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Acid 13 or Bomb 18, Heat Immunity 8 

Gun Corn bat, Invention/Repair, Military Science (Demolitions), Thief 

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

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. 

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 iobs: 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 

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 

on the modern battlefield. 

 



 



Enhancements 

Radar Sense 10, Telescopic Vision 8 

Acrobatics (Dodge), Gun Combat, Leadership, Military Science 

Personality Profile 

With the increased popularity of long-range weapons like the Man- 

Howitzer on the battlefield, more engagements - and more kills - are 

 



 



 



 



Enhancements 

Boosted DEX 6, Danger Sense 10, Hyper Touch 5, Micro Vision 15 

Gun Combat, Invention/Repair, Military Science (Demolitions), Science 

Personality Profile 

The flip-side of the demolitions expert, the sapper's job is to disarm 

demolition charges, mines and booby-traps emplaced by the other side. 

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

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

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

hands, and nerves of steel. The best among them have an unshakable 

confidence in their own abilities - otherwise how would they be able 

to work on disarming traps that might at any moment blow up in their 

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

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

their own skills are all that matter; they can7 depend on anyone else to 

help them. Obviously, these skills make them the bestequipped to 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 
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lance bounty hunter or you can be retained by a particular cor- 
poration or agency. In either case your starting monthly income 

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. 

 



end; do the bedtime samba as often as possible. 

 



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 missi 
debtors, follow their spouses - 
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 
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”? I 

4 
1 

The P.I. 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- 
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. 

1 - -  

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

 



mation or a helping hand, should you ask. If things get really bad, your parent church may send in help. 

Suggested Goals: Clean up the neighborhood; convert the faithless; help the needy. 

 



inx 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- 

ons 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-0-press(tm)! I just got a tip that Taste  
Ihoul is sending Death Squads into the ghetto to meet their new 
at quotas.” 

IW You Make a Living: Fighting the system has never been 
rative, even in the media biz. You have to spend a lot on trav- 
:xpenses and, of course, bribes. As play begins, you have a 
ithly income of $18,000. 

You may play a member of the corporate media. Work with the 
GM to determine what kinds of limitations this entails. Your 

monthly income would start at $35,000. 

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. 

If you like, you may play a vet who, upon mustering 
out, became a journalist. 

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 
GM to determine the details of this organization. 

Suggested Goals: Get the truth to the people; stop a particular corporation or political group. 

 



gave you a new name, a new face, and a license to kill. Now you’re a company man fixing leaks in the gov- 
ernment’s “plumbing.” 

You never expected you would end up as a part of the nation’s intelligence network. Membership does have its 
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: “I understand you may have sold a few files to the Neo-Deutsch. Tsk tsk tsk. We’re not very happy about that.” 

 



You see yourself as the torch bearer of revolution in music. You have a proud pedigree: Zappa, the MC5, 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 

portant. 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 Greer 

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 

r. 1 

f 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. 

 



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: “You think we’re all stupid, 
don’t you? You think you can get away 
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, 
good places to hide, the best places to dumpster dive, and where the cops will and will not go. 

You’re homeless and that gives you one advantage: you’re underestimated. It’s 

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

 



 



Psych: Homicidal Mania 

The recipient of this Enhancement is able to absorb and store large amounts of electricity. Any time 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 electricity 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 time that have elapsed since it was absorbed. 

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 

built-in 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- 

trols, and firearms (+1 Penalty to the Difficulty of any Challenges that call for the use of such items). 
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Stress: Unit Rating/8 (C) 

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 Rating 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 to hear sounds at an increased distance, as does 

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

that the recipient i s  trapped in the dream and immediately becomes Catatonic. 

Dreamwalk 
Base Cost: 10 
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 0 Units distance of the target and roll a P/F Challenge 

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

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 

 



This Enhancement increases the metallic content of the recipient's blood and creates a special electricit) 

ating organ that functions somewhat like an electric eel's. With concentration, the recipient can gent 

small electromagnetic pulse from his body, disrupting electronic devices within a radius equal 

Enhancement's Unit Rating. The recipient rolls a Standard Challenge against all electronic gear wit 

affected radius (including any the recipient i s  carrying) using the Enhancement's Unit Rating again! 

item's RES. The Challenge Grade indicates how long the item is out of commission: D = 2 Turns, C = 1 

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 90degree arc but 

leaving his own equipment unharmed. 

Energy Detection 
Base Cost: 5 
Potency: 1 

Max: 15 
Stress: Unit Rating/6 (C) 
Psych: Panic Disorder 

Special organs in the brain 

gy sources, much like the skin can sense heat. This ability functions at a range equal to 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 to its location and 

 



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 

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 

Stress: Unit Rating/d (C) 

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

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 6 Units of this 

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

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. 

 



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 to 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 to take Stress each Turn to maintain its effects. 

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

recipient could, for example, make a target think that a $1 0 bill was actually a $1000 bill, or that a friend was 

drawing a gun and trying to kill him. While using Hallucination in this way the recipient notices nothing and all 

Stress: Unit Rating/6 (C) 

and attack. This Enhancement adds its Unit Rating to the Difficulty of any attempts to use the following 

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. 

 



 



The brain of the recipient of this Enhancement generates a mental "white noise," making it more difficult to 

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. 

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

Blank causes normal Stress rather than Continuous Stress, and while using this Enhancement the recipieni 

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. 

 



This Enhancement alters the structure of the recipient's eyes, greatly increasing the number of light-sensing rod 

cells in the retina. 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. 

Paln Dampener 
Base Cost: 20 

Potency: 1 

Max: 15 
Stress: Unit Rating/4 (C) 

Psych: Catatonia 

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 

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

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 attempts. A sideeffect 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. 

 



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 thc 

recipient touches a target or lands a successful blow in hand-tohand combat, he can contaminate the targe 

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

P/F RES Challenge against a Difficulty equal to the Enhancement's Unit Rating or immediately fall into c 

Catatonic state. Note that subjects can only be contaminated i f  the recipient can touch their bare skin. 

Limitation: In this case, the recipient constantly excretes the toxin from his entire body, contaminating anyonc 

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

P yrokinesis 
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 nonflammable, 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. 

 



Through use of this Enhancement the recipient can tamper with the alpha waves of another character, forcing 

that individual into a sleeplike 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. 

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 retracted into his body with concen- 

tration. Close examination of such a character will reveal his boosted nature, however. 



visual arc  

Stress: Unit Rating (C) 

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. 

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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PH 110 Pyrokinesis 15 2 10 u/3 Homicidal Mania 

Radar Sense 5 11  5 U/6 IC) Panic Disorder UG 163 I 
Reduced Fatigue 5 16 u/4 IC) Catatonia UG 164 

15 3 9 u/3 (C) Sociopathy UG 164 1 Regeneration 

Sealed Systems 10 1 12 u/5 IC1 Schizophrenia UG 167 . .  
' b n .  p *..;:

Melancholia UG 165 1 Sense i c k  15 2 11 u/4 
* *  

Spines 5 1 6 w 3  (CI Homicidal Mania PH 1 1 1  

Swimming 5 1 12 U/8 (Cl Panic Disorder UG 168 

Telekinesis 10 3 8 u/3 Schizophrenia UG 169 

Telepathic Blast 15 3 7 U/2 Schizophrenia UG 168 

Telepathy 10 1 35 U/l5 Schizophrenia UG 170 

Telescopic Vision 5 1 9 u/5 (C) Catatonia UG 169 

U/8 (C) Melancholia UG 170 Thermal Vision 5 1 25 

WideAngle Vision 10 1 1 u (C) Paranoia PH 112 

Wideband Hearing 5 1 10 u/5 Sociopathy PH '112 



character can expect to receive two Rewar 

haracter stuck to h 



I .  . .  



hNGTH 



or Code and it must be limiting. 

ter is  accumulating Stress Points (such as 





some type of special task 

for some of the changes LIIuIuLI 

lenge (probably the on 





















f’s thaf? You want to know who you can f r  
fhere a idf  no love in 2 0 2 1 j u s f  rnillirnet 

You know-9mm, ZSmm, 25mm? 

t another sorry sob who slaves for the man who slaves for t 
ves for the goddamn Man. When yougonna do something ai 

derground Player’s Handbook provides you with scores 
hat will prove useful to street soldiers and insurrectionists 

0 1  800 

o 29877 00358 7 

I S B N  3-56905-034-7 

 


