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arcane proudly presents another 11-page encounter that
you can use with any sci-fi or cyberpunk RPG.

RACKMODULO INC.

Eveh with the coat, I'm cold,

IT fook two days, but a little bug climbed down from the
roof of number four tower and laid a square millimetre of
careful ceramic onh the corner of module 8-¢'s window. [t's
perfectly clear to the eye, and the exact same refractive
index as air - even the window wagher will never know it’s
there. To the 3,000 angstrom x—rays the laser beside me ig
putting out, it's a quantum frap and a perfect mirror,

The laser whines and hisses and creaks, old and cold in its bath
of liquid helium. The helium boils away, scavenged, replenished
and recondensed, but the cedls are old, too, and the clever
membranes of the coat can't do anything about vapour ih my
lungs. Cold, the whole room, frogt onh the screen, the mirrors,
white ice ih the small bathroom sink.

Little pulses, quarter—nanosecond slugs of light not as long ag
the width of my hand. A cosmic—ray counter in the corner
feeds random humbers to the stack of chips running the lager,
so They leave with ho pattern. Another stack of chips does
feargome statistics on the returnhing light, o cee how the
window rattles, ever go faint, with the motion of the air in the
room behind.

Twelve hours worth of data, and coffee tastes like burnt
grease. No water; the ohe working bathroom tap feeds the hoge
fo the heat exchanger cooling the laser’s helium bath. Nothing
from the window but an endlessly repeating old recording.
Behind that, a litfle chatter and a 60 hertz hum and an old
style electromagnetic speaker stuck fo the metdl window frame
somewhere, the stafistics say with tape. Their hum matches my
wall current perfectly, go it's probably a real speaker affer dll,
not a gpoof,

Whatever they have fo hide in there, they’ve got a genge of
humour about it. Databage says the recording is The Chipmunks
Ging the Best of Michael Jackson.’
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You're bound to notice that, even though we present
character descriptions for the peaple you find in the
RackModulo complex, we don't provide you with any
stats. This is a deliberate decision — you're supposed to be
able to use this encounter with pretty well any science
fiction or cyberpunk RPG, and to provide stats for all of
them would take up way too much space. That shouldn't
be a problem for you ~ just make up the stats for these
characters yourself. Same goes for other ‘system’ details —
make them up to fit your campaign,

Advertiserment

You're a corpordtion, or part of a government, a gmall buginess
or Just possibly an individual researcher. You're looking for
workspace. You don't want to build your owh with dll the
agsociated hassles. You don't want the bother of dedling with
environmental laws and dll the individual utility corps. But you
do want gomewhere gecure and aftractive, where you can work
without dnyehe looking over your shoulder. You're bugy people,
you want fo get oh with your line of work, whatever that may
be. You want the peace of mind that comes with knowing that
your business is hobody’s business but your own. And you can
atford to pay for it.

RackModulo can help

We own thousands of modules, set in delightfully landscaped
parkland. Each module is safe, secure and utterly private,
RackMeodulo [he. is hot inferested in viclating the
confidentiality of our cugtomers. \We don’t care what you're
doing, we Just want fo help you get on with it. Your buginess is
hot our busihess. We don’t even care who you dre. The interior
of your impermeable module i yours to do what you want with,
ds lohg ag you pay your single bill. All utilities, including data
feed, full environmentally effective waste reclamation and
excellent reactive security, dre included as part of the
RackMedulo package.

For more details about the gervice we can provide, including
detuails dbouf your nearest RackModulo Park, click here. Offer
subJect fo appropriate credit. I you have fo agk, you probably
don't want to know.

®

RackModulo [nc. sells governments, cobporations and individuals
peace of mind; it provides utterly private workspace. This
gpace comes in the form of building frames that gerve ag racks
for industrial activity modules. It also provides full utility
hookups (including broadband data feeds) and a very simple
noh—pollution requirement.

The client gefs two extremely important things: complete
privacy ahd comprehensive anohymity. fis lohg as nothing leaks
from the module and nothing from the very short ‘can’t cope’
list i dumped info RackMedulo’s wagte processing system,
absolutely no—one will express the least bit of interest in
what’s beihg dohe in any parficular module. And to get dll thig,
dll you have fo do is keep paying your exorbitantly high rent,
Naturally, such services do not come cheap. RackMedulo quite
happily accepts anyone as a customer, just ag long as they can
prove they can pay...
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The Complex

Physically, RackModule complexes follow a common plan: a Z50m
by 250m squdre base, set with industrial parkiand, with a
stepped series of mega—modules Yorming a pyramid. These
mega—modules each houses a series of rented modules within, of
varying sizes, from gmall office—sized ones to huge research
centres. fach module hag its own elevator access and plumbing
connections. The Zm wide Tubes that hold the elevators are
filled with dn inert gag - light comes in, but ho neoise and no
information. ficcess to the elevators is via d maze of twisty
passages, dll dlike. A system in the frame office openg the
necessary doors and monitorg progress.

The Waste Procesgsing Centre

In the cenfre of the complex is the buried wagte processing
cenfre. There dre eight separate processors, runhing in
pardllel. The ground over the processors is atfractively
landscaped wooded parkland. RackMedulo prides itself oh its
green envirohmentally—friendly image. The facility has
congiderdble passive security; the wadlls are very thick
synthacrete, and access is very Tightly controlled af the
bottom of the 8m elevater shatt — anyone can fake the
elevator down. However, getting back up, for unauthorized
visitors, can be exiremely challenging.

[ The Modules |
RackModulo makes all the module exteriors, and you must buy
or leage the exterior from it wheh you reht space. Thig
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exterior is exiremely fough, resolufely corrosion
proof and infengely soundprooted. [t is possible to
rent ag many modules as you want as long as you
can afford them. The interiorg may be outfitted in
ahy way you please, and RackMedulo fne. will hot
express concerng about your decisions. The only
thing it insists on is the zero emissions
requirement. Everything leaving a module must go
through either RackMedulo’s ventilation and
filtration gystem, or out of the standard 5Ccm
digposal pipe hookups. This requirement is
confractudlly enforced with a vengeance, and the
ventilation system runs at less than the ambient
afmosphenic pressure, which prevents even
accidental external venting.

Go, what’
Anything you like.

Anyohe who wantfs a little privacy and a
straightforward working environment can be a
RackMeodulo customer. There are corporate
customers, both overt and covert, private
resedrchers who dre dble to atford the sfeep
leasing fees dnd a humber of medium gecurity
buginesgses — patent lawyers, private defectives
and dafa retrieval experts. There are also
medical facilities ranging from the entirely legal
dnd propetr To the completely unlawful, various light
indusTrial customerg — chip fabrication, biclogics
and anything elge you can grow in a small vat ob
want to keep quiet - d humber of hackers, techs
and weirds (most of whom live with their werk, whatever that
may be) and any number of black projects — governmental,
industrial or private. A RackModulo medule is definitely the
perfect place to conduct research info germ warfare,
neurotoxing, or just To keep the files for a distributed
infiltration attempt.

Regearch tends fo be something that can be done by a
small Team — seldom more than eight people — and the topic
invegtigated can be anything that will fif. Very specific fopics
are the norm.

Getting in: Ways and Means

RackModulo Inc. runs a large groundline data feed info the
complex. [t surfaces in the buried, highly secure, reprocessing
cenfre office, and from there cables in well—armoured conduitg
gnake outwards to the four module frames, The cables are
labelled, but unfortunately in cryptic codes that only
RackMedulo’s security and mainfenance devices can make any
sense of. The actual customer files (which are in fact
surprisingly thin, essentially a credit reference and a leasing
history) are mdintdined entirely off—line. There are duplicate
copies of the customer files in all four frame offices, in
degtruction—rigged filing cabinets. There’s dlso a set in the
cenfral office, as well ag duplicate sefs in the RackModulo
corporate headquarters.

You could always try the good old—tashioned golution. You can
attempt to bribe o disatfected or greedy worker, make friends
with a RackModulo maintendnce tech, or spend some time doing
a lot of background investigation on d known researcher. Thig
approach works fairly well, so long ag you have enough time on

going oh in there?
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your hahds and RackMedule's general security overview doesn't
notice you.

You might want fo try using bugs and taps on the datdlines, or
sending ih Tiny micromachines to obgerve. Thege are dll possible
options, but ditficult. (t's hard to get past the RackModulo
front degk, and the uge of such a device on the highly
impervioug outside of a module i impractical, so it has to be an
ingide job of gome degeription.

Inferrogation of The Principals

This kanges from attempts to make friends through to good
old—fashiched kidhapping followed by chemicdl interrogation. It
can certainly get you some good information, but it's extremely
risky. Hardly dhyone can be a RackMedulo customer without
having at least a little parancia in their persondlity, and the
effective formg — chemical ok gercerous interrogation — tend
To be wildly illegal and you need fo be prepared for some
inferesting consequences,

In a world where magic redlly does work, RackMedulo’s
sorcerous protections are every bit as good as the physical
ones. This means that they can be bypassed, but not without
extreme care, competence, a degree of forethought and
detailed planhing.

One of the things that RackModulo Inc. is selling is privacy, 1+
hag a comprehensive passive security system throughout the
complex, which exfends everywhere except inside the
cugtomers’ modules. If you want o have the players investigate
a module customer on RackMedulo's behalf, you should keep this
information ih mind — they will be extremely concerned fo deny
their involvement,

This gecurity system has severdl components:

Despite the careful open look, everything in the RackModulo
complex is made out of very tough composite and gynthetic
materidls. [T would, for example, take a good sized bomb made
by gomeone who knows what they're doing o blow in the ‘glass’
doors fo the module frame offices. All the cables are deeply
buried in heavy conduits and the power supply is interhal (solar
from gpace receptor, huclear reactor, or cable to the local
utility — there is at leagt one backup power supply good for a
couple of hours).

RackMeodulo [he. has d cohfract with d local secunity force,
which is sure o be competent, buf hot exceptionally Tough or
particularly well armed. The security force ig certainly good
enough fo deal with the typical street samurai, but
unfortunately it's not up to handling armoured vehicles, combat
cyborgs of md,jor demons.

odule Secuprit
Remember that the cugfomers are paranoid, mostly. The
relatively decent RackModulo security is there to keep the
rabble ouf, but the typical customer will take steps on their
own. [T’s important to think about this ih advance - any
compeTent lethal security is quite able to reduce an infiltrator
it catches fo 5O kilos of medical wagte and a lihgering bad
smell. Make sure the players are fully aware of thig, or else
use less lethal options. They might get more than a bit grumpy
with you if their characters consistently die in increasingly
gruesome ways.

[T the machine doesn't think you belong there, things happen —
this ranges from the door hot opening to directional mines,
biowarfare agents and heurctoxing. That's if the pergon
respongible for the machine is in a gtraightforward mood. 1§
they dre sheaky, it lets you in, drugs you and then sticks you
ih sforage until the owner comes back. Or maybe it lets you in,
gasses you dnd grinds you fo a
paste - the central waste handling
facility can certainly handle
ground data—thief. OF course,
they might dlso have uge of an
experimental gubject for
everything from a brand new
recreationdl hallucinogen to a
neurosurgical procedure.

Think about how much trouble you
could get info if gomeone let you
walk around the shop floor ih a
gteel mill. RackMedulo’s cugtomers
are industrial on a smaller scale,
but there are any humber of nagty
things ih a module. There might be
5,000 psi live steam in there, an
“electric arc furndce, plagma
welders, annedling ovens full of
boiling hydrotlouric acid, ok almesgt
anythihg else you can think of. [t
the person aftempting to shedk in
and find stuft out doesn't know
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shai they're doing, They
dissolved, subjected to
Terafogens, electrocuted,
or squished. Even if they
manage To avoid all that,
they might leave clear
signs of their presence in
broken, mis—set or
Tampered with equipment.

People

Jules Cavanagh is
mahager of the local
RackModulo Park. He’s
fussy, legalistic and suave.
He detests violence and
will promige anything. He
has ugetul, but not fast,
connections. Jules is
reliable, for a lawyer. He could sell condos in a wasTe dump fo
Greens, but he has no sense of humour. He's pretty reasonable
at threat assessment, delighted by petty bribery, but buying him
out would be expengive. RackModulo is not a particularly large
corporation but its customers are, and they could do quite a
bif in the way of vengeance.

Tdra Smith looks like a pretty ordinary secretary, but nothing
could be further from the truth. She’s chief of security and bad
combat trouble in her own right — she can be a shapeshifted
demon, ah android or modified o the gills, but hone of it shows
and most of it ig lethdl. Jules doesh't know that she’s securify
chief for the head office and hds separate lines of
communications. Jules has his own hired security and Tard
handles the ditficult and obscure stuff. If she gets on the
phone (and the phone is built in) she can have about 20
geriously heavy bruigers there in very short order. She regards
doing this as a failure of subtlety and skill because it would
blow her cover to Jules. Unless, of course, that much force is
required for the Jjob.

L/

Mike Rachet is in his fiffies, and he is the gardener and
groundskeeper for the central park gection of the RackModulo
complex. {h a magic—hag—refurhed world, Mike will have the
appropriate magical dbilities to be good with plants. [h a normally
technical world, Mike seems like a St. Francis Type, buf knows
about organics and biochemistry. The parkland and fthe trees
are maintained by the uge of clever hi—tech molecular filters
and other scrupulous dnfi—pollution medsures. finyone doing
damage to the parkldand hag To worry about Mike doing
something hasty To them - probably later, affer he’s fracked
them down. Hig revenge ig likely to be an etfective toxin.

finagtagia Corbin
Dr Corbin is in her late thirties. She looks like a rather prim,
slender, dour, ‘*hair tied back in a gevere bun’ stereotypical

scientist. She is the hominal ownher of module 8-5, in which ig
located d plutonium micromachining facility. Making enough noise
to get her inferested ih her surroundings could be pretty bad -
the kind of gecurity she can cdll on is not going To be believed.
Ghe is also the mogt obvious person te talk to if you want to
tind out what's going oh in 8-6 because The Two modules are
right hext te each other. Ghe has ho redson hot to fell you,
but again, make her feel seriously threatened and you get to
dedl with the gecurity of whomever it i that wants nuclear
bombs ih quantity.

Dr Locke never gives a firgT name. He works ouf of module 8-
6, performing body enhancements and modifications. He is
definitely expengive, but does good work including the
physiotherdpy hecessary to Teach customers how fo uge Their
new Cyberwdre. He dlso does a sideline in organic transplants.
He dppears to be in his thirties, but ig actually somewhat clder
thah that. He supplements hig healthy practice in bodymods with
biclogical experimentation, dnd is dlways oh the lookout for new
subjects for the vadrious pldgues dnd hew surgical fechniques he
has developed. He may have gome powerful corperate backers
who khow his gecret and give him fundsg, hopihg to benefit from
hig breakthroughs.

Zo—Zo i d lowlife, whose mirror shades are cracked and
scratched. Anyohe with street—smarts can tell ot once that
ghe i addicted fo more than one gtreet—faghionable drug. Ghe
might be any age from 1Z to 20. With her slouching atfitude
ahd her long, sharp, visible knife che looks ag if she can take
care of hergelf without any problems at all. Zo~Zo can often be
geen coming and going Trom module 8-¢, most often late af

night. She goeg in with large bags, and leaves suspiciously e
without them. She has no bodymods, and thinks nothing of tfelling

people how much she hates them. She is, in Tact, supplying the

Doctor with used cyberware, which she hag cut from her e gt

numerous Victims.
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s Voot of fhe time, nothing all that inferesting happens af a
RackModulo complex, at least not that anyone notices, There
may be major breakthroughs happening in there weekly, but you
don't hear the champagne corks. However, if there are

breckthroughs happening, you can be relatively sure that
someohe wants To know about it

being Hired to [ook [nto [t

AlmosT anyone might hire a skilled party fo find out what is
going on inside a specific module. [t might be a rival — pergonal,
Corpordtfe or ihter—corporate, Or a government agency of gome
description — revenuers, the patent office, military intelligence,
occupational health and safety. Or RackModulo fne. itgelf,
getting a little nervous about just what is going on in some
module dnd wanting fo do a little digcrete checking. A curious
data—thief may wonder if information worth stedling is in there
somewhere. Or a customer of a gpecific business may want a
verification of what they’ve been told about the state of their
research. There might even be relatives, friends or loved oneg
of an employee or regearcher prepared to pay to know what
their hearest and dedrest ig up to in there. Or somebody with
one of thege reagons for investigating may have disappeared,
and their friends and family might be inferested in finding out
what's become of them.

Specitic [htormation

The ugual way To become involved is fo be hired to find out
specific information or o obtain a gpecitic object. In dlmost all
cases, this can only be considered a success if it can be done
anonymously. (¥ it isn’t done anonymously, probable regponges
range from being followed (tangibly, sorcerously or
electronically), fed faise information, being set up at the

exchange (of courge, they can dlways just get you fo hand it
over, dnd let you and your erstwhile employer argue about
exdctly where it went), to being subsequently agsassinated or
simply killed out of hand.

I¥ you are asked fo investigate a RackModulo cugtomer.,
payment for your efforts is likely to be quite informal. It might
be the cancellation of a favour the investigator owes,
repayment in kind with goods or information, cash, or the
acknowledgement fhat a favour is owed. Payment by either
RackModulo [nc. of a RackModulo customer can be d rather
more formal atfair (it the work done ig reagonably legal) or just
ag informal it the work done is of questionable probity or
legdlity, or it anyone involved wants to be able to deny that
they did it.

Discovering iT Yourselves

RackModulo’s facilities are very edgily tailored to suit any
given set of player inferests, The possibilities of what may be
going on inside a module are endless. Any kind of party can
frace some enemy or rival back to a RackMedule module, and
cohgequently feel it necessary to get ingide. They could
discover that this is the legitimate business address of g
compahy they are currently investigating. Or, oh the other
hand, they might even discover that thig is the secret
headquarters, or gecret research station where they can find
out what ig really going on.

A Patron at RackModulo

One of RackModulo’s cugtomers might well heed the services of
fhe party for any number of reasons. The party could visit the
sife and become reasonably familiar with it, being given various
Jobs and paid for them. This is a good way of making them
redlise how heavy the security is. Then the patrons could
disappear without warhing and the module locked, possibly still



owing morey To the party. What has happened? fire they still
reide? Will The PCs break in To find ouf, and what will they
Frd if they do? fi variant on this is the key fo the module left
waiTing Tor The party af the Trame office, but the security is
not disabled, or a mutual enemy is waiting ihside. Or the party
could irherit a module from a patfron, thinking this is a
wonderful place to hole up unfil the firgt monthly bill arrives.
“How much?!”

Renting from RackModulo

Wedlthy parfies may have reason fo hire a module themselves.
RackMedulo deals with anyone who has a sulficient credit
rating. This can be parficularly goed it a group is looking for
somewnere To do something illegal. [T can dlso entangle them with
Their heighbours in the nearby modules. This works well with a
party which is somewhat shady but still has a fair degree of
mordlity left. Someone could come fo it with a geries of truly
horrific allegations about what is happening in the module next
door. This might of course be the truth, or the informer might
have Their ownh agenda to fulfil. [f you want o stop your party
renting from RackModulo, all you have to do is make sure it is
far too expensive.

Makinhg a Mistake

Semi—legitimate outfits such as body-medification clinics
operdte in modules, and these cah be identified only by their
numbers. (¥ d party decides To visit one of these outfits, but
has been given the wrong number (either accidentdlly or on
purpose), it could quite easily find itgelf next door and in
serious Trouble. This can be a very inferesting way fo set up a
new adventure,

Any group which manages To get past all that security infact
can feel extremely proud of itself — at least until the owhers
get home.

Meodule 8-6, illustrated, is
owhed by the mysterious Dr
Locke. The good doctor
specidlises in body modification,
but rumours abound that he dlso
does illegal transplants and
strange experiments. These
rumours are actually all true. By
day, the place is a thriving
clinic, at night Dr Locke
performs his experiments. The
surgery will be deserted af
hight, but Dr Locke dlways
sleeps in his lab, and is used fo
meeting Zo—Zo most nights
after midnight.

A party can become
ihvolved with Dr Locke in many
ways. One of them may get a
cyberpart from him which may
later turh out fo be idenfified
as coming from d murder victim.
Or they may discover the
activities of the mysterious Zo.
Or they may be hired fo

discover the whereabouts of the last pergon who fried to
investigate him.

|: The dirlock entrance to the module. Cycle time is about 15
seconds. With careful cramming, ten people can fit info the &5’
by 5" space, but this only happens on exit, and the elevater
ohly works if just one person is in it in any case. The inside
controls allow the airlock o be cycled to vacuum.

Z: This space is the airlock machinery.

3: The safe room, which can undergo complete air replacement
in seconds, and which is equipped with a chemical spill emergency
shower and various other first aid supplies. This is a very
gecure hoom, dithough the door can, however, be overridden
from the oufside with the proper codes, making the thick, tough
walls less useful to a holdout.

4 Thig is the reception area. [h the daytime this room containg
a gecretary, several computers, some chairs and customers
waiting fo undergo various procedures. At night it is completely
degerfed buf for o camera. The gecurity procedures can
identify anyohe entering through the airlock dnd have been
ruthlessly set fo gas anyone they do not instantly recognise,
and set off an alarm in the laboratory. Anyone found gassed
will theh become one of Dr. Locke’s experimental subjects. If
people entering the ared do not fall to the floor within just
three minutes, yet more lethal measures are enabled. Dr Locke
will hot, however, call for outside security in anything but a
pergonal emergency.

5. Physiotherapy chamber. This room containg both physical
equipment and a whole body computer set up. [+ makes heavy
use of virtual redlity fechnology. Particularly nasty referees
may wish to confemplate the results of a character getting
stuck in something very much like a holodeck, which is insisting
that the character learns fo use a body part they do not
actually possess.

6: Storage. This room is refrigerated because it is ugsed for
storing body parts, of both the flesh and cyber varieties, until
they are needed. When required fhe parfs are ordered by
computer, placed in boxes and moved by robotic helpers.

F. The surgery. This room confains a surgical Table with
associated computer equipment, such as remote operated knives
for example. There is dlso a console from which Dr Locke
operates his equipment.

8. Lab. The laberatory contains all kinds of dangerous
scienfific experimental equipment. This generally includes a
subject or two, who are usudlly kept caged and sometimes
heavily drugged.

9. The recovery room. This is where patients get some rest
affer their op'.

® 7
Next month

We're off to find out what's been found at the dig...
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Mention cyberpunk
to most gamers
and all they can
think of is
Bladerunner, but
there’s a whole
lot more to this
gritty, on-the-
edge genre than
many of us give
it credit for:
Antony Johnston
takes us far into

the future. ..




hen William Gibson wrote the words, “The
sky above the port was the colour of a
television, tuned to a dead channel,” he was
starting something the enormity of which
perhaps even he couldn’t have possibly
imagined. He was kick-starting a brand new
genre in science fiction, a hard-
hitting glimpse into a future that’s
all the more real because we're
slowly creeping towards it.

Later in his first book,
Neuromancer, he coined the
term ‘cyberspace’ - a term which
is now commonly used with
reference to the Internet (then, in 1984, the
Internet was, of course, still 3 marginal rather
than mainstream utility), and from this term
came another, ‘cyberpunk’

Cyberpunk is the word which is now
used to describe
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the entire sub-genre of SF that Gibson

helped to create (yes, there were others -

see below). It's 3 genre which has spilled

over into film, theatre, music and, of course,

roleplaying games. There are a number of

roleplaying systems which cover this dark

vision of a near future, where mega-

corporations rule the world, and

people are seen as little more

than a commodity just waiting to

be exploited, and throughout this

feature we're going to be telling

you exactly why you should be

playing them. But first of all, what
precisely is cyberpunk?

JACKING IN

Cyberpunk proper started in the early 1980s
as a literary movement. The most famous
novel of the period is indeed

/

e

Neuromancer,
a hellish vision of
humanity losing its way and of the
evolution of the Matrix (a kind of Internet
come to life). But while Gibson deserves
credit for bringing cyberpunk to the
masses, there were others before him,
such as John Brunner’s Shockwave Rider
and Jagged Orbit, or Niven and
Pournelle’s Oath of Fealty.

Gibson, along with Sterling,
Cadigan, Maddox, Rucker and others,
brought us what Gardner Dozois
eventually coined ‘cyberpunk’: gritty,

hard-edged SF, based not on the

utopian visions of Hugo Gernsback or

the interstellar space wars of L Ron

Hubbard, but instead on a dystopia, a near-
future nightmare of dehumanization.

The governments have surrendered

control to the Corporations, because profit



SOME CYBER™
IDEAS fFOR CYBER™
SCENARIOS

The best inspiration for cyberpunk
scenarios is life - watch the news, pay
attention to how people interact with one
another, listen to opinions and views.
Twist a news story slightly, putitin a
cyberpunk context, and see what comes
out the other end. Or take an opinion and
follow it to its logical conclusion,
regardless of practicality or morality. The One of the most
best cyberpunk material rings of @qucud lines from

familiarity, but twists perceptions and Neuromancer is,
attitudes. Try these for size: “he street finds its
own uses for things.”

MYSTERY MACHINE
The PCs are hired to guard a truck as it makes its

Bear this in mind.
A nailgun is just as
way from their home town to another. The second effective as a pistol at
city is notorious as an anarchist state, and their point-blank range.
employer is concerned that the truck’s contents
(“sensitive medical experiments”) don't fall into
the wrong hands.

But the crates in the truck are empty - it is
the driver who is important. He's a government
agent, a one-man army sent to bring down the
anarchist leaders, believed to be execs working
for the Corp the truck is headed for.

If they arrive without realising the driver is
more than just a trucker, they'll be paid and told
to make their own way back while the agent
starts cracking heads. If they do work it out on
the way, the agent might just decide to just waste
‘'em and to hell with the cover...

OF ZLOYYO:s
trying to survive in a harsh, uncompromising

NO CHOICE

Ever seen The Usual Suspects? Surely the PCs
have done enough in their time to merit the
vengeance of a Kaiser Shohze-type criminal

overlord, who coerces them into doing One Last If you have
Job for him.. Internet access

(and every good
WE CAN BUILD YOU cyberpunk should)

One of the PCs is in hospital for some check out these

cybersurgery. Going to the bathroom unattended, newsgroups:
he hears a totally inhuman sound from the alt: cobaraink
stairwell. Opening it, he sees a pale, hairless SO e D SayhaE
humanoid dragging itself up the stairs. It reaches and
for him but is shot by pursuing security a6l cyberpunlc chatsilo
guards, who then open up on the PC!
This could turn into either Die

Hardin a hospital, or a full-blown corp
espionage scenario. What was that
thing? Why didn't the guards want

the PC to see it? What exactly are

they hiding?

rules and the Corps basically Know What You
Want far better than you do. In fact they tell
you exactly what you want. If you want any
security in this world you work for the
Corporation, live in their apartments, sing
their hymns, send your kids to their schools,
buy their products and even watch their
television shows.

Because here in the future we can quite
literally rebuild you. Technology, particularly
that of miniaturisation and medicine, has
advanced at an alarming rate, too fast for the
average person to be able to comprehend.
So you let the Corps think for you. You let
them keep enormous databases on your
eating and drinking habits, as well as your
TV-watching habits. You get married to
another Corp worker, then let the Corp
choose your children’s names. Well,
everyone needs security.

But you're not average, are you? You're
different. You've got that small but
indomitable sense of pride in you that says
whatever happens you won’t break. You'll
use their own weapons - the mass media,
the hypertech, the information overload -
against them. You'll subvert the masses,
sabotage the Corp and bring the truth to the
people, because you live on the edge, the
periphery of society. And from here you can
clearly see the rotten core.

You have the power - the subversive power
of the desktop printer and personal global
communications. You know that you can
make a real difference. The heroes of
cyberpunk are not Buck Rogers or Zorro.
They are you and |, normal people trying to
survive in 3@ harsh, uncompromising world
without losing their identity.

Sounds like 3 great starting point for a
roleplaying game, doesn't it? Thought so -
but before you chose a system to play with
and get your players hooked on the idea,
you should first immerse yourself in the
genre (see the Techno books and Cyberflicks
columns on pages 26 and 27). Then
carefully consider what type of game you
want to run - are the PCs struggling street
anarchists, rebelling against the authorities,
or are they a professional merc team
(popular choice), hiring themselves to the
highest bidder? Perhaps they’re Corporate
workers themselves, consumed by an
overwhelming lust for power. The might
form a police squad, desperately trying to
protect the increasingly paranoid and violent
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They are you and I,

populace from themselves. Or perhaps a
nomad biker family roaming through
radioactive mid-America. The possibilities
are simply endless.

Once you've decided on your theme,
it's time to buy a system (see the Which
system? box on the right), and make sure
your players (and the proposed types of
characters) are agreeable to all concerned.
Take some time to carefully weave your PCs
into the world you have chosen. Be sure to
give them families, friends, enemies,
acquaintances; they should have interesting
lives in this world, with duties and
commitments to make them consider the
consequences of their actions and distract
them at inconvenient moments!

BUNNING THE
EDGE
Regardless of whether you're running a Corp
extraction, a covert netrun or a celebrity
scandal, there are certain things that can
make or break a cyberpunk game.

The first of these has to be attitude. The
PCs should always be looking over their
shoulders. NPCs won't fight to the death -
they’re not stupid! Stand up to the PCs and
give them a hard time. A few failed charisma
rolls here, a few hostile reaction rolls there...

“The heroes of cyberpunk are not Buck Rogers

normal people

world without losing their identity.”

don’t be lenient. If they break into a
warehouse, have 3 passing local phone the
cops. If they turn up at a murder scene,
ignore them. Don’t have the police dole out
information to these nobodies; make them
work hard for it.

Second, and closely related, is
paranoia. They really are out to get the PCs,
and ‘they’ can be a varied bunch...

Anyone with a known reputation as a
hard-ass pipe-hitter is going to be
challenged by much lesser guys wanting to
gain respect from their peers. A top flight
fixer should have that many deals on the go,
and such a complicated web of contacts, that
anyone could bear them a really bad grudge.
Medias make enemies as part of their job,
and as for nomads and deckers - well, can
you say, ‘the authorities are looking for you?’
Thought so.

Keep the PCs under fire all the time,
literally if necessary - they aren’t the only
ones walking round with jobs to do. Mug
them, let them hear vicious rumours about
how the dealer they double-crossed last



Always Someone Better Than You. Whizkid
deckers don’t stand a chance against a
decent Al, and hotshot mercs can always be
beaten by someone more cunning who

to the same laws as us, are they equal
citizens? And if they're not subject to the
same laws, why not? Check out the film
Bladerunner for a pretty good set of scenario
ideas dealing with androids and their doesn’t oppose them with brute force. :
position within society. Steal their gear, burgle their

Most cyberpunk space travel is apartments. If they treat a young gang

W : member badly, have the whole gang come
Cyberpunk 8 & down after the PCs - that’s the whole point
and the

of being a brother, right? Frame corporates
players should never feel

week has put a contract out on them. They
should be sweating profusely every time
they turn a corner.

Third is plot twist. Linearity is an all too
common criticism of many cyberpunk
scenarios, and you should be doing your
best to make sure this isn’t the case in your
games. Say the PCs are hired by a Big Corp
to eliminate a biotechnician. But when they
do their research, they discover that he’s
working on a miracle breakthrough in
nanotechnology medicine. They decide to
make it look like he’s dead and collect their

dangerous game,
for decisions they didn’t make. Rig mini-

mines under the solo’s mattress. When he’s
wise to that rig them to go off if the mattress

4 ”
entirely at ease. is lifted rather than sat on. Short-circuit a

fee, but actually let him alive. Here's the
twist. The Big Corp put a ‘sleeper’ in the
laboratory several months ago, and this guy
tells the Big Corp of the PCs’ plan when they
approach the biotechie. Soon the PCs are
going to be dug into that lab, wondering who
sold them out. But that’s not all. The Big
Corp anonymously tips off the lab owners
that the biotechie wants to defect to the Big
Corp. So, now the PCs will be under fire
from all directions.

Remember, there are at least two sides
to every story. Always think through the
various alternatives, even if you then return
to the very first idea you had. Things are
rarely what they initially seem, so always
think about your options wisely.

The last consideration is technology.
The level of technology in your world will
make a huge difference to the game,
regardless of which system you use. At its
most basic, cyberware and/or heavy body
modifications are the staple feature of
cyberpunk - enhanced hearing, electronic
eyes, reflex boosters and cyberlimbs
abound. These should be easily available but
not necessarily cheap. Many backstreet
‘ripperdocs’ are all too willing to give you the
new Nikonoptics for half price - and half the
chance of the operation being a success.

Computers are the next dilemma. Many
cyberpunk games feature ‘neural jacking’,
the process of hooking your brain (via a
Cybermodem) directly into the Net, or
Matrix, of computer systems worldwide.
While there are some excellent cyberpunk
novels where computer operation is still
done through a keyboard and monitor, the
cinematic ‘cyberspace runs’ are a definite
favourite of most players.

Then there are the Als: sentient
computer intelligences  which  roam
cyberspace, akin to gods in their
unfathomable machinations. And then there
are androids and space travel. Androids will
be either slave machines like modern
computers, or fully autonomous Als, which
in turn leads to all manner of questions
regarding their rights and treatment by
humans. If they're fully sentient, and subject

restricted to our own solar system or even
just our own moon, but interstellar travel is
an option some take. Just remember to think
your logic through: cryogenic ‘hypersleep’
chambers for long hauls to the nearest star
(which would take over four years to reach,
even at lightspeed) are more likely than
faster-than-light travel. And what the hell do
they use for fuel?

UH-OH, IT’S
THE MUNCHEKINS

Whichever of the technological levels you
decide to incorporate into your game, make
sure you don't let the PCs too near it all.
Munchkinism, a cute name for
powergaming, is a problem for many a
cyberpunk referee. With body modifications
so readily available and firepower so, well,
powerful, it is easy for a referee to be
confounded by players who arm (and
armour) themselves to the limit, dealing with
every problem by shooting at it.

Don’t let them get away with it - there
are plenty of ways to dissuade your PCs from
‘munching out. Most PCs with tons of
cyberware will trade points from their
empathy for chrome. What they forget is that
they will become cold fish as they
progressively lose their humanity.

Characters like this will be impossible
to relate to, and behave in a computer-like
way. Normal people will feel unnerved by
them and shun them accordingly. They will
be completely unable to gain the trust of
these uneasy people and will consequently
be alienated by society.

Racism is a rare thing in cyberpunk
(though it’s tackled particularly well in the
Shadowrun system), but human instinct
leads us to fear what is different, and the
majority of people won’t have more metal
than meat. Make sure they react in a fitting
manner. Men who look more like robots
should not be able to persuade complete
strangers to lay down their life for them. If
that isn’t enough (and unfortunately for most
munchkins it isn’t), just remember there’s

—

black market

chip in the decker’s

cybermodem. Don't let up. -

WHICH SYSTEM?

So you're hooked, and you want to play. But which system should you

use? This isn’t an easy decision - there’s so much scope in the

cyberpunk genre that it really does depend on your style and tastes.

Sensibly, though, you have the following choices:

Cyberpunk 2020

by R Talsorian Games. The original and
best, though not necessarily for novice
roleplayers. CP2020 is widely supported
and is positively bursting at the seams
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with hard attitude. It deals with the
downside of life; the imagery prevalent
is reminiscent of the film Bladerunner
and PCs are generally hard done by.
A 3rd edition is in the pipeline.

Shadowrun (2nd edition) from FASA.
Probably better supported than
CP2020, the main difference here is the
setting: fantasy creatures of old have
been re-awakened, enabling PCs to
play elves, dwarves or even orcs, and
magic co-exists with cybertechnology.
SR2 cannot be played as a ‘straight’
cyberpunk game - many of the

concepts and rules simply don't work
without the magical element. Its flavour
is generally a little lighter and PCs are
more powerful than they are in CP2020.

GURPS Cyberpunk

from Steve Jackson Games. Of course,
this is absolutely ideal if you already use
the GURPS system, but it's worth
checking out as a sourcebook for other
systems too. This is the book that got
Steve Jackson Games into hot water

with the US Secret Service (you can
read all about it at

http: //www.1io.com/SS) and, being
from the llluminated Ones, features
conspiracy theory everywhere. The
game is certainly realistic and it's also
extremely thoroughly researched.

Try to adapt an existing system.
There are some other ‘pure’
cyberpunk systems available, but
frankly none of them really cut it
in terms of design or support.
Fortunately, so long as you're
familiar with the genre as a
whole, adapting a system you
know to cyberpunk isn't difficult
at all. Give it a go.
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CYBERSPACE
COWBOY

“Cyberspace. A consensual hallucination
experienced daily by billions of legitimate
operators, in every nation, by children being
taught mathematical concepts... A graphic
representation of data abstracted from the
banks of every computer in the human
system. Unthinkable complexity. Lines of
light ranged in the nonspace of the mind,
clusters and constellations of data...”
William Gibson, Neuromancer

In cyberpunk, the Internet has mutated into
a vast, virtual world in which people roam
from city to city, represented by their own
personal computerised icon, doing
business, researching or just visiting. An
icon can look like almost anything and is
fully animated, moving as you will it to. If
you want to appear to be a ten foot grizzly
bear on the Net, go right ahead.

But the main purpose of cyberspace
(at least in cyberpunk games) is as the
domain of the decker, the netrunner, the
cyberspace cowboy. All these terms mean
just one thing: someone who uses the Net
to crack computers to which they don’t
have any legal access.

What they do with those computers,
or data fortresses as they're commonly
known, is up to them. Most steal data and
try to sell it to rival Corporations. Some use
it for their own research. Some just trash it,
destroying wantonly to sabotage the Corp’s
work. But they're all there to cause havoc.

That's where ICE comes in - Intrusion
Countermeasures Electronics. ICE is the
data fortress’ way of keeping deckers out. It
can do this in a number of ways - tracing
their line and reporting to the cops,
dumping them out of the system, or just
blocking access.

Black ICE is the killer, though. Black
ICE is usually illegal, but that doesn’t stop
the Corps using it. Black ICE will fry your
brain and leave you flatlined by overloading
your neural sensors, causing a complete
seizure, or even screwing about with your
deck to cause a short circuit that
electrocutes you.

If you're playing a cyberpunk game,
you'll have to deal with decking at some
point. Some referees deal with it by
disallowing PC deckers, relegating them to
NPCs only. They say netruns take too long
and the other players get bored while the
decker sits on his own playing virtual chess
with the ref, but it needn’t be like that.
Streamline your rules, reduce the number of
programs available - you can’t order ICE

breakers from Argos, you know. Wing a few
dramatic rolls so as not to slow up the action
and make sure the other players get
involved. A common mistake many refs
make is to model their runs on those
depicted in Burning Chrome and
Neuromancer, where the action all takes
place in cyberspace and the other
characters just hang around.

for overalls and have a toolkit handy. All
these things are clichés, sure, but if used
sparingly they can really help.

Music is important to a good
cyberpunk atmosphere. Opinions on the
perfect cyberpunk soundtrack differ vastly,
but my preference is for modern techno-
ambient (Autechre, ‘Biosphere, FSOL) for
street scenes and decking, classical

“The essence of punk is

change.
the new,

Out with the old,
and then out with that

in with

when it gets boring. Chaos, a

perpetual mutation.”

But those characters didn't have people
playing them. Yours do, and those players
will want to do something. So change the
script; make sure the run takes place in the
heat of the action, during a riot or helping
the solos to enter the target’s premises
without tripping the alarms. Or have the
non-decking PCs ‘social engineer’ the run -
that is, create a decoy or distraction to buy
time for the decker.

Above all, be cinematic. Cyberpunk
2020’s system is often criticised for being
too much like a wargame, with subgrids and
5-square movement limits. Shadowrun
wasn’t much better until the release of
Virtual Realities 2.0 which contained much
better rules that rely more on the decker’s
abilities than on his equipment, and slim
down the number of rolls required to
bypass systems. Let's just hope that
Cyberpunk 3, which is due out sometime
soon, will do the same thing.

Treat netruns like you would a car
chase - the last thing you want to do is stop
halfway through to scour the manual for a
table or rule. Keep it fast, fluid and manic.
No single netrun should take more than ten
minutes, real time, no matter how
complicated the task.

CREATING AN
ATMOSPHERE

Atmosphere is important in all games, but
especially so in cyberpunk. Dimming the
lights can work, but extremely bright Iighiing
is just as good for a stark feel.

Encourage your players to dress the
part, and bring props - an old PC keyboard
is fine for a deck (heavily painted and
modified if you really want to go for it), and
mirrorshades are a must. Corps can slick
their hair back and wear a suit. Solos, don
full leathers (or as much as you've got).
Nomads, tie a bandanna. Techies should go

(Mahler, Rachmaninov) for Corp meetings,
dance (Prodigy, PWEI) for chases and clubs
and the obligatory industrial (NIN, Ministry,
Fear Factory) for fights. And check out
Cyberpunx by Cassandra Complex - six
years old and still as relevant as ever.

Don't play them too loud (unless you
want to really simulate being in a club) - just
enough to be heard clearly. And don’t be
afraid to experiment. Change your tunes
regularly, or the players will get too used to
a soundtrack and start to become
complacent. Shock them.

Deny the players easy refreshment,
too - as Mike Pondsmith (Cyberpunk
2020’s designer) says, “this is the dark
future here; and it can’t be accurately
portrayed with milk and cookies on the
table”” Above all, stay sinister. Cyberpunk is
a dangerous game, and the players should
never feel entirely at ease.

BUILDING A
CAMPAIGN

A word about Mr Johnson. He is the
mysterious guy in the black suit with
mirrorshades and a briefcase who offers the
PCs a job. For your first few games, using
Mr Johnson is fine as a way to kickstart the
scenario, but he soon wears thin, akin to the
old, ‘you’re all sitting in the Dragon’s Head
when suddenly...’

Use the PCs own lives to instigate
scenarios, after all, who could refuse to help
his or her own brother when he gets into big
trouble with the Corp/Mafia/gangs? (And
for more on how families can be involved in
roleplaying scenarios, check out ‘It's a
family affair’ starting on page 58.) If your
dealer picks a girl up in a bar, have a jealous
ex-boyfriend who just happens to be an
executive for a large military Corp start on
him. Or sell the fixer some dodgy chips -
how many fixers actually check the gear



they're selling? They will after a few angry
customers come knocking. See the
scenarios ideas boxout on page 24 for some
more suggestions.

As for campaigns, cyberpunk can be
the easiest or hardest genre in which to run
one. The main problem is that cyberpunk
PCs, by their very nature, are survivors who
tend to trust no-one. Trying to find a new
hook that will involve a media, decker, solo,
fixer and nomad in every single scenario is
not only tough work, it’s restricting.

One solution is to make the PCs be part
of an established team, whether that be a
mercenary unit, a private investigation firm, a
news crew or a rock band. There’s nothing
wrong with this and it certainly works, but be
careful because players can often feel
‘railroaded’ by this approach.

So how do you keep a group of
extremely diverse PCs from either killing
each other or just wandering off? Probably
the best answer is to give the PCs a common
enemy (or bond) which unites them despite
their differences. Perhaps they all happen to
be at the same club when a cyberpsycho
goes completely crazy, zeroing people left,
right and centre. After the solo takes him
down, the medtechie takes a look at him and
discovers a chip socket with a burnt-out chip
still in. The fixer recognizes it as a batch that
came in last week from Antarctica. When
they take it to a decker, he discovers that it
contains a proprietary chip from a big
military Corp which is based in Germany -
the crusade against the Corp really has
begun now. To keep them interested you
might consider letting them find a hitlist in
the Corp’s data fortress... with all their
names included. i .

This is where your PC’s history comes
in handy, too. Work that lifepath to the full -
cram in as many coincidences and mutual
acquaintances to unite the PCs as possible
(for more tips on this, see ‘Suds & Sorcery’
in arcane 9 - see page 57 if you missed it).

Make sure the players’ actions affect
your campaign world. If they haven’t paid
their rent for three months, they might just
find the locks have been changed one day,
and their gear starts cropping up in
backstreet markets at bargain prices. Or
maybe the cleaner is a romantic who dreams
of life as a tough guy. Don’t leave any of your
weapons in the apt when the cleaner’s due,
or you could come back to a large hole in the
wall and a very dead cleaner. Try explaining
that to the landlord.

Have NPCs react specifically to the
PC’s actions. Remember, it’s a fluid world.
Clubs change, people die, kids are born,
governments and laws come and go. Take
note of throwaway comments players make

about your creations - ‘Hey, wouldn't it be
cool if...?" Maybe it would, so try it.

CYBERPUNKS ARE
DEAD!

So says nutty German noise merchant Atari
Teenage Riot. But is the genre merely resting
or mutating? That’s a cyberpunk’s job, to
stay on the edge and move with the times.
But of late, many people have complained
that cyberpunk is no longer relevant. They
say it's become stale. But that’s all rubbish -
how many Tolkien fans insist modern fantasy
is dead? Thousands of Lord of the Rings
carbon copies are published every year.
People lap them up.

The same is true of cyberpunk, both in
books and games. New faces, such as Jeff
Noon and Neal Stephenson, have grasped
the mantle and are pushing back the
boundaries. These people have even less
respect for convention than Gibson or
Sterling did in 1982, and they’ll convince
you that the attitude is still relevant.

There’s been a bit of a resurgence in
cyberpunk-style games recently, too. The
success of White Wolf's World of Darkness
games and The X-Files has revived interest in
darkness, conspiracy theory and paranoia. R
Talsorian is about to release Cyberpunk 3rd
Edition and FASA is releasing boatloads of
material for Shadowrun 2.

But scratch the surface and you find
some excellent new stuff, too, most of it
from small companies - true to the
cyberpunk spirit. SLA Industries. Conspiracy
X. Netrunner (okay, so it's a CCG, but it's still
a game, right?). lanus has been quietly
building the Night’s Edge series for
Cyberpunk 2020. More will surely come.

The essence of punk is change. Out
with the old, in with the new, and then out
with that when it gets boring. Chaos, a
perpetual mutation. As technology races
forwards at breakneck speed we have to
constantly re-assess our lifestyle, our
attitudes, our outlook. You can fly anywhere
in the world within 24 hours, and send a
message to Australia - complete with
graphics, sound and even animation - in five
minutes. Truly this is a global village.

But there will always be misanthropes,
those who feel outcast from society. And
there will always be criminals, corruption,
narcotics and poverty. When all these factors
collide with the cheap, widely available
technology of the future, how will they react?
As the world changes, so does cyberpunk,
perpetually re-evaluating theories. So don'’t
throw out those mirrorshades just yet, put
'em on, play some cyberpunk, and prepare
for what is to come. ¥
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Think sinister

» environments,
and Cyberpunk and

Call of Cthulhu spring to mind.
Why not throw them together? In
the first of a new series of articles,

Sandy Antunes does just that.
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THE CALL OFf
CYBERT

WHY CmmlprNK.P

Let's start by explaining why Cthulhu and
Cyberpunk are meant for each other. Call of
Cthulhu is a great game on its own, but it ties in
neatly with William S Gibson’s twisted visions.

Though the world of cyberpunk is dark, the
Mythos is far darker, and it’s up to the characters
to sort through the grey miasma and decide
what’s true. Gone are the masquerades of an
ordinary life; instead, characters begin living at
the edge and can fall further.

The cyberpunk genre is all about a darker
tomorrow. Everything has gone just a little bit
wrong, but society hasn’t quite crumbled yet.
Power and control seem more important than
sanity or life, and senseless violence is common.

The Mythos fits into this werld seamlessly,
its own corrupted nature finally matched by the
surrounding human society. Still hidden behind
the scenes, the various threats and cults have
even more areas to hide, and even more
bargaining chips to play. Both street life and
corporate culture can become their pawns.

Dangers also face the Mythos, however.
Their secrecy is challenged by the rampant flow
of information through the ’net. Although
advanced, human technology is still no equaliser
to beings that literally defy reason; humans are
ultimately tool makers, and the tools have gotten
better. So there is a constant struggle between
the growing capability of individual humans, and
the overall downslide of society in the cyberpunk
world. The Mythos cultures have more decadent
and greedy pawns to work with, and the
Investigators have fewer morals and more of
desire to do damage. It about balances out.

A ‘typical’ cyber story will start with an
innocuous lead through a newspaper, contract, or
story on the street. The lead will turn darker as it's
investigated, the Investigators realise they're on
their own, and they'll likely get caught in a double-
cross or two before they figure out the score.

Once they have a clear picture, though,
they'll try and burn the threat back (either
cleverly, by manipulating the media or police
forces, or by charging in personally).

They'll succeed, or come close, and
generally never be appreciated for it. They'll
question their own motivation, consider just
giving in or walking on past; at that point, a good
Keeper will toss them a few extra reasons to
continue, such as foreshadowing the end of even
this downtrodden society. And the cycle
continues.

CHARACTER (.3!-3NEBATION

The characters should be from different
background, with different ultimate goals. Since

there’s always a war wg on whe 3
military veterans are a g00d SOUFC i

and for characters. g
Middle class types (data thieves and

programmers, ‘riggefs’ “who opérate. remote’

machines, and techies of all sorts) are a second
class to draw from. Detectives, doctors (either
legal or black market), and scientists would have
likely hooks for getting involved in early Mythos
investigations. Media stars and politicians are
another common cyberpunk proto-hero.

The standard Call of Cthulhu statistics still
apply, though Education can be more broadly
defined and include street smarts as well as
straightforward schooling.

COMBAT

Most new weapons are just modifications and
improvements on the classic old ideas of the gun,
knife, and club. ‘Staff/Stick’ (10%) includes
stunning billy-clubs and cattle prods. ‘Blackjack’
(25%) refers to use of a blackjack or cosh (for
rending people unconscious). ‘Bite’ (20%)
becomes useful for people (especially pseudo-
vampires) who augment themselves, as does
‘Claw’ (25%).

Long range weapons may be added as
desired, including: ‘Tasps’ (20%), which are
weapons that jolt to the pleasure (or, if designed,
pain) centre of the brain from a distance; ‘Lasers’,
for just about any beam weapons; and
‘Launchers’, a catch-all for the rocket/grenade-
launcher class of weapons.

Combat in cyberpunk tends to be fast and
nasty. To add more tension, characters and NPCs
should have to make their ‘to hit’ rolls by more
than the opposing dodge roll (if they are able to
dodge at all). This gives a very big edge to the
faster player.

Give everyone two ‘actions’ per combat
round, usually attack plus a dodge. If they want to
do anything complex (driving, fixing stuff), they
can do that plus dodge at half their usual skill.
Aiming would count as a complex action that
takes up the entire round and half of the next
(with no dodging), but that attack the next round
will (dice and Keeper willing) go where the player
or NPC aimed it.

Combat junkies can do all-out attacks, with
no dodges but getting two attack rolls instead. By
the same token, a coward can

just dodge and run,
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tter chance of getting out alive.
o up the |dea of cover. Any non-
2 s to keep
of the body
t' will miss the
astead. Ducking
it of you, so there’s a
50!50 chance even a good shot will miss you. For
most people, this is a good deal better than
dodging bullets out in the open.

Of course, aimed shots never hit cover, and
it is difficult to get better than 50% cover. Most
attempts to use cover and fight (from around a
corner, for example) are worth only 20-30%.
Actually trying to hide and avoid combat can push
this up to 60%, and still let you keep track of
what’s going on.

BI1GGING

A rigger is a person who hooks themselves
directly into a machine to use it. Through a
standard socket jack, the person becomes almost
one with the machine, increasing their ability and
speeding their response time.

This mix of person and technology gives the
rigger an edge over the manual operator. The
most common use of rigging is driving; truck,
motorcycle or pursuit cars in particular benefit
from the options and speed of rigging.

Another big use is lab technicians and
cashier clerks. It isn’t glamorous, but having a
wireless hookup to your work gear can really
boost productivity.

Rigged items can be controlled from a
distance, and if they have their own cameras,
from 3 very great distance. Their senses are
passed along to the rigger, so the rigger becomes
the radar unit, the floating video camera, or the
electron microscope.

In addition to gaining the intrinsic functions
of the gear, riggers have a bit of programming that
improves their ability to use the kit, bumping up
the skills quotient. Rigging allows you two
attempts to succeed at any relevant task. First,
you roll against natural skill; if this fails, you roll
against rigging to see if the machine/person
interlink is able to force a success.

Quite simply, having a direct hookup means
you don’t screw up as much. This is why riggers
are a very marketable commodity. You can also

The Essential
Cthulhupunk:

Call of Cthulhu
core rules (any
edition, 5th being
the latest.)

A deck of cards,
and some dice.
Neuromancer, by
William Gibson
— the classic
cyberpunk world.
Snow Crash, by Neal
Stephenson

~ realistic yet
whimsical, with a

metaphysical plot.

‘Despite advances in technology, most Mythos
beings are just as unstoppable as before”
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’ t Recommended

for Cthulhupunk:
A visit to a web site
using a writer’s
perspective:
http://w3.one.net/~
wronk/cybrpunk.html
Delta Green, from
Pagan Publishing

- sourcebook for a
secret agency that
fights the modern
era Mythos.

Bone Dance, by
Emma Bull - good
cyberpunk/voodoo/
mystic mix.

Count Zero and Mona
Lisa Overdrive, by
William Gibson

~ finishing out

his trilogy.
Mirrorshades, edited
by Bruce Sterling

- many different
views of cyberpunk.
Max Headroom, a
perfectly cyberpunk
British TV series.
Blade Runner, a
future-noir movie by
Ridley Scott.

Akira, 2 mainstream
post-Tokyo crash
Japanese animated

movie

ﬁ Useful for

Cthulhupunk:
Many novels and
movies, listed in the
Alt.cyberpunk FAQ:
http://bush.cs.tam
u.edu/~erich/

alt.cp.faq.html

*Background music.

Tastes differ techno,
movie soundtracks,
classical, and metal

are equally fine.

Remember the future

is not a quiet place.

ﬁr alsorian’s
Cyberpunk 2020
rulebook. Has

great character

generation ideas.

Chaosium’s Cthulhu

% Now, for modern

era weaponry.

GURPS Cthulhupunk:

* mostly Cyber

<> plus Monsters,
but has some
good points.
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try to use a piece of rigged gear even if you have
almost no skill in it at all; the gear may be smarter
than you.

If you don’t want to pay that much attention,
you can use another (single) skill while rigging,
but you lose that extra ‘failsafe’ roll. Basically,
you're letting the item cruise on autopilot while
you spend your attention elsewhere. So shooting,
first aid, computer library use, photography, and
many other tasks are possible while rigging. But,
if you fail either roll, both rolls fail (humans are
not so good at multi-tasking.)

If you want to be really complex and keep
many units on standby or doing routine tasks,
make a rigging roll every time you try to actively
use a ‘standby’ unit. Failure means you can’t do
anything until you make a rigging roll for each unit
you’re hooked up to.

Good quality gear is clearly an essential for
a rigger. Cars with autosteer can add to your
driving skill (10-20%), units with radar or IR can
improve your vision, systems with implanted
weapons can give you remote striking power, and
alarmed units can provide early warning. While
most gear is ‘stock’ and designed for the office
rather than a war zone, Keepers can feel free to
increase the tech available as characters
progress.

NETRUNNING

A 'runner breaks into a system, gets data or runs
an illicit program, then tries to get out clean. Thus
the whole concept of netrunning is based on theft
and guile. So, it's appropriate that we lift a few
concepts from another game (Pinnacle’s excellent
Deadlands - reviewed in arcane 13) and hack it
to fit our needs.

Netrunners have a percentile skill in
‘netrunning’, plus a deck of cards with both
Jokers. The Keeper tells the player what the target
hand is and provides an appropriate poker hand
that represents the task difficulty.

A Mom & Pop computer system would fall
to a bare Jack, while YoYoDyne's mainframe might
require a straight flush. The netrunner has to get
the target hand or better without drawing any
Jokers.

The netrunner rolls against his or her skill,
and draws five cards from the deck. If he misses
his skill roll, he returns one card for each 10% he
missed by, before he gets to look at his cards. For
every 10% he beats his skill by, he can choose to
draw another card, one at a time.

If the player makes the target hand or
better, he succeeds. The better the hand, the
better (faster, more secure) his success. If he
misses the desired hand, he fails.

Most failures simply lock the ‘runner out of
the system until he gets a new edge (new gear,
new info, stolen passcodes) to try again. He can’t
just leap in again, after all, since the system’s
marked him. In any case, the deck doesn’t get
reshuffled until the 'runner has a good long
chance to recoup (as in vacation, or days off).
This isn’t so much a matter of clock time as how
much pressure he’s under. So as long as the
scenario is in full gear, he’s stuck with the deck
dealt to him. ;

The more runs done without a good break,
the greater the chance of making an error and
having a Joker show up. If the player draws a
Joker, his run is ended, and he’s been tagged by
the system. Whatever the system defence was, it
got them. For the Mom & Pop case, this probably

just alerts the police. For YoYoDyne, though, a
Joker means Black Ice (or worse) has targeted the
netrunner.

Let the player try a Luck roll to see if he can
escape intact. ‘Success’ means that his cover’s
blown, his run in disarray, and police are
knocking down his door - easy stuff to deal with.
Blowing his Luck roll has this and more, as
feedback from the system security personally
targets him. Recommended is 1d6 damage, plus
a sanity check and minimum 1d10 loss until the
‘runner succeeds in another run of at least equal
challenge (since his confidence has been shot.)
Mind you, if he had a winning hand before
blowing it, his run succeeded even though he
didn’t make it out.

MYTHOS FUTURES

Despite advances in technology, most Mythos
beings are just as unstoppable as before. Mi-go
never showed up on photographic films, and by
extension are likely to be invisible to video or
cyber-eyes. Weapons may do more damage, but
most Mythos entities are still bullet-sponges when
it comes to (still) primitive slugthrowers or simple
nuclear weapons.

While human technology is more
sophisticated, it is still millennia behind that of the
Elder races. Indeed, most aliens visitors to Earth
never brought gear of their own, but just
improvised using local materials. Now that the
local materials are more sophisticated, the things
they can make are really scary.

Magic remains a secretive and personal art,
still requiring power or sanity to work. Whether
spells can be combined with computer programs
is a theoretical question; in general, the 'net is a
particularly interesting anomaly. Some suggest it’s
just another dimension for Yog-Sothoth, and
perhaps it's also a border to the Dreamlands.
You decide.

You can run games as Cyberthulhu, with an
emphasis on the high and low tech, the social
strata, and cybernetically enhanced citizens. Or
you can take the Cthulhupunk route, focusing on
the social decay and ambivalent morals of the
new age.

Both have a different feel; the tech
approach tends to start with overconfident
Investigators pumped full of good intentions who
quickly suffer catastrophic setbacks, but come
back wiser. The punk route starts with cynics and
either evolves heroes or angst-ridden corpses.

In either case, it's important to focus on the
characters as much as the Mythos-driven plots;
the cyberpunk genre is ultimately about alienation
and the human condition.

Keep scenes strong and visual, and
alternate fast pacing with brief respites. Politics
and social interactions should be complex and
laced with money, and cheap technology should
be everywhere. Street level techies will hack up
gear to make new, cool, unreliable stuff, while
corporate tech will be slick and polished.

Most crimes will be seen the way speeding
tickets are viewed now; it's not wrong unless you
get caught. But everything has consequences: kill
and you'll be targeted by the law, let live and
you've gained an enemy.

And everyone has a price, even your fellow
Investigators. With the Mythos, though, there are
things worse than living - worse than dying, even.
And in the information age, all rumours are true.
Welcome to the near future.
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into the information * 1 /_lje netrunners). More on this in the
main aﬁicle.

Cooking/Bartending (10%): Bartending is added to
Cooking to reflect characters always hanging around in bars.
Interrogation (0%): Always a useful skill, includes
detecting lies.

Pharmacology (0%): Important subdivision of Medical, for
the cyberpunk world. Default is 0%.

BioEngineering (0%): The equivalent of mechanical
aptitude for the field of biotech, bioengineering, or genetics.
Cybernetics (0%): A mix of mechanical skill and medicine, '
this is required for doctors who actually install or repair
cybernetics.

Mechanical/Robotics (20%): This combined skill reflects
both general mechanical aptitude and ability to repair or
work with the mechanical parts of cybernetics (but not the
human part).

Rigging/Teleservos (10%): For people who work as
‘riggers, cybernetically linked to the equipment they operate
(often trucks, gun turrets, and cameras).

Heavy Machine Ops (10%): A catch-all for operating non-
cybernetic heavy equipment.

Battlesuit (0%): The ability to use powered armour,
exoskeletons, etc.

Urban Tracking (10%): The ability to find or follow
someone in the concrete jungle.

In general, you can use technical skill to fix machines and
cyberwear, and medical skills to fix people and cyberwear.
Which leads us to the ever-trendy and chic hardware that
people can hook up to themselves. Abilities and gear can be
added directly to the character’s body by spending skill
points, just as with buying skills. Some popular items are
listed other ideas would tend to be experimental and thus
costly.

Adding tech reduces one’s Sanity, because the person
is losing a bit of touch with human reality. Drifting from the
human standard, cybergear users are (subtly) making
themselves both different from, and more than, the everyday
mortal. Attitudes of superiority and overconfidence can have
disastrous implications in a Cthulhu setting. The exact cost
to Sanity by adding cybergear is simply one-fifth (1/5) the
number of skill points you spent on the gear.

Some point costs - deduct from your initial
percentage points to spend on skills - are below:

Cybernetic Eyes: 25 pts each plus 20 pts per option (IR,
Telescopic, UV, microscopic, night vision). Each option adds
5-15% to Spot Hidden in the appropriate setting.

Boosted hearing: 25 pts for a stereo pair, adds +15% to
Listen skill. Smell enhancement: 20 pts, +5% to Spot Hidden
and +10% to Tracking,

Enhanced reflexes: cost = 20 pts for each +1 added to
Dexterity.

Netrunning rig: cost = 70 pts, enables netrunning

Socket jack: cost = 10 pts, allows use of ‘skill chips’ as well
as the ability to be linked into machinery, and is required for
Rigging.

Embedded weapon: 20 points if you have a cyberlimb, 40 pts
otherwise

Cybernetic limbs: arms and hands add to Str or Dex, legs
to Con or Dex. Costs 20 pts/limb with no bonuses. For each
+1 to a stat, add 10 pts. Limbs can't go more than +3 each.
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