government and other corpora-
tions to further their own interests and maintain the status quo.

You decided to do something about it, and became an inde-

pendent journalist. You use any format — pirate TV and
radio, electronic zines, even newsprint — to get your message
to the people. You've made many enemies, some even call you a
terrorist, but you won't stop until the truth is heard.

Quote: “Stop the Laz-o-press(tm)! I just got a tip that Tastee
Ghoul is sending Death Squads into the ghetto to meet their new
meat quotas.”

How You Make a Living: Fighting the system has never been
lucrative, even in the media biz. You have to spend a lot on trav-
el expenses and, of course, bribes.
monthly income of $18,000.

As play begins, you have a

You may play a member of the corporate media. Work with the
GM to determine what kinds of limitations this entails.
monthly income would start at $35,000.

Your

Notes: This is an example of a non-boosted PC (see p.75).

You should choose one issue that you are particularly vehe-
ment about, be it veteran’s rights or environmental destruc-
tion. This issue should be the focus of your work and can
provide easy tie-ins with other characters.

g e If you like, you may play a vet who, upon mustering
it out, became a journalist.
é Boons: You have many contacts and if you need a piece of info, chances are you know someone who
" could help. However, most of your contacts operate underground, so you can’t always find them. Also,
you probably belong to a small organization that provides you with money and story leads. Work with the
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They told your family and friends you died in battle far away from home. They
gave you a new name, a new face, and a license to kill. Now you're a company man fixing leaks in the gov-

LTS

emnment’s “plumbing.”

You never expected you would end up as a part of the nation’s intelligence network. Membership does have its ra
privileges, though. You are respected, you look very sharp, and they’re always giving you new gadgets to play

with. Of course, many of the things the government asks you to do are unsavory, but look at the perks!

Quote: “Tunderstand you may have sold a few files to the Neo-Deutsch. Tsk tsk tsk. We're not very happy about that.”

How You Make a Living: You have been given a house and a
car (it is up to the GM to decide what kind), but you have little

| time which is not the government’s. You begin play with a
monthly income of $25,000.

You may play a corporate spy, who performs espionage mis-
sions. You receive no home or car, but you begin play with
a monthly income of $40,000,

Notes: You are in a sensitive position, showing that [

8| your employer trusts you. You must decide why.
You should also decide how you feel about your job, §

y| which involves a lot of killing. You and the GM
should design your “cell,” the people who give you your
missions, gadgets, and who are your contacts in general.

Your character may be an infiltrator spying on the other &
PCs. If so, you should discuss this with the GM and pick
another archetype which you pretend to be.

Boons: If you work for the government, you have nearly free
reign. If you are arrested, your cell will get the charges
dropped. You also have access to top secret information. If
you work for a corporation, you have the muscle of that
particular corporation behind you. It is possible in a risky
situation, however, for either employer to abandon you.

You are occasionally given gadgets, like watch-bombs or
pen-lasers.

| Suggested Goals: Infiltrate and destroy the underground;
expose your corrupt employers and live to tell the tale.
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| En'tertainer

The revolution won't be televised, but you're gonna make damn sure it has a soundtrack.

You see yourself as the torch bearer of revolution in music. You have a proud pedigree: Zappa, the MCS, Crass,
the Ex, Peter Tosh, and Systematic Overthrow to name a few. In 2021, people are so desensitized by media bom-
bardment and cultural bankruptcy that music is one of the few ways left to really reach them. The type of music
isn’t important. The message is the thing, and you’re gonna make sure people lis-
ten. As a boosted vet, you’ve got plenty to sing about. Ballad of the Green
Beret? Try Ballad of the Corporate Corpse. It’s time to kick out the jams!

Quote: “When the revolution comes/Which way’s it gonna fall?/Will
you stand up and fight?/Or stand against the wall?”

How You Make a Living: You make a living through your music.
You'll need to decide if you're willing to work with the corporate
entertainment firms. If not, you have a
rocky road ahead. If you do it your-

self, you begin play with a monthly
income of $14,000 and you may sport
a “real” job.

If you are a corporate entertainer, your monthly income
ranges from $18,000 to $35,000.

Notes: This archetype is not just for musicians, it includes all
types of entertainers: poets, performance artists, porn stars, you
name it. Decide whether you're part of a scene or movement or
you're a loner. If you work for the corps, you should work out with
the GM just what kind of contract you have and how much control
the corporation has over you.

Boons: If you are part of a movement, you have friends that help
and support you. You also have fans, some of whom will do almost
anything you ask. This can be very useful in mustering support for
a cause. Discuss with the GM how much clout you have, but you
can always count on a core group (a fan club, for instance).
Remember that changes in your image will affect your fan base, so

maintaining your credibility is important.

?\ Suggested Goals: Get out of your corporate contract; tour
the country; fight the power; become wickedly famous.
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You’'re homeless and that gives you one advantage: you’re underestimated. It’s

saved your life more than once.

You’ve been on the street since you were a kid
and you know about survival. You joined the mil-
| itary looking for something better but you just
got treated like dirt. You survived, though, and
you did it by using what you learned on the

streets. All those suckers who wanted to be

heroes are now fertilizing Angola.

| Most folks would have expected you to
leave the streets behind when you
mustered out, but you know where
| home is. You've got a lot of friends
who need your help. There’s always
jerks looking to get their kicks at the
| expense of the homeless. You’ve taken it

upon yourself to stop them.

Quote:
don’t you? You think you can get away

“You think we're all stupid,

with anything down here, don’t you? Well
| I’ve got a 20mm that says you're wrong!”

| How You Make a Living: You don’t.
You have no source of steady income.
Every day is a new challenge, but you get by. Your
most regular income comes from selling weapons you take from young punks.
| The brainjackers are best for this, so you keep a careful eye out for them. As play
| begins you have an average monthly income of $2,000.

Notes: This archetype is more difficult to integrate into a campaign than most. You and your GM will have to work out
where you live and how you got involved with the rest of the group. Unless of course all the characters are homeless.

" Boons: You know most of the other homeless people in your neighborhood. If something goes down on the
street, you’ll hear about it. You also have an intimate knowledge of your area. You know all the back alleys,
¥ 4 | good places to hide, the best places to dumpster dive, and where the cops will and will not go.

Suggested Goals: Protect your friends; break the power of a particular gang or group of brainjackers.
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Capacitor

Base Cost: 5

Potency: 2

Max: 18

Stress: Unit Rating/4
Psych: Homicidal Mania

The recipient of this Enhancement is able to absorb and store large amounts of electricity. Any fime a character
with Capacitor comes in contact with high-voltage electricity (including the use of the Electrical Discharge
Enhancement] he must immediately attempt to absorb the energy, rolling a P/F Challenge against the
Penetration of the electricity. Failure indicates that the character suffers the damage from the eleciricity as nor-
mal, while success means that the character has absorbed the entire attack. Once absorbed into the recipient's
system, the energy is gradually and harmlessly released from his body.

Bonus: The absorbed energy may be used as an attack functioning exactly like the Electrical Discharge
Enhancement with its special Limitation. The Unit Rating of this attack equals the Penetration value of the
absorbed electricity, minus the Units of ime that have elapsed since it was absorbed.
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Cling ' EFFECT
Base Cost: 5 .-
Potency: |

Max: 8

Stress: Unit Rating/6 (C)
Psych: Panic Disorder

This Enhancement endows the recipient with adhesive fingerpads and toepads much like those found on cer-

| tain treeclimbing amphibians. A character with this Enhancement can move along vertical surfaces and ceil-

| ings, reducing the Difficulty of all climbing Challenges by the Enhancement's Unit Rating. Also, since they have

builtin climbing apparatus, characters with Cling never suffer the +4 Difficulty modifier for lack of proper

equipment. In order to use this Enhancement, the recipient must not be wearing shoes or gloves. Sometimes, a

character with Cling will run into difficulties when handling delicate instruments such as computers, remote con- | /4

frols, and firearms (+1 Penalty to the Difficulty of any Challenges that call for the use of such items).
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Directional Hearing | EFFECT
Base Cost: 5 Kcen aas, | e

e i [N
Potency: 1 s N/
Max: 15 ! /

Stress: Unit Rating/8 (C)
Psych: Schizophrenia

left right
Hearing Hearing
covered arc covered arc

This Enhancement gives the recipient the ability to pinpoint the exact location of the source of a sound at a
range up to the Enhancement's Unit Rafing in distance. This is an Automatic Action unless the source of the
sound is a character with the Stealth Specialty of the Thief Skill or some other ability that allows silent move-
ment. In such a case, the use of Directional Hearing is a P/F Challenge against the opponent's Skill or
Enhancement. This Enhancement does not allow the recipient fo hear sounds at an increased distance, as does

Enhanced Hearing, it merely locates the exact location of a normally audible sound.
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EFFECT

DOWNSIDE

Dreamwalk _ LOCATION
Base Cost: 10 S :
Potency: 2

Max: 12

Stress: Unit Rating/5
Psych: Catatonia

This Enhancement allows the recipient to precisely attune his alpha waves to those of a nearby sleeping target.
To use this ability, the recipient must fall asleep within O Units distance of the target and roll a P/F Challenge

get's dreams. At this point, the Gamemaster can either run the character through a brief "mini-story" that takes

place in the target's mind, or he can resolve the remainder of the action as if it were a Mind Probe attempt. In

either case, the character is attempting to find out some information and then escape from the dream. Exiting

| the dream is a P/F Challenge against the Units of time the recipient spent in the dream. This should be estimat-
ed by the GM based on the obscurity of the information sought, ranging from 4 — 30 Units. Failure indicates
that the recipient is trapped in the dream and immediately becomes Catatonic.

' b 4
I ]
¥ 3
; 3

<

£
:
r
1
<
&
£
¥
$

using his Units of Dreamwalk against the target's WILL. Success indicates that he has actually entered the tar- | & -




Base Cost: 5
Potency: 3

Max: 15

Stress: Unit Rating/3
Psych: Schizophrenia

This Enhancement increases the mefallic confent of the recipient's blood and creates a special electricity-gener-
ating organ that functions somewhat like an electric eel's. With concentration, the recipient can generate a
small electromagnetic pulse from his body, disrupting electronic devices within a radius equal to the
Enhancement's Unit Rating. The recipient rolls a Standard Challenge against all electronic gear within the
affected radius (including any the recipient is carrying) using the Enhancement's Unit Rating against each
item's RES. The Challenge Grade indicates how long the item is out of commission: D = 2 Turns, C = 10 min-
utes, B = 1 hour, and A indicates that the item is permanently inoperative.

Bonus: The recipient can choose to direct the pulse through his hands, affecting only a 90-degree arc but

|enwng his own equipment unharmed.
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Hlm Detection :
Base Cost: 5 ! enengy +

H souncs

Potency: 1

Max: 15

Stress: Unit Rating/6 (C)
Psych: Panic Disorder

Special organs in the brain of the recipient of this Enhancement can sense the location and infensity of ener-

gy sources, much like the skin can sense heat. This ability functions at a range equal fo the Unit Rating +5,

and although it can detect all types of energy, including heat, electricity, and radioactivity, it cannot distin- |
| guish between them. This sense is not acute enough to locate weak sources of energy such as humans and

animals, but it will work through walls and other obstructions.

Bonus: In this form, the recipient can tell the exact type of energy detected in addition fo its location and

infensity.
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LOCATION LIMITATION

EFFECT

Extra Head

Base Cost: 15

Potency: 1

Max: 12

Stress: Unit Rating/4 (C)
Psych: Multiple Pers.

ou are che
head that
aucks |

Forced mitosis in the recipient of this Enhancement creates two identical heads where once there was one. Both
heads operate in perfect unison, speaking at the same time and looking in the same direction. With concentra-
tion, the recipient can look different directions with each head, allowing him to aim at two targets with two
weapons at no penalty. A character with two heads also gains a special +2 bonus to his INT when checking
for Surprise. The Unit Rating of this Enhancement indicates the INT of the second head, and must equal the
recipient's INT.

Limitation: In this case, the second head has a separate personality, and can have any INT Rating up to the
INT of the original head. It will often disagree with the original head as to what their shared self should do.
The GM should role play the part of the second head in these arguments, which are likely to occur at the worst

possible moments.
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Flex

Base Cost: 5
Potency: 1
Max: 8
Stress: Unit Rating/4 (C)
Psych: Melancholia

EFFECT EFFECT

spaces and easily escape many forms of binding. The recipient can add his Units of Flex to his Attribute when

attempting to free himself from bonds of any sort. Note that a character with more than é Units of this

| Enhancement effectively has no skeleton at all, and can even squeeze under some door frames. A drawback fo

this Enhancement is that it reduces the recipient's resistance to most forms of attack. The recipient's RES is
reduced by his Unit Rating against any attack that derives most of its damage capacity from impact, such as

bludgeons and firearms.
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This Enhancement grants the recipient a flexible skeleton and double joints, allowing him to squeeze into tight :




Hallucination
Base Cost: 15
Potency: 3

Max: 8

Stress: Unit Rating/3

Psych: Paranoia

Modification of the recipient's brain allows him to broadcast powerful alpha waves capable of distorting the
perceptions of others. The target must be within a range equal fo the Enhancement's Unit Rating. The recipient

rolls a Standard Challenge against the target's WILL, with success indicating that the target is affected by disori- |...

enting hallucinations. Each Grade earned above F causes the victim to suffer a +2 to the Difficulty of all

Challenges, so that a D Grade causes a +2, C +4, B +6, and A +8. The recipient can only use this

Enhancement on one target at a time, and must continue fo take Stress each Turn to maintain its effects.

Bonus: With total concentration, the recipient can create specific illusions within the mind of his farget. The

recipient could, for example, make a target think that a $10 bill was actually a $1000 bill, or that a friend was

drawing a gun and trying fo kill him. While using Hallucination in this way the recipient notices nothing and all
al shots against him automatically qualify for the blindside bonus.

| 1§ IF 1IN

Iron Will EFFECT LIMITATION
Base Cost: 5 ' £ i
| —------b-

Potency: 2 poo g
Max: 8 | : ; )
Stress: Unit Rating/é (C) s \
Psych: Sociopathy

Strengthening of the recipient's neurological pathways grants him increased resistance to mental domination

and attack. This Enhancement adds its Unit Rating to the Difficulty of any attempts to use the following f
Enhancements on the recipient: Control, Hallucination, Sense Block, Sleep Induction, and Telepathic Blast.
Limitation: In this case, the strengthening is ineffective against the more intense mental attack forms: Sleep

| Induction and Telepathic Blast.
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EFFECT LIMITATION

Mind Blank
Base Cost: 5
Potency: 2
Max: 8
Stress: Unit Rating/6 (C)
Psych: Catatonia

The brain of the recipient of this Enhancement generates a mental "white noise," making it more difficult fo
locate and contact. This Enhancement adds its Unit Rating to the Difficulty of any attempts to use the following
Enhancements on the recipient: Dreamwalk, Empathy, Life Sense, Mind Probe, and Telepathy.

Blank causes normal Stress rather than Continuous Stress, and while using this Enhancement the recipient
notices nothing and all shots against him automatically qualify for the blindside bonus. Note also that in this
case the recipient must be conscious in order to concentrate, making the Enhancement ineffective against

Dreamwalk.

Limitation: In this case, the recipient must concentrate deeply in order to blank his mind. This form of Mind |

-

Musk EFFECT
Base Cost: 10
Potency: 1
Max: 6
Stress: Unit Rating/4

LOCATION

Psych: Paranoia

At will, the recipient can emit an extremely noxious pheromone from special glands, similar in many ways to
the spray of a skunk. All characters (other than the recipient] within a range equal to the Enhancement's Unit
Rating suffer a +1 to the Difficulty of all Challenges as they cough and choke from the awful stench.

Bonus: Although still noxious, the musk produced is attractive to members of the opposite sex. The recipient
f can add his Units of Musk to his AURA when attempting to Charm characters of the opposite sex.

Limitation: In this case, the Enhancement is always on, and causes Continuous Stress.

~TeTe—

&
4
4
4
£
&
2
£
T

o ‘\r‘




LOCATION

M Vision ENHANCED EYE _ LIMITATION
Base Cost: 5 : . =
Potency: 1

Max: 25

Stress: Unit Rating/8 (C)

Psych: Melancholia

This Enhancement alters the structure of the recipient's eyes, greatly increasing the number of light-sensing rod
cells in the refina. A character with Night Vision can see in darkness as well as in daylight, provided there is
some source of light, no matter how dim. As such, this Enhancement does not function in a completely lightless
environment, such as a sealed and windowless room. This ability extends over a range equal to the
Enhancement's Unit Rating.

Limitation: In this case, the recipient is extremely sensitive to bright light. Such characters suffer a +1

Difficulty to all Surprise and ranged combat Challenges in daylight and other brightly lit situations.

R

Pain Dampener
Base Cost: 20
Potency: 1

Max: 15

Stress: Unit Rating/4 (C)
Psych: Catatonia

DOWNSIDE

This Enhancement creates a special nerve ganglia on the recipient's spinal chord that muffles pain signals

passing through it. As a result, the recipient is highly resistant to pain, reducing the Difficulty penalties resulting

number of Turns equal to his Unit Rating in the Enhancement. While Incapacitated, the recipient must add +3
| to the Difficulty of any Challenges he atfempts. A side-effect of this Enhancement is that the recipient suffers
| from a reduced sense of touch. Any Challenges requiring a fine sense of touch have their Difficulty increased
by +2. Such Challenges include (but are not limited to) the use of the following Skills and Specialties:
Demolitions, Forgery, Invention/Repair, Medicine, Security, and Visual Arts.

from Wounds by one. The recipient can even remain conscious while suffering an Incapacitating Wound for a
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EFFECT

Paralysis

Base Cost: 5
Potency: 2

Max: 8

Stress: Unit Rating/3
Psych: Catatonia

The recipient of this Enhancement can excrete a paralytic toxin from the palms of his hands at will. Anytime the

recipient fouches a farget or lands a successful blow in hand+o-hand combat, he can contaminate the target

P/F RES Challenge against a Difficulty equal to the Enhancement's Unit Rating or immediately fall info a
Catatonic state. Note that subjects can only be contaminated if the recipient can touch their bare skin.
Limitation: In this case, the recipient constantly excretes the toxin from his entire body, contaminating anyone

who touches him. This type of Paralysis causes Continuous Stress.

with the poison (doing so causes the recipient Stress). A character contaminated by this poison must pass a |

Base Cost: 15

Potency: 2

Max: 10

Stress: Unit Rating/3
Psych: Homicidal Mania

This Enhancement allows the recipient to broadcast a narrow beam of alpha waves that agitate the molecules
of an object within a range equal to the Units of the Enhancement, causing it to heat up and ignite. To resolve
such an attempt, the recipient must roll a P/F Challenge against the target's RES. Success indicates that the tar-
get immediately bursts into flames, and will suffer a Penetration Challenge each Turn using the Units of the
Enhancement against its RES and inflicting KO/LW/LW/MW damage until extinguished. Note that this
| Enhancement can ignite any item, even those that are normally non-lammable, but such objects are difficult to
keep aflame. The recipient must concentrate on inflammable objects to keep them burning, taking Stress each
Turn that he does so.
Limitation: In this case, the recipient can only use this Enhancement on readily flammable substances such

as paper, cloth, and dry wood.
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Sleep Induction
Base Cost: 15
Potency: 3

Max: 12

Stress: Unit Rating/3
Psych: Catatonia

Through use of this Enhancement the recipient can tamper with the alpha waves of another character, forcing
that individual into a sleep-ike unconscious state. The target must be within a range equal to the Enhancement's
Unit Rating to be affected, at which point the recipient rolls a P/F Challenge against the target's WILL. Success
indicates that the target has fallen into a deep coma-like sleep for an amount of time equal to the
Enhancement's Unit Rating. After that time, the target will continue to sleep, but can be awakened as easily as
a normally sleeping person.

Limitation: In this case, there is a small chance that the recipient will fall asleep in sympathy with his target
each time he uses the Enhancement. Roll a Standard Challenge using the Enhancement's Unit Rating against the

recipient's WILL, and if the Challenge Grade is B or greater, the recipient falls asleep.

g e
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Spines

LOCATION EFFECT
Base Cost: 5

Potency: 1
Max: 6

Stress: Unit Rating/3 (C)
Psych: Homicidal Mania

This Enhancement causes the recipient's body to be covered with razor-sharp spines similar to those found on

porcupines. Any character who touches or successfully lands a blow on the recipient in hand-to-hand combat
immediately suffers a Penetration Challenge (no To Hit Challenge is necessary) using the Unit Rating as the
Penetration and inflicting LW/LW/MW/HW damage. The recipient negates the effects of this Enhancement by
| wearing armor or any other heavy clothing, and will find it difficult to blend in with a crowd.

: Bonus: In this case, the recipient has somewhat shorter spines that can be refracted info his body with concen-

tration. Close examination of such a character will reveal his boosted nature, however.
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WM'-MB Vision LOCATION EFFECT DOWNSIDE
Base Cost: 10 ' o '
Potency: 1

Max: 1

Stress: Unit Rating (C)

covered
visual arc

Psych: Paranoia

The recipient of this Enhancement has large, widely-spaced eyes like those found on certain tree-dwelling
lemurs. These rather unusual eyes give the recipient a nearly 360-degree field of vision, making it impossible
for others to gain the blindside bonus against him. As useful as this Enhancement is, the spacing of the recipi-
ent's eyes reduces his binocular vision, giving him poor depth perception. The recipient suffers a +1 to the

Difficulty of all Challenges requiring depth perception, including driving vehicles and using firearms.

Base Cost: 5
Potency: 1

Max: 10

Stress: Unit Rating/5
Psych: Sociopathy

This Enhancement allows the recipient to hear sounds outside of the normal human range. The Unit Rating of
this Enhancement represents the range of frequencies the recipient can hear: Any character with this
Enhancement can hear extremely low and high frequency sounds such as dog whistles; With five or more
Units, the recipient can actually hear radio broadcasts, although he has no way to unscramble coded transmis- | ; ;
sions; A character with 10 Units of this Enhancement can actually "hear" color, allowing him to operate while
blinded at only a +1 to all Difficulty levels.
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2l Expanded Enhancement Table
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Panic Disorder

=

Analytic Smell

Boosted DEX u/4 (C) Catatonia

U/4 (C) Homicidal Mania

g

Boosted STR u/4 (Q) Homicidal Mania

Chameleon

U/4 Q) Homicidal Mania

Cold Immunity u/5 (C) Sociopathy

Danger Sense u/5 (C) Paranoia

Dreamwalk Catatonia
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EM Pulse Schizophrenia
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ENTERTAINMANT
SECTION:

VID-NET UPDATE
Combat, Combat, Combat goes
along with the Meat Substitute
as he returns to that fatetul rice

paddy in Laos.

ALIVE'S Words on the Street

Hey, it isn't safe out there on the streets! Especially if your stomach and not set off the detectors! So, in the
you don't know the latest lingo. An out of date or mis- interests of keeping you safe (and our readership from
used word could get you so filled with lead that you dropping), here's some of the latest terminology in use
could stroll through airport security with plutonium in  this week. Stay close to the walls out there!

n Terms most commonly used across the country.
Terms used primarily by the government or by those close to the nation's capitol.

n Terms used by the military and its personnel.
Note that since these terms are familiar to veterans, they are also often used on the street.

acceptable casualty rates « any number of

u deaths that is expected and expendable during beats « moments or heartbeats. “Slamdog just

any given conflict. got corked. Let's take some beats and get our
gats.”

n " Adios!" «“Time to die!” “Adios, hotoplasm!

n Beau * any corporate spokesman.
amber zone ¢ a military operating arena where
n caution is advised. black-and-whites « the “real world” or the

U.S., where things are supposed to be less col-
n baller * a dope dealer. *“Chelsea’s not answer- orful, but a home for rational living.
ing her call. Time to pay the baller.”

n blacktop = the street.
“ balls! » great!
blasted *+ when bills are pronounced dead on
“ bases crack cocaine. legislative arrival because of little pull with the
leadership.

n basehead (also cluckhead) » a crack addict.



blip « an enemy target; vet slang for the sound
the gun computer makes when an enemy is
spotted.

blockade + the witholding of food or power
from a housing development.

bloop « a friendly soldier; vet slang for the
sound the gun computer makes when a friend-
ly is spotted.

BoBo « crazy and/or violent; “Man, he's
reachin’ for his 20! That guy is BoBo!”

bones + money. Alternately, a fun game.
boosted « genetically enhanced.

bork « to forcefully reject; “So I ask her if [
could buy her a drink, and she borks me right
in front of Richardson!”

bought the national debt « to die. “Rico just
bought the national debt. Let's go get his
shoes.”

boyo « a person. “Watch out for Aural Tex,
boye, he's BoBo!"

brainjacking « to steal one’s brain for the pur-
pose of selling it as a bio-drive to an unscrupu-
lous corporation.

brasso * money.
Break ‘em off somethin’ » hurt them.
buck down * to shoot someone, usually fatally.

bucket « head (or other targetted body part);
“I' I kick your bucket for ya!”

Buddha « marijuana. (See also: the Chronic
and Chelsea.)

bust out + to do something very noticeable or
cause violence; “I'm fixin' to bust out. You
strapped?” Alternately, a situation in which a
criminal uses a rocket launcher to blow a hole
in the victim’s home and then, taking advan-
tage of the ensuing confusion, he rushes inside
and steals everything he can carry.

busting caps « to discharge a weapon, usually
during the performance of a violent act.

buttons « money.

cack ¢ to kill; a kill; “Let’s cack this chump!
1t's a deal!”

CATS + Combat Air Transports. Any threat in
the air.

Channel Zero « whatever channel the
Underground is broadcasting from.

cheez « to pull off an admirable feat, usually near-
suicidal. “Holey Frajole! The Alibastard just
cheezed n" snapped the buckets of those CATS!”

Chelsea « the best marijuana. (See also:
Buddha and the Chronic.)

chop shop « term for unlicensed doctor's
offices specializing in the installation and

repair of cybernetic equipment.

Chronic, the * very good marijuana. (See also:
Buddha and Chelsea.)

chunky « cool; “Your new ride is chunky!”

civvy ¢ civilians outside of a military organiza-
tion; those who are innocent.

clams = money.

class « very!! “I'was over at Rico’s pad, and it
was class chunky!!”

clock ¢ to earn or acquire. “I clocked these
togs Saturday from Joe Norm."

cluckhead (also basehead) « a crack addict.

cokers « a drug addict; one addicted to crack
cocaine or cocaine.

cold « very; “That 20mm is cold fresh!”

colorful world « war zones comparable 1o the
intensity of four-color comic books.

cork « head; “Someone popped the Phinster’s
cork!”



BE S pEE OEEED

corked + killed.
covered * powerful. “Sneed’s covered.”
crazy * very!! “That jacket is crazy chunky!”

crimson zone « a military operating arena
classified as highly dangerous,

cro-mag (or “cro”) * a common derogatory
epithet used to describe the pre-frontals.

death whores » all but the most highly-priced
of prostitutes are called death whores because
of the frequency of deadly sexually-transmit-
ted diseases. To requisition a death whore for
his or her services is considered a normal rite
of passage for most gang members.

deepest ¢ largest. “That’s the deepest gat
I've ever seen!”

demob + mustering out, retirement.

dex monster « Secret Service jargon for a
boost who relies on dexterity and speed.

dink « a weak person or weakness in general.
dis « disrespect; insulting.
to murder; to be murdered.

disappear *

disinfo » false information. “Anything that
lobbyist told you is disinfo, you understand?”

down - loyal or friendly with. “I'm down
with the F-HOGs.”

ducats = money.

emerald zone ¢ any operating arena that is
designated safe.

Fat Mac + someone who is well respected on
the street. “Let me tell ya ‘bout Tonto, the
Fattest Mac of them all. ..”

fifteen « a 15mm pistol.

finger + lieutenant.

¥
|
|

1 fire-and-forget + a one-shot, disposable

weapon, usually a weapon of mass destruction.
fly « sporty or expensive.

fly-by + a situation in which an air-capable
boosted gang-crasher opens fire on a target
from the skies and streaks away before the
police can possibly arrive on the scene.

frag « to kill or destroy; “Max-a-Million just
fragged the whole freakin' juice factory! I'm
Jjonesin’!"

freak (or frick) » an intensifier used to add
emphasis to something; “What the freak are
you doin’ here?” ; to act stupidly or carelessly;
“Chuck's all freaked out. I'm gettin’ my
frickin’ gat.”

fresh « new or sporty.

fully strapped ¢ ready for anything; carrying
full loads of cash/drugs/weapons. “Yeah, I'm
fully strapped for Foster's motorcade. Let's
motorvate!”

g + gangster or gangbanger; alternately, guy
or girl.

gat « a gun, usually a pistol.

gat bait « anyone who is actively being
stalked to be murdered.

gauge ¢ ashotgun.
gear - clothes and possessions.

geeks « rookie cops; alternately, an innocent
bystander.

gelts * money.

genhancement: genetic enhancement

get busy + do something; to cause violence.
giga- « a prefix preceding some slang term for
money to imply a great deal of money. (giga-

bones) giga- implies the largest amount, fol-
lowed by mega- and kilo-.
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g greedhead -« any elected official,
“ grip * “seed money” for a criminal operation,

hardcore « any target that needs hot load
ammo in order to be incapacitated.

A heads + opinion specialists who merely com-
=:z| ment on stories rather than generating news
themselves.

hoes - any kind of salesman.

Holey Frajole! « a common phrase of excite-
ment, usually over a large-scale combat.

Hot and Heavy Lead + any altercation that
involves an enormous amount of expended
ammunition.

Hotoplasm (or sissyplasm) » homosuperior
derogatory term for non-boosts. “Hey,
Hotoplasm, 1 think you're in the wrong part of
town!”

in the ballpark » those persons connected to
the power structure with a vested interest in
the survival of that power structure.

sters program their weapons to fire when this
phrase is said.

ivories = dice.

Jack « tosteal or rob. “He's down! Let's jack
his melon!”

Jjam = all-purpose expletive, generally meaning
“to mess up.” 5

Jittering speedclutches « a person racing on
the effects of speed; alternately, someone who
is going through withdrawal.

Jones * a need for something, usually used in
reference to drugs. “Boyo, I'm jonesin’ for
some more moon candy!”

juice « any powerful narcotic substance:

respect.

n It’s a deal! « a trigger phrase. Many gang-

n katch - love

kilo- « a prefix preceding some slang term for
money to imply a great deal of money. (kilo-
clams) giga- implies the largest amount, fol-
lowed by mega- and kilo-.

lampin’ « relaxing.
n loco + crazy or violent,

1| Luddite - a person who blames technology
=| for society’s woes.

% luggage A Significant Other, this term is
=| applied to the politically less powerful member

of a couple.
n mack - any person that makes money.

mega- « a prefix preceding some slang term
for money to imply a great deal of money.
(mega-bucks) giga- implies the largest amount,
followed by mega- and kilo-.

tagged to boosted vets. The vet’s eyes focus
on a point a few inches away, staring at noth-
ing.

ﬂ micro-stare * An odd, inappropriate gaze

Mister Flexibones + A boost with the Flex
n enhancement.

mofo « an enemy, usually boosted, who can
n only be stopped through extreme measures.

someone who is ugly. “If you weren’t so
mookie lookin’, I'd come out there an’' help

(13

you.

“ mooks « a derogatory term. A chump or jerk;

n moon candy - the highest caliber of drugs.

moon dog + anyone who was sent to New
“ Soledad for imprisonment.

motoring « to drive around, either aimlessly or
“ with purpose.

nails « bullets; “I'm gonna drive a nail
“ through your cork!”



neutralized « any target that has been rendered
non-threatening, usually through extreme inca-
pacitation or death.

New Jack < new gangbanger or set.
Nine + a 9mm pistol.

norms » term used by boosted vets to refer to
non-boosted persons.

0.G. « original gangsters, old-time ganger

bangers or sets,
O.P. * Original People (African-Americans).

“The Man better back down or the O.P.’s
gonna bust out!”

Odds Game + Popular urban mind game,
Players enable themselves to leave the safety
of their houses by trying to calculate the odds
of being killed by random violence.

off the rack + a non-boosted human.

pacifier « any device or drug used to curb
metagenic feedback trauma,

packed « armed.

pail « head. “I'll knock yer sponge right outta
yer pail! for ya”

patang + used as an exclamation. “Did you
hear what happened to Lovely Kafka?
Patang!”

player « a moderate threat.

pointer finger » most trusted lieutenant.

popper * akiller.

programmed + someone who is intelligent;
alternately, someone who is boosted.

psychoboosters « the first wave of genetical-
ly-altered human beings.

pull = respect. “Little Girl Sitwell gets a lot of
pull on the streets.”
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racket » profession.

requisition « to acquire an item or fortification
by any means necessary, usually through force
and/or theft.

rock « crack cocaine,

rocks ¢ bullets. “It’s a deal! Here's a few
rocks for your pail!”

ronnies ¢ hired actors who portray campaign-
ing candidates in media promotions,

rook + to rob or steal, “Laughing Akbar just
got rooked!”

ruby + to assassinate an assassin one has
hired.

scrag (or slag) « to kill or destroy,
shank (or shiv) « a knife; to stab.

shine + expensive; sporty. “Yo! Rubin got a
shine new car!”

Sid « acid.

slap or, more properly, "put the slap on." -
to have killed.

slide » to relax. “Everyone was slidin’ on the
beach.”

smudge + a piece of political dirt or reputa-
tion-damaging information. “/'d watch my
back if [ were you, Senator. Sneed's got an
awful lot of smudge on you.”

snoggin’® » extremely large, huge.
Frajole! That shell is snoggin’!"

“Holey

spin « power (be it monetary, political, sexual,
etc.). As a verb, to target for assassination, In
archaic terms, spin refers to the interpretation
of an event by party spokesmen for the benefit
of the news media.

spin control » a situation in which the person
ordering a hit is sufficiently insulated from the
assassin,



I}
g

(i

spin doctor « a hired killer. In archaic terms, a
political spokesperson who interprets events for
the media.

splash « money; to spend money. “I'm gonna
go splash around.”

squack « to hurt or kill,
squatters « homeless people.
squeezers * special interest groups.

steel deep » members of the same gang. “Me and
Julio, we're steel deep.”

stone cold « respected and/or feared.

strapped » carrying cash/drugs/weapons. “Yeah,
I'm strapped for that!”

street-burps « low lifes, people who live and
vanish without significance.

stub « to show disrespect for, to insult. “Adios,
punk. Shouldn’t have stubbed King Klown.”

stubble « the homeless; those who are ignored by
society.

stupid « very.

sub-sprawl + any old section of a city that was
built on the ground.

taggers » vandals.

tagless « the upper echelons of power, so named
because they are not required to wear security
authorization badges.

tats « tatoos.

the Man « the police. The term is also used in
Washington to refer to the President.

togs » clothes. “Do I look chunky in these new
togs or what?”

tone! « a vocal warning of incoming radar-guided
small arms.

tricks « anyone who buys something.

¥
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tripping + acting irrationally, often drug induced.
“Check out Black Remorse, he’s tripping!”

turkey shoot + a contemptibly easy operation.
twenty = a 20mm pistol.

Upper 101 « the network of freeways in the air,
distinguished by the word “upper” with a number
following. “That car bomb messed everything

up. Let's check out Upper 355.”

Upstairs « floating cities; offices and/or homes of
the rich and powerful.

vid + to take a picture or video footage of. “Hey
Argot! Vid this!”

voodoo phone + the Telepathy enhancement.
“SuperDome just rang me up on the voodoo
phone. It’s on for tonight.”

wangle « to be granted something by illegal
means. “If you can wangle a meeting with da
Man, tell him I said frag ‘im!”

wet-up « to kill.

wet wire * to hook electrodes directly to the
brain. “If you wet-wire that Urban Nightmare,
you'll get a lot more quality kills.”

wonks « an unintelligent person.

word - the absolute truth. “J didn’t kill that old
lady, I only mugged her! Word!

wus » a physically weak person.
yay-o * crack cocaine.

zero e+ to kill someone.

NM



PATHFINDERS

What’s that? You want to know who you can trusts
Fool, there ain’t no love in 2021—just millimeters.
3 You know—9mm, 15mm, 25mm?

E'f"’re Just another sorry sob who slaves for the man who slaves for the me
ho slaves for the goddamn Man. When you gonna do something about it

:’e Underground Player’s Handbook provides you with scores of new
iles that will prove useful to street soldiers and insurrectionists alikes

* Expanded character creation rules, including rules for creating non-
boosted PCs and non-veteran hoosts.

e New enhancements. S

e Expanded rules, and new bonuses and limitations for existing @
enhancements.

e New rules and uses for reward points.

e A guide to the street slang of 2021.

» Eight new character archetypes.
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