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HOUSE RULES

Think sinister
environments,

and Cyberpunk and
Call of Cthuthu spring to mind.

Why not throw them together? In
the first of a, new series of articles,

Sandy Antunes does just that.



T H E  C A L L  O f
CYBERTill

W H Y  C Y B E R p U N K ?
Let's start by explaining why Cthulhu and
Cyberpunk are meant for each other. Call of
OhoIflu is a great game on its own, but it ties in
neatly with William S Gibson's twisted visions.

Though the world of cybemunk 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 world 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, o r  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.

CHAMACTER q E N E R AT I O N
The characters should b e  from different
background, with different ultimate goals. Since

there's always a war g i g  on somewhere, ex-
military veterans are a good source as both NPCs
and for characters. ,

Middle class types (data thieves and
programmers, 'riggers' who operate, 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 Mull-1u 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,/o)
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 N PC 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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and have a better chance of getting out alive.
Which brings up the idea of cover. Any

mercenary type type in combat quiekly learns to keep
down. „lust use the percentage of the body
covered' as the chance that w i l l  miss the
character aniblipast the. terriin instead. Ducking
behind a car hides atibut halt 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(1/0 cover. Most
attempts to use cover and fight (from around a
corner, for example) are worth only 20-30,/o.
Actually trying to hide and avoid combat can push
this up to 60%, and still let you keep track of
what's going on.

R i q q i N q
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 a 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

Clhulhopunkt

( 9  Call of Cthulhucore rules (any
edition, 5th being

the latest.)
A deck of cards,
and some dice,

Nearomancer, by
William Gibson

— the classic

cyberpunk world.
Snow Crash, by Neal

Stephenson
— realistic yet

whimsical, with a

metaphysical plot.
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'Despite advances in technology, most Mythosll
beings are just as unstoppable as before"
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