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Introduction

This is not the world you know. Time and time has done a lot to it. You are now in 4520. It seems like what you know now, but it's just an illusion. Nothing is the same. You can't buy nothing with 5$. To have a nice life, you have to be in the lucky few that work and live around the "Hot Spot". 

The "Hot Spot" is a big city into the city. There, you find all the wealth of this sick world. There you could have a nice life. Outside that city, there's the "Wild City". The real jungle, the place where life worth nothing and justice is just a dream. There's still some cops working outside the "Hot Spot", but they looks more like soldier than what you maybe know of a cop. In the "Wild City", the cop don't need a legal paper to visit you and fire at you. The "Wild City" is mostly a training ground for them. 

In the "Hot Spot", you have all the high tech that mankind has created. Cyber ware are still illegal in there, but if you have the cash it could became much more legal. 

The big corporation 

The big corporation are the real ruler of this world. They have the cash and the power that goes with it. Between those big company there's a constant war for control. Everyone wants the pie, not just a part of it. To rule between them, there's the MMR ( Mega Master Ruler ). This organisation is the ruler between the corporation. It's purpose is to put sanction on the corporation that goes over the rules. It has an unlimited power to investigate any corporation and rules over their actions. 

The rules are simple. First, no kidnapping of people are allowed. No steeling is allowed. No killing is allowed between the corporation else than for defence. No attack on the global network is allowed. No aquisition of land from war is allowed. 

Your place in this world 

You are one of the millions living on earth or in any colony in that time. There's a lot of possibility for you. The choice is all yours. 

SIT 

The SIT (Special Illegal Team) are working for anyone that have the cash to pay. Being a member of one of those team, you know that your life is always at risk. The cop want to eliminate you and the other team would like them to do so (if not doing it by themself). There's no real friendship between SIT member of two different team. A team is like a family, when your in a team, your not in any other (Or you could be in a real danger). 

Life is money and money is life. 

Cash is everything, you could sell your soul for money in this world. Everything can be bought. Body parts are taken from willing people that sell those part to corporation. And some rumor says that there's some special team that don't pay and take all they want from unwilling people. But that's only a rumor. It's not special to meet one eye person on the street. 


Government 

The time when government were powerfull is long gone. Country are now only consider as marketing sector and what was the responsability of the governement is now in the hand of the corporation and the MMR. 

There's a few place in the world where the old ways are still in place. First, there's the old Province of Ontario (in the old Canada) that choose to keep their governement system. You also have England that has kept it's old ways and there's Italia. In those country, the corporation has to deal with the governement for everything. You do understand that those country don't have the same population as the rest of the world and that imigration is strictly apply. 

The border of Ontario are one of the most incredible security creation of the last century. To be able to visit this country, you have to use air transport or present yourself at one of the 4 doors that open to the outside world. With less than 9% of crime in those 3 country, they are the places where most of the riches goes to rest. The most common dream is to have the cash to live in one of those country. 

If you have any cyberware, you will have to get rid of them before entering any of those country. It's impossible to pass any cybertechnology trough their border. 

To live there, you have to be able to pay 5 million dollars every year. If you are there and don't have the cash anymore, you will have two choice. The first is to work for the governement and they pay for everything you need, and the second is to go out before they throw you out. There's no place for poor people there. There's some police team that have for only job to find and throw out of the country any people that didn't pay the taxes. 

Police 

In those years, to work for the police is like working for a corporation. You are living in the "Hot Spot" and share the nice life of all the other member of corporation. The duty gun is a battle rifle and you always wear a heavy armor on the street. 

For patrol, there's the car, the moto, the jetpack, the mini-aircraft, the tank, the armored transport and all the drone. And also all the special unit. The headquarther of the police in every "hot Spot" are very hard to enter. 

On the global nerwork, there's also some special team that work on keeping corporation safe from hackers. 

Out of this World 
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In this time of 4520, human has explored the space. For each discovery, there's a company behind. No space exploration is possible without the support of a main Corp. There’s something unique about space exploration, most of the people living or working on those far places, never came to earth. They live and died on those far planet. 

Earth's Moon: 

The moon have a very big city on it. More than 4 Millions peoples lives theres. There's a sub city under the city, tunnel and tunnel going in all direction. No one really know all the tunnel and no one really care to make maps of those old installation. The Moon is under the power of the MMR, there's some of every Corp on the Moon. 

Mars: 

It do have a base, but it is only a small base for mineral excavation. Less than 50 000 peoples lives there. It is mostly mining workers and their family that are on Mars. Every one living there are working for Mining Astral. 

Seth: 

3 years from Earth. At first, when we discovered this heaven planet, we tought that it was inhabited. But, we met some of the most visious creature that we could ever imagine there. The "Tak" are long creature looking like serpent. They move fast and when they get in touch with a human, they liquefy and envelop the person until it has control of the entire body. Then it consume all the molecular substance of the person, until nothing is left. With luck, no one of those creature has ever left this planet. It can't resist any negative G. So when a Starcraft leaves the planet, no creature survive the space. There's a base on Seth, but it is mostly a bio-research team that is there (500 peoples). The base is own by Neopharm. 

Cromalt: 

A moon 3 years from earth. This is one of the best mineral sources that has ever been found since our exploration of space. 30 000 peoples lives there. There's for 500 years of mineral exploitation on this moon. The only problem with this moon, is the planet under it. Quarmin is the home planet of the "Molnam". The Molnam are advanced creature able of space trip to near planet. Since we are on Cromalt, we only had one visit of the Molnam. But it cost the colony 40 man. Those creature are very dangerous, they have a technology that bind on them and gives them extreme power, like energy gun and personnal jet pack. They also demonstrate some incredible strenght ability. It has been 3 years since that meeting, and the base is still building defenses. The base is own by Mining Astral. 

Ashtong: 

This planet is 8 years from earth. It has an atmosphere and all the vegetal developpement that is needed for a human culture to flourish. There's a new colony there with 2000 peoples. And on the way to get there, there's a ship with 5000 new colonists that will establish some city on the planet. We don't know too much about the planet, but scientist are working on it. The planet is own by Marasarki Incorporated , but the MMR has realesed a motion to open the planet to every corporation because of the size of it and the ressource that is avealable. 

The spacial base of Caltam: 

This a place where most of the spacial trip out of our Solar system stop to refuel and rest before going further. There is more than 40 000 peoples working there full time. And on the planet Caltam down under the base, there's 5 millions peoples living. The planet is like the moon of Earth. The planet and the base is under the power of the MMR. Every Corp have business there. 

Corporations

There are several major corporations and your character may or may not have been involded with them. The following is a list of the largest and most well known.

Crankor Industries , It is known for its large chain of stores ranging from large department stores to 24hr convenience stores. And it is well know all over the colonies. 

Cyberscope lead the way with implant technology and still does. It is Moon based and has offices in most large Hot Spot. They have many research projects underway, almost all of them classified. 

Cybertechnology International Though Cyberscope has the cutting edge of implant technology, Cybertechnology has made itself by mass producing implants to the awaiting millions. It has now diversed into security and weapons, though it still can't rival D.H. (see later) in this field. It is believed that Cybertechnology is going to use its mass marketing skill in this field to promote its 
position. 

The realman corps: This is the most know organisation to make illegal "Sens Recording". This organisation is known to make some of the most sick digital recording of senses on the market. If you want to feel death, to know what it is to die, this corpos has it all. The only problem is that most of the people trying those recording do really die or loose some mental senses... This is not a legal corporation, so you have to search to find them. They are paying a lot for illegal record from SIT team (lots of people want to feel the danger without being in it). 

D.H.( David Humbart )Corporations specialises in providing guards and specialist teams to most corporations. Their Matador security guards & teams are a well known sight in most 
Hot Spot though their numbers are small. They also have a weapons & arms division and a special research department. 

Global 33 is the largest entertainment and news corporation both in size and distribution. They have facilities in 90% of the countries world wide and own dozens of channels. They deal with anything that is broadcasted on the global network – news, documentaries, sitcoms, sales, movies, talk shows, entertainment shows, etc. 

Mining Astral is the major exploration company. It search the univers for mineral and lots of other things. With Mars, the company started something really big and it is now moving really fast. With the discovery of Cromalt, the company has found energy sources for thousand years. When you want to travel in space safely, you find yourself a MA pilot to hire (they are the best). 

Space Security is the oldest security company in space. Originally, it was a section of Mining Astral, but in 3980 the section got sold to become the Space Security corp. Most of the security out of earth is done by this company. They have space transport and fighter. All their team are well train in space and most of them never have been on earth. 

Midnight Explorer are the explorer of the universe ( and that’s what they say). This corporation has some Spacecraft that could take you almost anywhere in space, the only problem is that they don’t have the experience of the MA pilot. With some special team, they explore new planet. They are looking like a military style corp, but it is only in apparence. Most of the people workin in ME are only space pilot and explorer. 

Power Mind is a corporation that make some of the finest skillsoft on the market. When it is made by PM, it is a sure thing. This corp only build skillsoft, but in a lot of different package. 

Pradigo arms is the most powerful weapons corporation at 4520. It develops everything from handguns to starcraft missiles. Most of the world’s corpo armies buy from Pradigo. 

Intel is the most principal competition to Global 33 on the information and news supply sector in the world. Their "News & Info" global network is subscribed to by over 39% of the population of the world (that is above the poverty line). 

Marasarki Incorporated has its roots in the far east. It currently says that it is the largest in the world and few dispute it. It is known to provide almost any product and any service imaginable 
and a few more. 

Maxis Research is a medium sized corporation which survives by its diversification into many different areas of business. It has a low media profile which aids it as it has managed to exploit 
several business areas. It has exploited several business markets successfully with a subtle approach. 

Medick inc specializes in health facilities. Most of the private hospitals belong to Medick. Medick does more than build hospitals though – it deals with anything that has a medical nature to it like qualifying doctors, nurses and pharmacist or funding medical research. 

Master Security is a new corporation which specialises in providing security for office buildings and research properties. The corporation is beginning to increase its market share, even though it is comparatively new. 

Neopharm, as opposed to Medick, deals only with medicine and drugs. Though Medick had tried to buy Neopharm, it didn’t succeed. Neopharm had taken the science of medicine research into a new era. With top of the line scientists, backed up by the company’s financial stability, one can expect wonders.Lately they have entered the field of bioware and the world impatiently awaits their results. 

Seedek is the first company to introduce cyberspace (on the global network) interface to the world, and still the leading one. Most of the cyberspace presentation software are Seedek’s ( besides some privately written software that has tendencies to crush at the most inconvenient times). They have recently entered the field of artificial intellignece and their new cyberspace products incorporate some AI technology into them. 

A city usual organisation

The gangs of The Riviera city 

This is a help guide to some of the gangs you can find in The Riviera city. I hope that it will help you in creating some nice stories for your players. 



The bouch : 
North of the Hot Spot of The Riviera City you find The bouch. They are around 40 000 peoples. With a sector of 12 miles on the edges of the HS and 4 miles going North, this gang is establish in the city to stay. They have laws really close to the standart and a police/military force of a good proportion. The pople are not too friendly with outsider (it’s normal). You can cross their territory with some cash. There’s around 30% crime in that sector and it is quite on the average of a gang territory. One of the thing that they are known for is the cage match. Their ennemy are The Than, just more North of them. 

The Than : 
They are the ennemy of The Bouch. There is mostly Warrior that lives on that gangs territory. They are the ressource for the corporation when they need flesh to fill out army lost. With 10 000, they are less than The Bouch, but their brutality got them a large territory and fear of all the other gangs of the city. A modo of this time is « Don’t mess with The Than, or you could get burn. » 

The Corn : 
This is the main source for food near the city. They are the one who has been doing the work to make the land rich and fertile. They are not warrior, but they have a good police/army to defend their land. They even sell goods to the Hot Spot of the city. With 50 000 peoples on their territory, they are not really easy to invade. 

The Human Right Guild (H.R.G.) : 
One of the last places in this city that looks like the old time. On this territory, you have police, judge, lawyer and all the old politics jobs. Yes, there is a government on this territory that has been elected by the population. With 2 Million people on this territory, this is the largest gang (in the view of the Corp) in the city. 

The Slayers : 
If madness would need another name, it would be Slayer. Those people living in that territory don’t know any laws except the laws of the wild. It’s a territory because of their King. Yes, they have a king, a very hard man named Krotar that has every power over the Slayers. With 38 000 peoples on this territory, it’s one of the larger and also one of the more dangerous. You can go in this territory, but you never know if you will get out. 

The Hard Road and the 2 Hot Spot : 
This city Hot Spot is in 2 section. The section on the ocean side is a commercial place. Most business is done there. And the other section is for relaxation, pleasure and fun. Between those 2 section there’s the Hard Road. This a road 40 feet hight over the ground with protection tower all along it. It is not a good idea to come close this road because the guard fire on sight with no warning. There’s 4 guard camp under the road with elevator to get to the road. 

The 99 : 
They are really close to the Slayers in the style of organisation. They also have a King. King Malcom is not really a nice man, but he’s just with the man and woman living on his territory. You could expect a nice life there. If you can prove that you are better than the one that want your wife and house. Yes, everything is on the laws of the wild. The strong have what they want until someone stronger get to them. There’s 57 000 peoples on this territory and it is going stronger from day to day. 

The Corp 2Be : 
Those are the people that do all they can to get a job in a corp. If you want any chance to work for a big corp, you have to live in that place. They have most of the corp laws and the security that goes with it. The lower class of worker from the corps are living in that territory. It is not wise to kill someone there, you never know if that person work for a corp or not. It’s a good place to get illegal job. Most of the SIT have some contact there. With 500 000 peoples, it’s a big part of the city. 

The Stars : 
This is the territory where the military troops train for the wars between corps. On this territory, you find development building, experimentation building, test site and a lot of soldier in war situation. This is as close as you can be to the real war. 128 000 peoples are living in this territory. Rumor has come out that more than 5 000 peoples died in last week battle test. 

All the non-territory sector : 
On those territory, you find what is really the wild city. No laws, and no police to serve and protect. It’s really hard to live there on your own, but more than 3 Million people do their best to survive. Most of the time, it’s street gang that do the security for a sector. And killing for 5$ is nothing on the street. You’ll find lots and lots of junkies there and also some of the finest SIT team in the city. 

Character Creation

"Sorry, for now there's no characters sheet avalaible. I'm working on it and will get it on this page as soon as possible." 

For player with no experience in roleplaying, you should read the section about the background. It will give you some question that you should be able to answer before placing any points on paper. 

First, every character begins with $150 of equipement (else than the special background). Each chracter have 50 points of essence when they start the game. When they reach 0 of essence, they are no longuer a human and give the character to the GM. they loose essence when they get too close to death and when they get some cyberware in them. 

1 : You choose The Concept of your Character. 


This is the basic idea of who your character is, and can be as simple as one word, e.g. P.I. (Personnal Investigator ). The Concept helps you to think on who the character is. There’s always new concept that could be add to this list. If you have an idea of something new, go for it. 

Actor 
You’re dreaming of the old ways. When you were acting in a protected environnement. Now, it’s the past. You’re always in the real danger, the real life of a SIT is your studio. 

Biker 
Brought up on the streets, you know who is who, where to get stuff, and how to survive! Implants aren't your style and you can't afford them anyway. You prefer to rely on your own skills and smarts. 

Bio-Doc 
You're not one of these street level Medics, you're a professional - a Doctor, none of this soul twisting metal implantation. Your way of enhancing someone is more natural, it costs more but you 
keep your soul. 

Enforcer 
Not all cops wear uniforms and it's tough on the street. With or without your badge you know what's right and what's wrong. 

Hacker 
You started when you were only five, in the school labs. By ten your bank account was looking a lot healthier. You couldn't wait until your sixteenth birthday and get a data jack implanted. Computers are your best friends, that's why you don't socialise well. 

Jack Knife 
There's no metal in you, it's all muscle. You bleed blood not engine oil like some of the machines on the street. 

Jockey 
Drive / Fly / Ride you can do it all, you were born to it and you know it. You love the feeling of power and speed, you need it, when SIT need a get away driver you're it! 

Media 
It's up to you to find the truth and tell the world, so what if you bend the law to get the story, this one could be your big break! 

Medic 
How many have you saved ? Who knows, you can't remember. You've been in the corp and / or on the street . You've seen bullet wounds, knife slashes, the lot. You get left with the bits (if you can find them all) then have to put them back together. 

Veterant 
Been in the forces for many years, seen enough action to fill a dozen trid shows. Now you're out on your own - a "Gun for Hire", not like some of these punks on the street, who are hyped up with implants. Skill and experience is your edge. 

Protectors 
You're more respected than the Razors, you tend to be more subtle and diplomatic, talking 
your way out of a situation when feasible. If that doesn't work then you fight better than any razor! You are the best money can buy. 

P.I. (Personnal investigator) 
You could be hired for a two-cred job or you could end up checking out major corps, who 
knows? Only you know your potential and the job. 

Razor 
You are a warrior of the street and you love it. Fighting is the key to life - so what if you have sold part of your soul to technology? It gives you the edge which may save your life. You're for hire, 
but you ain't cheap. 

Scientist 
Medic, shrink, drug chemist, techie. You make the bungled, botched and broken work. You fix things, for a while, even create new things when you can. The front line against entropy... 

Philosopher 
Giving this life a meaning. Killing with a meaning. 

Body guard 
You know how to save the life of someone else even with yours. 

Bounty Hunter 
Flesh for money, it’s a way of life for you. 

Trideo Producer 
You are into the trideo production. But you know that there’s nothing like reality to make a good trideo. 

Trid Technician 
Make those trideo is your life. You know how to get all those nice tech equipement running for the producer. 

Terrorist 
Fuck, it’s time that someone do something about it. 

Riggers 
The Vehicle Control Rig is a heavily underrated piece of cyberware. It isn’t merely a replacement for the steering wheel and pedals: it allows a human being to basically possess a machine, whether it’s a car or a building— or an assembly line. A master machinist with a Vehicle Control Rig can carefully run an assembly line through the creation of a particular product, then use that as a control program for a specialised sort of “autopilot”. Some people might even have a day job of “riding” an assembly line, bringing their attention to different parts to examine tolerances and make fine-tuned adjustments that a program would miss. 

Scrounger 
People need something on the street - they come to you, if you haven't got it you can get it. information, equipment, anything. You are alive on the street - nowhere else. You hear everything, 
feel everything. 

Messiah 
Terrorist, eco-warrior, gangleader, nun, hit-and-run-plumber, social worker, barman. You know what's wrong and you know how to fix it, even if you die in the attempt... and believe us, you will... 

Skill Chipper 
They say that knowledge is power. You've got the knowledge - you're the "Jack of All Trades and Master of a Few". So what if you act strange, your way's easier than those bookworm suckers. 
Get the money - Get the skill. 

Suit 
Your family have been in the company for years, working for it's benefit. You know how the corporations work from the inside. You've always lived for the company, now is your big chance. 

Tech 
They bring you what they break and you fix it (most of the time) and of course no thanks are given.

2 : You choose The Truth and Face of your Character. 


You have to choose a Truth and a Face for your character. It is the base of your roleplaying. 

Your character’s Truth is the most dominant aspect of her true personality. The Truth describes who your character really is on the inside. 

The face is the personnality you pretend to possess. This is the role you play in the world, the facade you present. 

Ass kicker 
You are something of a bully ; you like to be feared. 

Boss 
You’re accustomed to taking charge of a situation. 

Candy giver 
You seek to nurture others. 

Children 
You never really grew up, and you want someone to take care of you. 

Clown 
Always the clown, you can’t take life, or death, seriously. 

Creator 
You seek to create something of lasting value, a legacy. 

Fanatic 
You have a cause and it gives your life meaning. 

Flash 
You are as flamboyant as you are amoral. 

Follower 
A follower at heart, you find it easy to adapt, adjust and comply. 

Justice 
You seek justice and reconciliation. 

Loner 
You are forever alone, even in a crowd. 

Martyr 
You need to be needed, and enjoy being morally superior. 

Outsider 
You’re just not like everyone else. 

Party Man 
Life is meaningless, so enjoy it as long as it lasts. 

Rebel 
No need for a cause ; you rebel out of habit and passion. 

Survivor 
You struggle to survive, no matter what the odds. 

Traditionalist 
You prefer the orthodox and conservative ways. 

User 
There’s always an easier way, one that usually involves someone else doing your work. 

3 : You place your points for the head of your column. 


The header are the limits you have to develop your skills. You have to choose your header carefully. At start, you will have only 15 dot to place in your header and 25 in the skills. 

You wont be able to rise a skill highter than your head of collumn. 

You have 15 dot to place in your head of column. 

Physical 
Knowledge 
Education 
Charisma 
Reflex 
Wisdom 
Survival 

Skills : 
You have 25 dot to place in your skills. 



PRIVATE
Physical


Acrobatics
Advanced techniques in jumps, flips and rolls. Use this skill for general agility rolls. This skill may not be used as a dodge. 

Athletics
jump, climb, lift, sports

Blade
Use swords, axes and knives. 

Boxing
Use your body as a weapon. This skill will give you fast and high powered punches. 

Brawling
Low down dirty street fighting. This skill will give you some basic attacks. May not be used as a dodge. 

Construction
Manufacture and repair of structures made of wood and/or stone. 

Handgun
Use handguns. 

Heavy weaponry
Heavy weaponry You are trained in the use on missiles, bazookas, grenade launchers and soforth. You need this specialty to operate weapons with more firepower than that of a machine-gun.

Martial Arts
Use your body as a weapon. This skill will give you high powered kicks and fast punches. Use this skill as a dodge.

Melee
Use and maintain most hand held weapons, such as flails, staves, hammers, and all blunt weapons. 

Missile
Use bows, crossbows, slings, and other hand launched weapons. 

Rifle
Use rifles and shotguns. 

Smithing
The manufacture, repair, and maintenance of solid metal weapons and tools. 

Thrown
Use grenades, throwing knives, and spears.

Ultimate Fighting
The pinnacle of hand to hand combat. The person using this skill takes his/her knowledge of all fighting styles and combines them into his/her own unique unstoppable fury. Use your skills to survive and to protect those people and things important to you. 

Vehicle Gunnery
Operate weapon systems on modern air and land vehicles. 

Weight Training
Advanced training in strength. 

Wrestling
Advanced techniques in leverage and grappling to deliver crushing and stunning blows to your opponents. 

*****************
************************************************

Knowledge


Aerial Combat 
dogfighting,weaponry

Aerospace
space and aircraft

Anthropology
customs, rituals

Archaeology 
ruins, artifacts

Architecture 
incl civil engineering

Armor Repair
Manufacture and repair of armor. 

Astronomy 
requires astrophysics

Bio-Implants
"This allows the character to implant bioware into other player 
characters, with the higher levels reducing the recovery time 
required. 
Notes: You must have the Medical skill prior to purchasing 
this skill. 
"

Biology 
botany + zoology

Broadcasting
"Knowledge of waves and how they are used to transmit information through the air and cable. 
Includes knowledge of electronic encryption and decryption coding. Use this skill to broadcast secured and 
unsecured audio and video, and to intercept such messages. 
"

Business
"An advanced skill economics. Use this skill to forecast market conditions, analize markets, buyers, 
and sellers, and develop business strategies. 
"

Carpentry


Chemicals
You are specialized in dealing with drugs, medicines, poisons, biological warfare.. you name it.

Chemistry
A basic understanding of the elements, molecular bonds, and chemical reactions. 

Computer Operation
A basic understanding of how to use a computer as a tool. 

Computer Programming
Make a computer do what you want it to do, exactly how you want it to do. 

Computer System 
Knowing how it works and how it can be over ride.

Cultures
proper customs in foreign lands

Cyberdeck design
Create and understand how cyberdeck are design.

Cybernetic Engineering
"Design of cybernetic implants. Use robotics to build the implant and medical doctor to 
install it. 
"

Cybertech
Use this to fix or install any cybernetic components. 

Demolitions
incl safe-cracking, sabotage

Electrical Forging 
credit cards, Trauma Troup cards, security keys and associated stuff.

Electrics 
electrical engineering

Electronics
Repair and manufacture electronic devices. 

Electronics Engineering
Design of electronic devices including computer circuitry. 

Finance 
accounting, stocks

First aid 
This is what you do when you first come to the scene. This stops things from getting worse.

Forensics
"The scientific aspects of investigation. Determine projectile trajectories based on entry and exit points. 
Lift fingerprints, match DNA strands and blood types, and match projectiles to weapons. 
"

Genetic Engineering
Design of DNA through exposure to radiation. 

Geography 
incl cartography

Geology 
incl metallurgy

Herb Lore
Knowledge of plants and fungi, and their unique properties. 

History


Jeweler


Languages
normal, ancient,secret

Law 
incl loopholes

Leatherwork


Literature
incl creative writing

Locksmith
old-fashioned only

Math
Basic skills in problem solving. 

Mechanical Engineering
Design of mechanical devices including tools. 

Mechanics
Repair and manufacture mechanical devices. 

Medical Doctor
"Repair two health level per day until completely healed. Can perform surgery, extract toxins, and 
add cybernetics to humans. 
"

Meditech
Use this to use or fix any medical machinery.

Metallurgy
Knowledge of metals, their properties, and their uses. 

Mining
Find and unearth natural resources. 

Morse Code 
Knowledge of Morse and telegraphy.

Nanotech


Pathology 
diseases, toxins, illness

Pharmacology
Prepare drugs and toxins. 

Philosophy 
logic, aesthetics,ethics

Photonics 
gadgets, circuitry

Physics
A basic understanding of torque, friction, pressure, waves, and electricity. 

Pottery


Psychology


Religion 
incl rituals

Research 
indexing, cross-ref, library use

Robotic Engineering
Design of robots and robotic components. 

Robotics
Repair and manufacture of robots and robotic components. 

Search
Systematically look for important information and items. 

Sensors
Read and operate sensory equipment. 

Special Knowledge
This is about knowledge on specific subject, as Corporation, as gang, as geographic sector…

Surgery 
high risk, needs gear

Tactics 
strategy & small unit bonus

Teaching
instruction

Traditional Forging 
paper/plastic documents, money, jewelry and so on.

PRIVATE
Intelligence


Appraise 
Make an educated guess as to the value of an item. 

Cryptography 
scrambling, codes

Gamble
"Calculate risks and make educated guesses based on your calculations. Put up a poker face and see if 
anyone will call your bluff. Your opponent must beat your gamble with theirs to call your bluff. Gambling is a good 
way to make a lot of money or to lose your shirt. 
"

Haggle
Skill in negotiating a trade of goods. Roll your Haggle against another player's Haggle to negotiate a trade.

Intuition
Your ability to generally make sense of the world around you, to understand nonverbal communication and foreign languages, to sense the danger level of a situation, and to read the apparent intent of others. 

Investigate
Find clues that lead to facts and evidence. Look at the evidence and determine a logical conclusion.

Reason
"Your ability to determine fact from fiction, to prevent from being misled or tricked, and to make logical, rational decisions. 
"

*************
************************************************************

Charisma


Actor 
Any form of stage performance

Command
"Skill in organizing people to perform tasks and in giving orders in battle; involves the judicious use of 
coercion and force of will"

Etiquette
good manners

Guile
"The personality traits which make a person cunning, deceitful, tricky, treacherous, and devious. Use to 
hatch plots, plant suggestions, start rumors, blackmail, coerce accomplices, and conceal your actions under a 
guise of innocence. 
"

Impersonation 
disguise + acting

Influence
"Skill in the advanced arts of persuation, logic, debate, rhetoric, and seduction. Roll your influence 
against a victim's reason to persuade them, to weaken their resolve, or to sway an audience toward your views. 
"

Interrogate
"The use of a trained eye to watch body language to catch people in lies, and to gain information more 
from a person does not say, than what they do. Physical You are good at hurting people. They usually talk. They may also die in the process, but usually they heal. The quality of answers is not very high though. People usually say anything they think will please the interrogator. 
"

Intimidate
The use of brute force of personality and/or physical appearance. Use to scare information out ofsomeone or to cause another desired effect. Use resolve to resist intimidation. 

Negotiation 
haggle, barter, arbitrate

Politics 
intrigues, diplomacy

Seduction 
appearance

Style 
, jest, wit, humour

*************
************************************************************

Reflex


Arts 
paint, draw, sculpt

Blind-fighting 
The ability to fight in the dark.

Climbing and Mountaineering 
Skill in scaling various surfaces. If you can't climb it free hand, rolling this skill will tell you what equipment you will need. incl cliffs, caves, walls

Dodging


Drive Automobile
Skill in piloting an average four-wheeled ground vehicle

Drive Boat
Skill in piloting any simple watercraft

Drive Heavy Machine
Skill in piloting wheeled APC's, semis and tractors. 

Drive Non-Motorized
"Skill in piloting non-motorized craft such as bicycles, skate boards, skis, and in-line 
skates. 
"

Drive Plane, space ship
Skill in piloting a propeller driven, winged, air vehicle. 

Drive Railed
Skill in piloting a railed vehicle such as a train or a monorail. 

Drive Recreational
"Skill in piloting motorcycles, snowmobiles, jet ski's, four-wheelers, and other recreational 
vehicles. 
"

Drive Sailcar
Skill in piloting a wind driven vehicle. 

Drive Tracked
Skill in piloting a tracked vehicle such as a bulldozer, tank, or APC. 

Drive Vessel
Skill in piloting a technologically advanced water craft such as an ocean-liner. 

Escape
The art of slipping your hands out of ropes, handcuffs etc. This does not include picking locks

Falling 
be able to fall with ease and without any arm.

Massage
All the kind of massage possible.

Music 
instruments & composition

Running
Training in speed and endurance.

Senses
Your ability to make use of your five senses (smell, touch, taste, hear, and see). 

Sex
The art of making love.

Stealth
Move quietly and gracefully to avoid being detected. 

Swimming
Move fluidly and stay afloat in water. 

Troubadour
"The art of entertainment. The ability to tell a believable tale, with modest exaggeration, based on the 
attitude of your audience. This may be used to entertain as a profession, to hold an audience as a distraction, and to spread stories of your exploits in an effort to gain renown. 
"

Zero-G Maneuver
Space maneuver and travel.

***********************
************************************************************

Survival 


Space Survival 
Be able to survive in hard environnement out of earth.

Acquisition
"This is similar to Scrounge see later, except instead of equipment 
being purchased cheaper, weapons are. It also allows a discount 
on ammunition. The degree of the discount and types of 
weapons discounted depends on the skill level."

Beast Handling
Skill in domestication and training of animals

Beast Ride
Ride and otherwise control a trained animal. 

Fast talk
Causes the target to agree as the user wishes. Without reflecting, the target signs the paper, allows the trespass, loans the automobile, or whatever else within reason is asked.

Hide
"Skill in finding a location to hide and the ability to conceal yourself and objects from detection. To find 
someone or something that is hidden roll search. 
"

Navigate
"Skillfully determine direction, distance, and estimated time of arrival on land or water. The use of maps 
and/or compasses will lower your difficulty roll for this skill. 
"

Outright Lie
"Twisting of truth and incorporation of actual events and persons to create a believeable story, on the 
fly 
"

Pioneering
"Use what you have in your wilderness surroundings to build shelter, weapons, tools, etc. You may 
also roll this skill for general use of ropes (knot-tying) and other survival gear. 
"

Resolve
"Your ability to survive and deal with mental and physical duress, and fatigue. This skill should also be 
used in cicumstances where will is a factor. "

Scrounge
"Allows the player to purchase certain items of equipment at a 
lower price than shown in the equipment listing, basically they 
know where to go to get equipment. This does NOT include the 
purchase of weapons, as this comes under the skill of 
Acquisition, mentioned above. 
"

Security
surveillance, sensors

Stealing 
palming, pick pocket

Streetwise
"A knowledge of current events, laws, important people, and places in any given region. Most often 
culled from gossip and other loose talk. The ability to extract specific information about events or items from the local community without raising suspicion. The ability to guage the attitude of a group or a region accurately, and to determine what actions may be necessary to persuade, lie, or gamble effectively given those attitudes. 
"

Subterfuge 
lie, bluff, blather, bribe

Survival 
forage, fire, shelter

Tracking
Follow prey by footprints and other markings left behind. 

Trapping/Fishing
Rig and set traps for catching game. Knowledge of hooks, jigs, lines, and bait. 

***********************
************************************************************

Wisdom


Concentration
To be able to concentrate and do what need to be done in the worst environnement. If you have a success, you have a bonus on your action (+1).

Divination
tarot, entrails, ball, etc

Healer 
ancient medicine, herbs

Meditation 
Peace & rest. Will help to relax and heal ( if a success, heal +1 a day when it is done )

Occult
This skill enables the user to recognize occult paraphemalia, words, and concepts, as well as identify grimoire of magic and occult codes when he sees them, and the skill can aid in their translation or understanding.

Spot Trap and set Trap.
Skill in determining the most likely location of an ambush. May be used to set an ambush. 

Power of mind
In the most dangerous environnement, you can think clearly and find solution.

4 : You choose what you want to do with your free points. 

You have 25 extra free dot. 
This is the price: 
For a Skill --- 1 
For a head of column --- 3 
For a bonus background --- 5 
The price will stay the same when using your pex in the game (For the bonus Background you can’t buy them after the creation of your perso). 

Bonus Background 

You have to choose those at the creation of your perso. You have to use your extra free dot to get any bonus background. 

Contacts 

Contact are vital in Techno-Death. These are the people a character knows who can reveal information important to the character’s work, legitimate or not. Each dot give you a contact. 

1 : A contact in another gang or team. 
2 : A contact in a underground club or bar. 
3 : A contact who can get hot equipements. 
4 : A contact in a security organisation ( police or corpo ). 
5 : A contact working in a big corpo. 

Gang 

The character may be a member of, or have close ties to, a local gang. Each dot give you 3 gang members. When they died, you loose your dot. Each member must have a perso sheet. 

Followers 

Followers are very loyal. They will do anything for the character, including dying if necessary. Each dot give you 3 followers. When they died, you loose your dot. Each followers must have a perso sheet. 

Friends 

The friend are people that will help you without asking for too much in return ( nothing is free in Techno-Death ). Each level is a new friend. You can have up to five friends in the game, from different organisation. You don’t have to choose your friend from what the level offers you. But you can’t have a friend in the police at the level one. If you want more details about this ask the GM. 

1 : A close friend in your gang or team. 
2 : A friend in another gang or team. 
3 : A friend who have connection to get hot equipements. 
4 : A friend in a security organisation ( police or corpo ). 
5 : A friend working in a big corpo. 

$$$ Cash $$$ 

You have some cash when you start the game. It’s up to you to use it wisely. 
1 : 3500$ in your bank account 
2 : 7500$ in your bank account 
3 : 12 000$ in your bank account 
4 : 45 000$ in your bank account 
5 : 150 000$ in your bank account 

Cyber : 

You have some cyber when beginning the game. This is really special and very expensive ( and illegal in the corporate world). You have to get the aprobation from the GM for every dot in this background. 

1 : less than 10 000$ 
2 : less than 20 000$ 
3 : less than 30 000$ 
4 : less than 40 000$ 
5 : less than 50 000$ 

Income : 

You have an income of money each month. You can justify this by a job or anything else that is not about a SIT jobs. 

1 : 650$ per Month 
2 : 1900$ per Month 
3 : 2600$ per Month 
4 : 5000$ per Month 
5 :12000$ per Month 

Fame : 

You are know in the world of Techno-Death. You can be what ever you want, but in that field your name is something that most people know. It’s a good thing sometimes and in other time it’s a very bad things. Hope that it will serve you. To be known isn’t always a good things… 

1 : You have a name 
2 : You have a name that could open some door for you 
3 : You’re name is in the newspaper every month and a lot of people like and hate you. 
4 : There’s trideo about you and children act as if they were you on the street 
5 : You’re a living legend 

Background 

To make a Background will help you to already have something to say to other player. 

Know these things about your perso and you can assume that you have a good background. 

-Your character's history; where they were born, how they grew up, the events which have shaped them. ( 40%) 
-What skills / hits / abilities you think your character should have. (20%) 
-Your characters IDs, nicknames, family details, place of birth, other technicalities (10%) 
-What makes your character tick: what they love, what they hate. Favourite album, book, poet... (10%) 
-What religious / mythological identification your character has. If "none" we will presume pure capitalist... (10%) 
-Recurring dreams, nightmares, deepest desires, greatest fears... (10%) 

Rules

This is the main rules for the game. As you will see, it is really simple to play Techno-Death. 

Success, Chalenge and Miss: 
To play Techno-Death, you can use 6 face dice or even your hand. All the system is working on the Rock, Paper and Scissor style. 

On the dice: 

1 and 2 : Success 
3 and 4: Chalenge 
5 and 6: Miss 

If you choose to use the RPS style, you could play in LARP or in a camp far in the wood with no sheet at all. 

Rock beat Scissor 
Scissor beat Paper 
Paper beat Rock 

When you have a tie, it's a challenge. 

Head of column and Skills: 

If you don’t have a dot in a skills, you can still try it( but a dot in the header is needed before you can try anything). You loose if you tie or Miss the challenge. 

Each dot of skill give you the chance to make a retest on an Miss action. If you don’t have any dot in the skill needed, you will not have the chance to make any retest. 

You‘ll use this rule for a tie, when both player have at least one dot in their skill facing each other. The one with the more dots in his skill is the winner. If there’s still a tie, the one with the most dots in his head of collumn will win. And if there’s still a tie, then it’s a retest for both players. 

Health level : 

You start with 8 health level. 

Healthy---level 8 

Bad shape---level 7 

Sick----level 6 

Hurt----level 5 ( cost +1 dot to get a retest) 

Really hurt----level 4 ( 2 test for a success ) 

Badly hurt----level 3 The GM will have to use the random chart to know what kind of bad things had happen to you. From this level and down to 0, you have to see a doctor to get better. If you don’t, you could go down and die. ( 3 test for a success ) 

Inconcious---level 2 You can’t do anything. ( you can use Resolve with 4 test to get back on your feet, and it’s on every turn ) 

Near Death---level 1 You loose some essence ( 1,2 or 3) and without help,you will die. 

Death----level 0 There is still some chance that someone could help you. But it has to be really fast. 

Combat Rules 

Firearms Combat 

The firearms rules in Techno-death are very simple. As a character you will have a number of health level. These represent the number of points of damage from firearms and explosives which you may take. 

LARP : When these health level reach zero the character must lie down with their eyes closed and may NOT talk (unless it is to state that they have been shot. The calls must be clearly audible). 

Combat : 

First, each players have the chance to do something (anything, talking is doing something). The only occasion that a player could have a free shot is in the case of a surprise attack ( see down this page). 

Each round, each players in the combat shoose what they want to do. What they do won’t influence the chance of the other player to do what he want. 

A check is done for each player to know if the action is a success (Rock, paper and scissor). 

If the player win, the action is done. 
If the player miss, he can use a dot of this ability to make a retest. 
If the player tie, it is his stat in this skill against the stat of the other player that could be use against. 

When a player use a dot to make a retest, this dot will be remove until the end of the night. 

In a combat, there’s some skill that could be use on a tie. But if the player is using it that round to attack, he won’t be able to use it again to defend on the tie. 

These are the skill : 

Acrobatics 
Athletics 
Boxing 
Brawling 
Martial Arts 
Ultimate Fighting 
Wrestling 
Blind-fighting 
Dodging 

Surprise attack 

To get a surprise attack on a player, you have to be sure that he didn’t see you attacking him. In other word, if you come from behind, it’s a surprise attack if you shoot before he turn around. You have only one turn of surprise attack, the other turn the player can do something. If the player ear something and turn around before you fire, you loose your surprise attack. 

Shooting from distance (Sniping) is consider a surprise attack if the player didn’t see you. And until he see you, it’s still a surprise attack. 

Healing Rules 

The majority of the healing which will be done in the system will be using Healing Patches. These are adhesive patches infused with drugs which are applied to the body directly against the skin and may be only used once. 

They release a measured quantity of medication into the body enabling the receiver to recover quickly, with a delay of only a few seconds in some cases. 

A character may only be patched once per day, unless the character applying the patch has a sufficiently high Medical skill, which allows him or her to apply more than one patch per day. 

Patches have levels which represent their strengths - this number is the amount of health level that are recovered when the patch is applied. 

Please remember that a healing patch may only be used ONCE and then all the drugs are used. Also you can only apply 1 patch of each kind to a person per day, unless you have a medical skill. 

There are several types of patches available - Body, Cure Disease, Dermal, Detox, Sedative, Stimulant and Neural. 

The patches are colour coded for your convience. 


PRIVATE
Type
Usage
Color
Level

Body
Heals hits to the body. Can get a Mercs back from death if apply quickly.
Blue
2

Cure disease
Counteracts most diseases in the body
Brown
1

Dermal
Heals hits to the body or death. Special for the cyber ware.
Silver Grey
2

Detox
Counteracts most poisons in the body.
Red
1

Neural
Recovers Hackers death recieved in the computer net only.
Yellow
2

Sedative
Makes the recipient unconcious for 10 minutes.
White
1

Stimulant
Conteracts the sedative patch. And boost the perso.
Black
1

Skill Definitions 

Skills have five levels. The level of the skill denotes how competent your character is at performing that skill. 

Level Zero : This is equivalent to very basic knowledge (i.e. 
someone picking up a gun for the first time and firing it). You use the head of the collumn for the skill needed ( if the head is at 0, you can’t do anything…). 

Level One : Your character has basic knowledge or training of 
how to use the skill in question, whether it be firing a gun or 
bypassing a lock etc. 

Level Two : Your character is competent in the use of this skill 
. 
Level Three : You are considered very competent in the area the skill covers. 

Level Four : You are considered one of the reference in the area the skill covers. 

Level Five : You are one of the best in the wild, possibly in the world. This is very very rare only a very few characters ever reach this level. 

In the systeme of the game, each level of skill give you a retest for the night. When you use it and loose, the level is gone for the night ( you can use as many level as you have on the same test). If you don’t have any level left in a skill, you have to consider that you wont be willing to use it much more that night. 

Lunch: 

In Techno-death, when you eat once a day, you’re a normal person. "You can go up to 3 days without eating, but after that it will cost you 1 point of health level per day without eating". 

Badly Hurt Result: 

Now, when you reach the health level « Badly hurt », you have to use this table. In the game, this will give you Where the character is hurt. And it will give something to roleplay in the game for the player. 

Random Bullet Damage Table 

11 Punctured Lung 
12 Blown Off Finger 
13 Blown Out Eye 
14 Flesh Wound 
15 Shattered Bone 
16 Shattered Elbow 

21 Skull Entry 
22 Punctured Butt 
23 Shattered Knee 
24 Punctured Liver 
25 Blown Off Nose 
26 Shattered Hand 

31 Shattered Foot 
32 General Gut Wound 
33 Punctured Heart 
34 Punctured Throat 
35 Shattered Wrist 
36 Shattered Sholder 

41 Broken Rib 
42 Broken Sternum 
43 Cracked Collar Bone 
44 Cracked Sholder Blade 
45 Shattered Hip 
46 Punctured Muscle 

51 Shattered Jaw 
52 Broken Neck 
53 General Internal Damage 
54 Fractured Skull 
55 Punctured Intestine 
56 Damaged Spinal Cord 

61 Brain Entry 
62 Clean Exit 
63 Lodged In Dermal 
64 Major Artery/Vein 
65 Punctured Internal Organ 
66 Ricochets Off Bone 

General Equipement

This a big list of equipement that you could use in the game. Even if there's a lot of things, there is sill a lot more that could be created to go in the game ( as spacecraft...). 

To have any equipement, you have to pay for it ( in game). You can’t have a laser pistols if you don’t have the money and the contact to get it. 

Clothes 


Cost 
Street clothes 

$10 
Casual clothes 

$50 
Business wear 

$150 
High fashion 

$500 
Uniform 

$100 

Armor 


Cost 
Armored clothes clothes 
x 2 
Leather jacket 

$500 
Light kevlar 

$1000 
Heavy kevlar 

$2000 

Tools 


Cost 
Mechanic toolkit 

$100 
Electrician toolkit 
$250 
Mechanical lockpick kit 
$150 
Electrical lockpick kit 
$300 
Bomb disarming kit 
$200 
Blowtorch 

$100 

Personal 

Cost 
Data viewer 

$100 
Television 

$500 
Audio recorder/player 
$100 
Digital camera 

$350 
Video camera 

$300 
Video player 

$200 
SenseData recorder 
$750 
SenseData player 
$500 

Personal Items 

Cost 
CredID 


$25 
CredID transceiver 
$50 

Medical 

Cost 
First aid kit 

$300 
First aid supplies 

$50 
Medical kit 

$1,000 
Surgery kit 

$5,000 
Hospital day 

$800 
Intensive care day 
$1000 
Minor Surgery 

$20,000 
Major Surgery 

$100,000 

Patch 


Cost: 
Body 


$150 
Cure disease 

$75 
Dermal 


$150 
Detox 


$75 
Neural 


$150 
Sedative 

$75 
Stimulant 

$75 

Weapon accessories 
Cost 
Smart module 

$750 
Laser sight 

$800 
Scope 


$800 
Thermal sight 

$3000 
Light amplifier sight 
$800 
Recoil compensator - pistol $950 
Recoil compensator - pifle $800 
Silencer - semi auto 
$800 
Holster 


$80 

Communications 
Cost 
Earphone communicator (5km) $300 
Pocket communicator (10km) $250 
Cellular phone

$500 
Pager 


$90 

Vision Systems 

Cost 
Electronic binoculars (x25) $650 
...Light amplification 
+$300 
...Thermal 

+$600 
Light amplifier glasses (25m) $500 
Thermal glasses (25m) 
$500 
Flashlight 

$25 

Surveillance 

Cost 
Movement sensor (50m) 
$250 
Tracking transmitter (5km) $100 
Tracking locator 

$350 
Commline tap 

$250 
Transmission tap (5km) 
$200 
Data decryption system 
$1,000 
Laser microphone (50m) 
$500 
Bug (1km) 

$300 
Micro camera (1km) 
$5,500 

Surveillance Countermeasure 
Cost 
Bug scanner 


$250 
Data encription system 

$500 
Commline tap finder 

$250 
Transmissior jammer 

$500 

Security 

Cost 
Mechanical lock 

$50 
Electrical lock 

$150 
CredID identification 
$100 
Finger print identification 
$250 
Palm print identification 
$500 
Retinal print identification $1,000 
Voice print identification 
$200 

Computers 

Cost 
Numeric computer 
$1,000 
Neurologic computer . 
$5,000 /per level 
CyberDeck 

$1,000 
Minidisk 

$1 
Datachip 

$3 
Attack software 

$10,000 
Defense software 
$7,500 

SkillSoft From Power Mind 
Cost 
Combat Operative 

$1,800 
Corporate Relation 

$1,000 
Casanova 


$850 
TechnoWizard 


$1,550 
Zero-G 



$1,000 
KungFu Fightin 


$1,750 
CrystalJok 


$1,550 


Vehicle 


Skill
 Speed 

Passengers 
Cost 

Armor 
Light Motorcycle 
Bike
50 

2 

$20,000 

0 
Heavy Motorcycle 
Bike
200 

2 

$30,000 

1 
Small Car 

Car
20 

4 

$30,000 

1 
Medium Car 

Car
40 

5 

$50,000 

2 
Luxury Car 

Car 
180 

5 

$100,000 
3 
Sports Car 

Car 
220 

4 

$125,000 
2 
Van 


Car 
140 

8 

$50,000 

3 
Open Truck 

Car 
140 

5 

$45,000 

3 
Wingpack 

Plane 
50 

1 

$50,000 

0 

Drone Type 

Cost 
Armor 
Surveillance 

$5,000 
1 ( $1,000 more per level max of 3) 
Spotter 


$5,000 
1 ( $1,000 more per level max of 3) 
Weapon 


$10,000 
1 ( $2,000 more per level max of 5) 


DESCRIPTIONS 


CLOTHES: 

Street Clothes – Very ragged clothes usually worn by people who live on the streets or spend a lot of their time there. 

Casual Clothes – These are casual clothes usually worn by the lower class – they look OK and are 
affordable. 

Business Wear – Clothes that are usually worn by the corporate class (suits). 

High Fashion – These are very expensive clothes, which are only affordable by the corporate or higher class. 

Uniform – Just what it sounds like. This is what the military, police, fire department, etc. wear. 


ARMOR: 

Armored Clothes – Taking regular clothes and enforcing them with small patches of kevlar is quite 
common in the Techno-death world. This kind of armor can take 1 hits. 

Leather Jacket –The standart look of jacket like in the movies. This kind of armor can take 2 hits. 

Light Kevlar – This is a vest which is made of very thin and light kevlar. It can be worn underneath the clothes and only close observation will reveal it. This kind of armor can take 2 hits. 

Heavy Kevlar – This kevlar jacket is about 2cm thick, cumbersome, and is worn above the clothes. It is usually only worn if the wearer knows he is heading into battle. This kind of armor can take 3 hits. 


TOOLS: 

Mechanical Toolkit – Just your usual mechanical tools (screwdrivers, ratchet, etc.). 

Electrician Toolkit – A bag of tools used for any electrical repair. 

Mechanical Lockpick Kit – All the special instruments needed to break a mechanical lock. 

Electrical Lockpick Kit – whatever is needed to pick an electrical lock. 

Bomb Disarming Kit – Another set of tools, this time for disarming bombs. 

Blowtorch – Just what it sounds like. 


PERSONAL: 

All personal items usually come with all forms of inputs and outputs: A minidisk player, a datachip slot and a universal connector. 

Data Viewer – A small screen that is used to display any visual data (text and pictures). 

Television – A bigger version of the data viewer which is not portable and only has a universal 
connector. In order to view a minidisk or a datachip one has to use a video player of camera. 

Audio Recorder/Player – Small appliances which are used to listen and to record any auditory data. 

Digital Camera – Used to take pictures and store them as visual data. 

Video Camera – An advanced form of the digital camera which is also able to store video and not only still pictures. 

Video Player – An appliance which is used to read visual data and send it through a universal 
connector (usually into a TV). 

SenseData Recorder – A very sophisticated recorder which can record SenseData from a DNI (though an input slot) into a minidisk or a datachip. 

SenseData Player – This translates the SenseData from a recording into a format which can be read by DNI (through an input slot). 


PERSONAL ITEMS: 

CredID – A combination of a credit card and an ID. This is the standard money exchange method in 
Cyber-death. The CredID holds data on your bank account and transferring of money from one CredID to another is done with a CredID transceiver. 

CredID Transceiver – This is a small device which has 2 slots for 2 CredIDs, a numeric keypad and a small screen. The transceiver transfers money from one CredID to another through wireless 
communication with the net. 


MEDICAL: 

First Aid Kit – This is a small kit that holds medical provisions and instruments. It is designed for 
fieldwork. It holds supplies for 5 usages after which it has to be refilled (To be consider as 5 patch that has to be chosen before gaming). 

First Aid Supplies – A kit that holds only the expendable supplies of the first aid kit ( To be consider as 2 patch that has to be chosen before gaming). 

Medical Kit – A more advanced version of the first aid kit, this kit holds better equipment and a medical computer to aid in analysis. It is the size of a small suitcase and not very useful under field conditions. (To be consider as 15 patch that has to be chosen before gaming and someone has to be qualify to use this kit). 

Surgery Kit – All you need for a field surgery. Not advisable but can save your life. (Can give back to the character 3,4 or 5 healt level). 

Hospital Day – A day spent in hospital heals 2 levels. 

Intensive Care Day – A day spent in intensive care heals 4 levels ( but the perso has to stay 3 days after to recover). 

Minor Surgery – Any medical surgery that doesn’t involve the heart or brain and minor cybernetics 
surgery (not involving any neural systems). ( 5 days after ) 

Major Surgery – Any medical surgery that involves the heart or brain and any complex cybernetics 
surgery (dealing with neural systems or body wide operations). (10 days after) 

The Patches - Patches have levels which represent their strengths - this number is the amount of health level that are recovered when the patch is applied. 

Please remember that a healing patch may only be used ONCE and then all the drugs are used. Also you can only apply 1 patch of each kind to a person per day, unless you have a medical skill. 

Body -Heals hits to the body. Can get a Mercs back from death if apply quickly. (Blue) 
Cure disease -Counteracts most diseases in the body (Brown) 
Dermal -Heals hits to the body or death. Special for the cyber ware. (Silver Grey) 
Detox -Counteracts most poisons in the body. (Red) 
Neural -Recovers Hackers death recieved in the computer net only. (Yellow) 
Sedative -Makes the recipient unconcious for 10 minutes. (White) 
Stimulant -Conteracts the sedative patch. And boost the perso. (Black) 



WEAPONS ACCESSORIES: 

Smart Module – A module that is attached on the weapon and interacts with a smart pad and DNI cyberware. The module (with the complementary cyberware) allows the user to see weapon data in his field of vision (like the number of remaining bullets, safety status, where the weapon will hit, target range, etc.) and to control the weapon mentally (switch safety on/off, switch to auto fire, eject the clip, etc.). +2 

Laser Sight – attached to the weapon, it displays a small red dot where the weapon is supposed to hit. It is only useful when shooting non-automatic fire (the weapon shakes too much when shooting automatic fire for the user to spot the small red dot). +1 

Scope - Attached on top of the weapon it magnifies and helps aim. +1 

Thermal Sight – An attachment to a scope that allows thermal vision 

Light Amplifier Sight - An attachment to a scope that amplifies light for night vision. 

Recoil Compensator - Pistol – An attachment to a weapon that helps compensate for auto fire recoil. +1 

Recoil Compensator – Rifle – The same as above but this module is made for rifles. +1 

Silencer – Semi Auto – an attachment to the end of the barrel that silences shots into mere swoops of air. This module is for single shots. 

Holster – a small leather pouch to place a pistol. It can be worn on the belt or inside a jacket. 


COMMUNICATION: 

Earphone Communicator – A small communicator that is placed inside the ear and a small microphone which is usually placed on the short collar. It is effective for a 5km range. 

Pocket Communicator – A bigger device the size of a small cell phone. It has a greater range of 10km. 

Cellular Phone – Just what it says. 

Pager – A small 5x5cm device for receiving textual messages. 


VISION SYSTEMS: 

Electronic Binoculars – Just like regular binoculars, but the amplification is assisted with a computer. It is also able to check the range. They can amplify up to x25 times. 

…Light Amplification – An add-on to the electronic binoculars that amplifies light (see description of Light Amplification cyberware). 

…Thermal – An add-on to the electronic binoculars that enables thermal vision (see description of Thermal Vision cyberware). 

Light Amplifier Glasses – These are glasses that amplify light (like the Light Amplification cyberware). They have a range of 25 meters. 

Thermal Glasses – These glasses will enable you vision into the thermal spectrum (like the Thermal Vision cyberware). They have a range of 25 meters. 

Flashlight - Your regular flashlight. 


SURVEILLANCE: 

Movement Sensor – A device that can detect movement and the range and direction related to the user. It’s effective for 50 meters. 

Tracking Transmitter – A very small device that transmits a fixed signal. The signal is effective up to 5km. It is used coupled with a tracking locator. 

Tracking Locator – This device can read the signal transmitted from a tracking transmitter and can determine the range and direction of the transmitter. 

Commline Tap – A device, which is attached to a communication line of any sort and can read the data. 

Transmission Tap – An advanced version of the commline tap that can intercept wireless transmissions within a 5km radius. 

Data Decryption System – A system which is used to decrypt any encrypted transmissions. 

Laser Microphone – A device, which can be used to hear noise from up to 50 meters away. It comes with a set of earphones. 

Bug – A small device that can be hidden almost anywhere and transmits all audio data in its surrounding. It can transmit up to a range of 1km. 

Micro Camera – The same idea of a bug, this less than 1cm camera transmits visual data up to a 1km range. 


SURVEILLANCE COUNTERMEASURES: 

Bug Scanner – A device that searches for transmission frequencies of bugs and therefore can detect them. 

Data Encryption System – Used to encrypt any kind of data. Needs to be located on both transmitting and receiving ends. 

Commline Tap Finder – An electrical device that sends special transmissions into a communication network and can find commline taps. 

Transmission Jammer – This device jams any type of wireless transmission. It is used to interfere with surveillance transmissions (bug, micro camera, tracking transmitter, etc). 


SECURITY: 

Mechanical Lock – The regular locks used on most doors. 

Electrical Lock – This is a lock, which is based on an electrical locking mechanism. It comes with a keypad as a default, but can have any of the security systems attached to it. 

CredID Identification – Requires specific CredIDs to open it. 

Finger Print Identification – Programmed to identify and allow entrance only to specific fingerprints. 

Palm Print Identification – The same as fingerprint, but requires a whole palm print for identification. 

Retinal Print Identification – The toughest security system available. It identifies specific retinal prints and only allows those with permission to enter. 

Voice Print Identification – Identifies a person by the voiceprint. 


COMPUTERS: 

Numeric Computer – This is the regular 20th century computer. It is used for research and entertainment. 

Neurologic Computer – This is a computer that is specifically designed to run skillsofts. It is used for implanting as a cyberware. You cannot run Skillsoft that have a rating highter than the one of the Neurologic Computer. 

CyberDeck – This is a computer, which is specifically designed for netrunning. When not using a CyberDeck, the user can’t visualize the net and therefore can’t enter cyberspace. 

Minidisk – A storage device, which looks like a CD, only it’s a 1cm radius. The amount of data it can store is: 
Low quality sound (speech): 41.7 hours 
High quality sound (music): 8.3 hours 
Low quality video (security camera): 16.7 hours 
High quality video (movie): 3.3 hours 
Low quality holographic video (security camera): 8.3 hours 
High quality holographic video (movie): 100 minutes 
SenseData: 100 minutes 
Picture: 5,000 
Holographic picture: 2,500 
Text page: 10,000 (50 books) 

Datachip – A storage device which resembles a chip with connectors (2x2cm). It has the same storage capacity of a minidisk. The advantage of the datachip is that it is usually placed in slots where several datachips can be placed and it combines their storage capacity. The amount of datachips that can be combined is only limited by the number of slots in the reading device. 

Attack Software – A software that is used for cyberspace attack. The level of the software is used to increase the damage an attack does. 

Defense Software – A software that is used for cyberspace defense 

Power Mind Skillsoft Package – This is some of the package that PM do sell on the market : 

Combat Operative 
HandGun +2, Stealth +2, Martial Arts +2, Melee +2, 
Rifle +2 
$1800 

Corporate Operative 
Influence +2, Style +2, Finance +2, 
Special Knowledge Corporation +2, Etiquette +2, 
Language (as appropriate) +2 
$1000 

Casanova 
Influence +2, Style +2, Seduction +2, 
Cooking +2, Sex +2, Massage +2 
$850 

TechnoWizar 
Computer Operation +2, Electronics +2, CyberTech +2, 
Nanotech +2, Photonics +2, Robotics +2, Security +2 
$1550 

Zero-G 
0G Maneuver +2, Space Survival +2, Drive Plane, space ship +2, 
$1000 

KungFu Fightin 
Language :Chinese +2, Martial Art +3, Spec.Knowledge: Kung Fu Cinema +2 
Blade +2, Melee +2 
$1750 

Crystal master 
Computer System +2, Computer Programming +2, Math +2, Language +2, 
CyberDeck Design +2, Special Knowledge :Virtual Reality +2 
$1550 

Wingpack – This equipement allows a wearor to fly. It consists of a pair of enormous, leathery, bat-like wings, a small, light body and four long, extremely slender, clawed legs. The 2 hands of the wearor are free and the system fly on its own. 

Drone – Many remotely piloted vehicules are available in surveillance, spotter and weapon carrier modes. You have to be equipped with a Vehicle Interface to use a Drone. 


CYBERWARE 

Visual 

Humanity 
Cost 

Bonus 
Artificial Eyes 

2 
$20,000 
Optic Readout* 

1 
$4,000 
Shades* 


1 
$2,000 
Light Amplifier* 

2 
$6,000 
Thermal Vision* 

2 
$9,000 
Micro Vision* 

2 
$9,000 
Mag Vision* 

2 
$9,000 

+1 firing 
Video Reception 

2 
$9,000 
Video Trans. 

3 
$9,000 
Video Recorder* 

2 
$9,000 
OutGear Heads-Up Mapping Display $5,000 
Internal 


1 
$7,000 

* Requires artificial eyes. 

Auditory 
Humanity 
Cost 

Bonus 
Artificial Ear 

2 
$6,000 
Auditory Listener* 
1 
$2,000 

+1 
Sound Amplifier* 
1 
$3,000 

+1 
Dampers* 

1 
$4,000 
Radio Reception 

2 
$4,000 
Radio Trans. 

3 
$4,000 
Audio Recorder 

2 
$4,000 

* Requires artificial ears. 

Interface 
Humanity 
Cost 
Input Slot 

2 
$1,000 
MiniDisk Slot 

3 
$3,500 
Chip Slot 

3 
$2,000 
DNI Smart Pad 

2 
$10,000 

Neurological 
Humanity 
Cost 

Bonus 
DNI 


2 
$10,000 
Vehicle Interface 
1 


4 
$1,000 

+1 
2 


6 
$3,000 

+1 
3 


7 
$8,000 

+1 
4 


8 
$30,000 

+1 
5 


9 
$90,000 

+1 

Implanted Computer 
5 
$4,000 
+computer 
SenseData Reception 
2 
$10,500 
SenseData Trans. 
3 
$10,500 
SenseData Recorder 
2 
$10,500 
NeuroLink Web 

3 
$11,000 
Ambidexterity 

2 
$2,500 
Reflex Booster 
1 


1 
$4,000 

+1 
2 


2 
$10,000 

+1 
3 


2 
$30,000 

+1 
4 


2 
$100,000 
+1 
5 


2 
$400,000 
+1 
Pain Blocker 

5
 $10,000 

Body Systems 
Humanity 
Cost 
Muscle Replacement 
1 


1 
$4,500 

+1 
2 


1 
$10,000 

+1 
3 


1 
$30,000 

+1 
4 


1 
$100,000 
+1 
5 


2 
$300,000 
+1 
Structural Strength 
1 


1 
$10,000 

Armor 1 hits 
2 


1 
$20,000 

Armor 2 hits 
3 


2 
$50,000 

Armor 3 hits 
4 


2 
$150,000 
Armor 4 hits 
5 


2 
$500,000 
Armor 5 hits 
Elastomer Plating 
1 
$10,000 

Armor 6 hits 
Steel Plating 

2 
$20,000 

Armor 8 hits 
Chemical Filter 

1 
$20,000 
Air Filter 

1 
$20,000 
Blood Loss Healer 
1 
$20,000 
Artificial Internal Organ 
2 
$6,500 
Hidden Compartment 
1 
$3,500 

Limbs Systems 
Humanity 
Cost 

Bonus 
Artificial Hand* 

2 
$4,000 

+1 
Artificial Arm* 

2 
$8,000 

+1 
Artificial Leg* 

3 
$9,000 

+1 
Retractable Razornails 
2 
$10,000 

+1 
BioWear Retractable Fangs 1 
$8,000 

+1 
SeaTec Bioware Gill System 2 
$12,000 
QL Bionics Combat Cybertail 2 
$25,000 

+2 (combat) +1 (Else) 



DESCRIPTIONS 


VISUAL: 

Artificial Eyes – A replacement of the organic eye. It allows regular vision. This cyberware is needed for any further cybernetics enhancement of the eye. There is no limit on the number of enhancements that can be loaded on the eyes. 

Optic Readout – Artificial eyes enhancement. This allows display of any visual data into the visual field. The input can come from an implanted computer, or any of the interface devices. 

Shades - Artificial eyes enhancement. This device kicks into action whenever there is a bright light – it compensates the light in a way as to allow the user normal vision. It comes in handy in combat situations where a light can be so bright as to blind. 

Light Amplification – Artificial eyes enhancement. Light amplification enhances lighting in situations where the normal lighting conditions are not enough to allow normal sight. It is very handy for night actions. Note that minimal lighting must be present for the light amplification to function. In situations of total darkness it is useless. 

Thermal Vision - Artificial eyes enhancement. This enables the user to see in the thermal spectrum. The vision can discern different grades of heat, therefore constructing a limited vision of the surrounding area. It is very useful for combat situation where there is no lighting at all. 

Micro Vision – Artificial eyes enhancement. This enhances vision to a level of a small microscope. It is very useful for researchers. 

Mag Vision – Artificial eyes enhancement. This is the reverse of the micro vision. It enhances long distance vision and serves as a scope. in combination with a DNI and a smart pad it serves as a scope on the smart weapon. 

Video Reception – This is a device that receives video transmission. The visual data can be stored (if the user has any storage capability) or just viewed on the spot (with the usage of an optic readout). 

Video Transmission – This device transmits any visual data. The data can come from an artificial eye or from any storage device (implanted computer, minidisk, etc.). The transmission range in up to 5km. 

Video Recorder – This device records visual data. It needs a storage device – a minidisk, a datachip, the internal memory of an implanted computer, or anything outside the brain connected with an input slot. 

OutGear Heads-Up Mapping Display - The Heads-Up Mapping Device was developed to aid city paramilitary forces and civil services in navigation throughout urban structures. It has since been developed for any environment. Its common uses range from navigating cleanup crews through urban sewers to resource teams tracking geothermal ducting in the wilderness. 

The main unit is available in eihter an external portable unit or an internal cyberware version. Both can be linked to external or cyberware display links. The exact location of the user is obtained through a signal from one of the many orbiting global positioning satellites and converts it into grid coordinates. 

These grid coordinates are then used to determine position within maps stored in the unit's expandable map processor. Maps are fed into the processor using either datasofts or storage disks. The combination of coordinates and map imaging is used to project either a 3D image of the surrounding area or a top-down image of the same upon the display link. This makes navigation at night or in obscured environments much 
more efficient. 

The 3D image can be adjusted for viewing in wireframe, transparent shaded, or solid shaded mode. The detail available in the display is limited to details in the map file used for navigation. If a general map is used to navigate a structure or landscape, then only general structural features may be viewed. If a more complex map is used, more detailed information may be viewed such as locations of power conduits, ventilation 
ducts, underground streams, cave systems, or other unseen physical structures. 

The ability to zoom in and out of images and adjust detail level allows the wearer to focus only on the parts needed or zoom out to scan entire areas. Another feature recently developed for use in military and paramilitary forces is the ability to link the unit into any of the available tactical computers, directly or remotely, and provide 
tactical information upon the displayed map image. Vital information such as optimal locations, unit relation locations, and general distances are easily accessible. 


AUDITORY: 

Artificial Ear - A replacement of the organic ear. It allows regular hearing. This cyberware is needed for any further cybernetics enhancement of the ear. There is no limit on the number of enhancements that can be loaded on the ears. The cost is for replacement of one ear. 

Auditory Listener – Artificial ear enhancement. This allows listening of any auditory data. The input can come from any of the interface devices (minidisk, datachip or input slot). 

Sound Amplifier – Artificial ear enhancement. This amplifies surrounding sounds and increases any sound based perception by its level. 

Dampers – Artificial ear enhancement. This device kicks into action whenever there is a sound that is too high - it compensates for the high volume sound in a way as to allow the user normal hearing. The device is able to discern different frequencies and only dampen the high volume sounds (allowing, for example, to hear a whisper in the middle of combat). 

Radio Reception – This is a device that receives audio transmission. The auditory data can be stored (if the user has any storage capability) or just heard on the spot (with the usage of an auditory listener). This, in combination with an auditory listener and a radio transmission can function for team communication. 

Radio Transmission – This device transmits any auditory data. The data can come from an artificial ear, from voiceless talking or from any storage device (implanted computer, minidisk, etc.). The transmission range in up to 5km. This, in combination with a radio transmission and an auditory listener can function for team communication. 

Audio Recorder – This device records auditory data. It needs a storage device – a minidisk, a datachip, the internal memory of an implanted computer, or anything outside the brain connected with an input slot. 


INTERFACE: 

Input Slot – This is a universal plug that serves as an input jack into any inner cybernetic devices, or as an output jack from any inner system to the outside of the body. Several cyberware can connect to the same input slot. The location of the slot can be in plain sight (like the forehead or the backhand) or can be hidden (in back of the head under the hair). 

Minidisk Slot – This is an implanted minidisk driver. Anything internal can use the driver – either for playing minidisks or for recording data into it. This is usually placed in back of the head under the hair, but can be placed anywhere. 

Chip Slot – This is a socket for a datachip. As many as 10 can be placed together (each one bought separately) for enhancement of data storage capacity. Anything internal can connect to the slots and use them for reading or writing data. It is usually placed in back of the head under the hair, but can be placed anywhere the user wants. 

DNI Smart Pad – This is the interface for a smart weapon. It is located in the palm of the hand and communicates with the smart module of the weapon (located in the handle) via electromagnetic transmission. It has to connect to a DNI in order to complete the link to the brain and to take advantage of the smart weapon bonus. 


NEUROLOGICAL: 

DNI – an acronym for Direct Neural Interface. This is the most advanced interface method at this time. Placed on the brain, it connects any electrical device directly to the relevant nerves. It serves as an input and output device for any data format – visual, auditory, SenseData, commands to an implanted computer, etc. If coupled with a DNI smart pad, the user can give commands to a weapon with a smart module (eject clip, switch to automatic fire mode, etc.) and receive visual data on the expected hit location (which is then displayed into the user visual field). 

Vehicle Interface – This is a modified version of the DNI, which is specifically designed for vehicle control. It has to connect to a vehicle through an input slot in order to function. Once functional, it merges the user with the vehicle and results in very good vehicle control and fast reaction time. The level of the vehicle interface is added to the skill level of the driver for any vehicle-related tasks. 

Implanted Computer – Implanting a computer is usually done for running skillsoft. These are computer software that enhance the user’s function in the specific skill they are created for. For example, a Firearms skillsoft at the level of 5 will increase the user’s Firearms skill to level 5. The computer must be bought separately and must be a neurological computer. The level of the computer is the maximum level of skillsoft that can be run. A NeuroLink web must be implanted. The computer can also be used to read and store data to any of the interface devices (or to it’s internal memory). A DNI must be implanted in order to interface with the computer. 

SenseData Reception – This is a device that receives SenseData transmission. The data can be stored (if the user has any storage capability) or just sensed on the spot (with the usage of DNI). 

SenseData Transmission – This device transmits any SenseData. The data can come from a DNI (that records what the user is sensing at the moment) or from any storage device (implanted computer, minidisk, etc.). The transmission range in up to 5km. 

SenseData Recorder – This device records SenseData. It needs a storage device – a minidisk, a datachip, the internal memory of an implanted computer, or anything outside the brain connected with an input slot. 

NeuroLink Web – This is a web of wires that runs through the body and connects to key points in the muscles. It is used for activating any physical skillsoft – it transmits commands from the computer to the muscles directly (not going through the DNI and brain) which is faster and doesn’t risk rejection by any defense mechanisms the brain might activate. 

Ambidexterity 
A chip that goes into your DNI system and allows you to weild a weapon in each hand or to use a weapon and a medical patch etc at the same time. Characters without this implant may only undertake one task at a time. 

Reflex Booster – This cyberware enhances the reflexes of the user. Basically what it does is increase the reaction and movement speed of muscles through direct connection (very much like the NeuroLink Web). In game terms, it increases Dexterity for any action that requires reflexes. Give a bonus for all the skills of Reflex except these one : Art, Music and Senses. 

Pain Blocker – These are special controllers which are placed in specific points on the nervous system. What they do is block any feeling of pain before it gets to the brain. In game terms, it negates any penalties resulting from pain . 

Datajacks and chipjacks (and the combined omnijack, which costs a little more but does both jobs) are the most popular cyberware out there. 

Thrill-Kill Link – This is one of the most sick creation of the cyber technology. This things connect with all that is needed to feel sens data, will give the user orgasm after each of the kill he’s doing. The more you kill and the more the thrill is hot. Most user end up killing around 50 to 60 peoples before someone stop them. 


BODY SYSTEMS: 

Muscle Replacement – By replacing part of the muscles into synthetic replacement, this enables greater strength. It increases the Strength level by the cybernetics level for any task that is related to. The muscles size is increased by the implants, but not to a level that it looks unnatural. Give a bonus for all the skills of Reflex except this one : Construction . 

Structural Strength – The general concept is replacement of the body infrastructure with strengthened materials (either strong plastics of steel). The replacement includes not just the bones and joints, but also covering of sensitive organs with a protective shell. The result is increasing the Body Resistance level by the level of the cyberware. 

Elastomer Plating – Implanting an elastomer beneath the skin, resulting in a ‘natural’ armor. Only very close observation will reveal the implants – to the casual observer the body looks natural. 

Steel Plating – The same idea as with the elastomer plating, but very thin steel plates are implanted. Not like the elastomer plating, the plates can be seen and the body looks ‘reinforced’. 

Chemical Filter – Installing special filters in the digestion system, this cyberware helps resist harmful chemicals. The downside of this is that it also resists medical. 

Air Filter – Working on the same principle of the chemical filter, this filter is implanted in the respiratory system to resist any inhaled harmful chemicals. The downside of this is that it also resists medical drugs. 

Blood Loss Healer – Replacing the blood with a special chemical that congeals when it reaches an open wound. This stops blood loss. (Act as a patch of +1 healing for one time a day) 

Artificial Internal Organ – Any internal organ that is damaged beyond repair can be replaced by an artificial one. This gives no special bonuses in terms game play, but enables normal functionality of the body. 

Hidden Compartment – Making a small pocket below the skin and making it almost not noticeable even to close examination. The pocket is big enough to hold something in the size of a cigarette package and can be located almost anywhere. 


LIMBS SYSTEMS: 

Artificial Hand – Replacing the hand with an artificial mechanism. 

Artificial Arm – This is a replacement of the entire arm (it includes the hand). 

Artificial Leg – Replacement of the leg with an artificial mechanism. 

Retractable Razornails – Small 3cm blades are implanted below the nails. They can be extracted and retracted mentally. When retracted they are undetectable. 

BioWear Retractable Fangs - Getting tired of that same old look? Well, get yourself a theme and grab yourself some fangs! BioWear cybernetically enhanced upper and lower canine tooth replacements are fully functional and retract when not being flashed menacingly. The procedure is totally inpatient and provides the look to die for! Get yours today! 

An additional $400 per tooth at the right clinic can get you poison injectors integrated into 
your ratractables. An ultimate for any slithering snake fan! 

SeaTec Bioware Gill System - With the introduction of self contained underwater environments, scientists have 
struggled for an economic method of individual air production. Their research has led to the Bioware Gill System. Based on the anatomy of fish gills, these bio-engineered gills are matched to a person's respiratory system and operate evenly in relaxed and stressed situations. Above the surface of the water, the gills remain closed and do not interfere with normal breathing. Special ducts are installed to keep the gills moist when not in the water using normal body moisture. The gills allow operation under water up to 125 meters without further respiratory aid. The gills are at the base of the neck and are totally hidden with collared shirts. 

QL Bionics Combat Cybertail - Want that extra edge in melee combat? Need an extra hand while ascending a steep cliff? QL Bionics has introduced an excellent solution. Their new Combat Cybertail is both a versatile, prehensile tool and a formidable weapon. The super strong myomer fibers used to control motor function provide great lifting power and offer fine movement of the tail for precision work. 

Fitted into the end of the tail is a small three digit manipulator claw for light grasping and lifting. The claw can extend up to 60cm and can rotate along its axis for precision operation. For the extra edge in combat, eight retractable spike are installed toward the tip of the tail. These spikes can be dikoted as an additional option. 

The tail can be easily removed from its base with a cyber-reactant pneumatic locking mechanism. Different aesthetic skins, colors and textures are available. 


Some other stuff: 

Cost 

Camping gear 

200 
Chain saw 

75 
Clinbing gear 

50 
Construction tools 
75 
Metalworking tools 
75 
Mining tools 

75 
Tape 


5 
Backpack 

25 
Battery 


5 
Beverage (Cannette) 
6 
Blanket 


8 
Book 


8 
Compas 


10 
Gasoline 

5 / gal 
Hiking pack 

25 
Lighter 


4 
Meal (army) 

10 
Rope 


10 
Watch 


50 
Drug analyser 

100 



Camping gear 
A small collection of camping gear including a two-man tent, sleeping bag, lighter, flashlight, 25 feet of rope, knife, and a compass. 

Chainsaw 
A gasoline powered chainsaw. Capable of 2 damage per second of contact. Will run for an hour on one gallon of gasoline. 

Climbing gear 
A complete set of climbing gear including 500 feet of rope, spikes, cleats, climbing harness, chalk, grapling hook, and a hiking pack. 

Construction tools 
A complete set of construction tools including measuring tape, hammer, sand paper, plane, saws, level, tool belt, chisels, screw drivers, pencils, chalk line, utility knife, trowl, duct tape, and various other related tools. 

Metalworking tools 
A complete set of metalworking tools including hammers, wire brush, anvil, files, pliers, forging clay, chisels, hack saw, brazing rods, and small acetyline torch. 

Mining tools 
A complete set of mining tools including shovels, pickaxe, maul, sledge hammer, small wheel barrel, and a sifter. 

Tape 
A roll of tape of your choice from duct, electrical, medical, and masking. 

Backpack 
A standard sized backpack which can carry 20 pounds. Add five to your maximum carrying weight while using a backpack. 

Battery 
A standard cell in any size ranging from AAA to nine volt. 

Blanket 
An ordinary blanket to snuggle up to on those cold nights. 

Book 
Books are excellent sources of entertainment and knowledge, however, many of them were lost in the war. If you are lucky enough to find one, chances are that it will be expensive. 

Compass 
An ordinary compass that usually points north. 

Gasoline 
One gallon of 80 octane gasoline. It is crude but it will fuel an internal combustion engine. 

Hiking pack 
A standard mountain climbing backpack which can carry 35 pounds. Add 10 to your maximum carrying weight while using a hiking pack. 

Lighter 
An ordinary cheapo butane flint lighter. Good for 100 lights. 

Meal 
A meal from an army ration pack. 

Rope 
Twenty-five feet of 1,000 pound test rope. 

Watch 
An ordinary $3.00 cheapo wrist watch. 

Drug Analyzer 

About the size of a bottle of Excedrin, the Drug/BTL Analyzer takes a chemical or electronic sample from a drug A: What the drug is, and B: Whether or not it is pure. Only a small, almost insignificant sample is required to make the test. 

Arms

Disponibility: 

a: easy 
b: searching 
c: hard (need contact) 
d: rare (need very good contact) 
e: very rare (hope for luck) 
f: prototype ( not on the market ) 

Name

Damage 
Disponibility 
Cost 
 
Range 
stick: 

2 

a 

1-5 

n/a 

knife 

2 

a 

2-5 

n/a 

Vibro blade : 
4 

d 

200 

n/a 

blade : 

3 

a 

50 

n/a 

axe : 

3 

a 

30 

n/a 

glove with studs 
et poing américain: 2 

a 

5 

n/a 

poison glove : 
1 

d 

500 

1 
One shot

*1 dom per min after 

poison : 

1 

c 

175 
*1 dom per min after 

bow: 

- 

b 

75 

10-20 

arrow : 
1 

b 

5 

n/a 
2 

b 

10 

n/a 
3 

c 

20 

n/a 

poison 
2 

c 

25 

n/a 

*1 dom per min after 

bomb 
4(radius 2m) 
d 

50 

n/a 

Name
Damage 
Disponibility 
Cost 

Shots
 
Range 

pistols: 

2 

a 

50 

6 

8 

75 8 

-munition 




2 

1 

big pistols: 
3 

b 

125 

6 

10 

200 

8

- munition 




5 

1

rifles : 

4 

a 

220 

3 

30 

350 

6 

- munition 




10 

1 

shot-gun : 
4 

a 

220 

4 pump 

10 

400 

6 semi

500 

8 semi(loader)

- munition 




25 

1

flame thrower : 
5 

c 

500 

n/a 

8

flame for 2 min.

-munition 




50 

1 load 

pistol flame thrower : 4 

c 

1000 

4 

10

- munition 




150 

1 load

submachine gun: 
3 

b 

250 

4 

20 

500 8

-munition 




40 

1

battle rifles: 
4 

c 

800 

4 

35

1000 6

- munition 




50 

1 

pistol caseless: 
3 

d 

2000 

8 

15 

3000 12

-munition 




75 

1 
- nitro 





100 

8 

125 

12 

rifles caseless: 
3 

e 

3500 

15 

35

5000 20

-munition 




75 

1 

- nitro 





150 

15

200 20

pistol laser: 
4 

d 

1500 

8 

20

2000 10

-energie pack 




100 

8

125 

10 

rifles laser: 
4 

d 

2200 

12 

40

3800 15

-energie pack 




150 

12

175 15

heavy machine gun: 4 

c 

3000 

12 

35

3500 16

-munition 




60 

1

heavy rifles: 
4 

d 

2200 

5 

50

3000 8

-munition 




60 

1 

Name

Damage 
Disponibility 
Cost 

Shots
 
Range 
500 g c-4: 
5 ( Radius 10m ) 
c 

500 

grenade frag: 
3 ( Radius 3m ) 
b 

120 / each 

grenade stunt: 
2 et stunt ( Radius 5m) b 

150 / each 

grenade smoke: aucun (Radius 10m) b 

100 / each

grenade chemic: 
5 (Radius 5m) 
d 

400 / each 

cocktail molotov: 2 ( Radius 2m ) 
a 

50 / each

m-72: 

4 ( Radius 3m ) 
c 

500 / each


20 

grenade luncher(40mm):depend de la grenade c 
600 



20 

40mm frag: 
3 (Radius 5m) 
c 

300/ each 

40mm stunt: 
2 (Radius 10m) 
c 

325 / each

40mm smoke: 
aucun (Radius 20m) c 

200 / each

40mm chemic: 
5 (Radius 10m) 
d 

500 / each

Grenade Cocktail : 5 (Radius 5m) 
d 

300 / each

Uncle Jim's Liquid Web 

a 

200 


Drone Weapon 
Space availlable on a drone : 
8 space 

Name


Damage 
Disponibility 
Cost 
shots 
space 
heavy machine gun: 
4 

c 

5000 
12 
2 
grenade luncher(40mm):
depend  

c 

1000 
2 
4 
laser: 


4 

d 

3000 
8 
2 

5000 
10 
2

-energie pack 





300 
8 
1

500 
10 
2 




Poison 
Leathal or non leathal. For each, it tooks 3 turn to get the effect active. For the leathal, if the person don’t get any medical assistance in the next 3 hours, she will die. For the non leathal, the person is stunt for 10 min. For the 3 round before stunt, the person can’t make any retest at all. 

Vibro blade 
Developped as a cutting tool. An ultrasonic generator in the hilt causes the blade to vibrate thousands of times a second. Can be use to cut slowly thtough any material that’s softer than steel, including wood, plastic and even concrete. 

Poison glove 
You can have leathal or non leathal poison on it. When it gets in contact with the skin of someone else, the poison automatically transfer into that person. When the poison transfer into the body, the person feel that something is wrong. For the time and effect of poison, look at the poison section. 

Uncle Jim's Liquid Web - Another great item from the labs at Uncle Jim's. Liquid web is another high viscosity gel kept in a can. This one interacts with the oxygen and forms a maleable but unbreakable adhesive gel. It sprays out in strings and can be aimed by simply moving the can. This makes a very sticky, very troublesome mess for the intended target. A special dissolving agent is available that breaks down the molecular structure of the web, crumbling it in seconds. 

Grenade Cocktail - This is something that is really hard to find, but really effective when use in a proper situation. You trow this grenade in a room from a window with a grenade luncher. When it get’s inside, the grenade start to spin very fast and then it explode. From the granade comes hundred of thin stick of metal. It is leathal in close contact and it can clean a room with no problem. 
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