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Yy / | COur'r the Chrome, become

one with it. You need it,
and it needs you. You will become
sironger in the bonding.”

—Quess
Y / | o nce you're sure you've

got the Chrome on the
inside then you can take care of the
exterior. If you don't have the infe-
rior instinct, don't bother with the

frappings.”
2 - —Akira Takahashi
22 &t \fg:_,_m .
e T | R he quintessential ‘punk
/*”’”‘ B s needs quintessential
e warez. If's a necessity, chombatta.”
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N Gil Myxx
\\;‘1 . Y / i Hey, Cyberware's just like
oy tactory options for hu-
/ manity, y'’know? Heh.”
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CYBERWARE

DYNALAR

TECHNOLOGIES the minds at Dynalar Technologies.
Compatible with any standard cyber-

n n
DIGITS Duvnalar netic hand or arm; easily installed in
CYBERFINGERS 7 the privacy of your own home.

QUICK CHANGE MOUNT 150£8
A handy click-and-tum mount installed at the knuckle
of the cyberhand. Any Dynalar cyberfinger can be
modified for use with a quick change mount for 20eb.
HC='

’ The latest line of cyberfingers from

VIDCAM 400t8

Designed in conjundtion with Kiroshi Optics, this cyber-
finger contains a miniature video camera designed to
transmit its input to a Kiroshi Video Imager (Chrome-
book 1, pg.39). This cyberfinger is ideal for peering
around comers unobtrusively. HC=2 The videam can
have one of the following options.

Passive IR ......... 200eb
Teleoptics (10x) ......... 225¢b
Lowlite ......... 100eb
SELF-PROPELLED GRENADE 200ER

The first joint of the cyberfinger is a self-propelled gre-

nade {7m range). 2D6 damage fo all targets in a Zm
diameter. Rep?acement grenades cost 25eh. each.
Caution: Black market cyberware in most judicial re-

gions. HC=2

AR HYPO 200t8
Miniature “Bones McCoy”. Drug container plugs info a
socket below the knuckle. Enough compressed air for 4

injections, Replacement air containers are Jeb. each.
See CP2020, pg. 112 for available drugs. HC=1

TRACKING DEVICE 300z8
Another cyberfinger designed in conjundtion with Kiro-
shi Optics. This cyberfinger contains o tracking device
with a range of 3km. It transmits the direction and dis-
fance to a TimesSquare display. This cyberfinger holds
2 magnetized tracer bugs Drlut it can kaunch at fargets
up fo 3m away. Extra bugs are 10eb each. HC=0.5

LIGHTER . 258
A miniature flame lighter. It has fuel enough for 2 hours
of continuous use. Exira fuel 1eb/refill. HC=2




KIROSHI
OPTISHIELD

OPTIONS
There’s no need for cyberoptics

with Kiroshi's new

OpfiShield opfions.

This line of options

are exactly the
same as the standard cyberopti

pgrudes (2 options per OphSh

Times Square ..... 250eh
TimesSquare Plus ..... 500eb
Teleophics ..... 150eb

CYBERHANDS 900EB

The latest line of cyberhands from Crrev: includes three, four, and
six-fingered hands, as well as cyberhands with joints that can bend
in either direcfion. Do you think your cyberarm is too drab and ordi-
nary? Cytech can help you rise chove the crowd.

Time/day di
l(:‘:esc:l?ophs";l::], ..... 100eb

Game notes: See CP2020,
pa .67 for descriptions; HC is at

1/2 normal. See Chromebook 1, § Game nofes: The rimary game effect these cyberhands have is in
pg.38 for TimesSquare Plus, pg the realm of cyberﬁnger capacily. Double—puntednes ives +1 to
31 for OptiShields. Dodge/Escape skill cttempts when eseaping from bindings, Cytech

WINCH 500EB

Cyberarm option. A windh is in-
stalled in Ihe arm. The winch has
a hook and a 15m coble which is
driven by a powerful motor. The
winch’s mofor is capable of pull-
ing up to 1 fon. Uses all eption
spaces. HC=1D6+3.

Gome notes: Of course, the user

offers a service fo cuslomize s, including plating the hand
with precious metols and configuring the joints and fingers fo specifi-
cations. The HC is unchanged. Special are up fo the Referee.

ANCHORING
CYBERFEET

400EB
This cyberieg opticn {uses 2

wouldn't be capable of pulling o spaces) has anchoring spikes
ton without anchering himserlfin with fold-out hooks I:ll%e spikes
some Muscle/bone lace or netrate anything with an
ali Waﬁ)'(tm'\e is required fo gain o?e 2 or less. These cyberfeet |
full use of this cyberoption. You can be used to adhere fo a sur-
can operate at only 33-50% of face or fo avoid being knocked
capaxcity without them. If the limits s  down. The enchor spnke detach-
are exceeded, the character takes o &5 when you wish to move

1D6 damag e and his BOD is re- «.again. This device can be used 4
duced by 1 for 106 days due o times before the spikes must be

...I...............‘....-.....l.......'.......................................I......

muscle/ligament sfrain. replaced. Cost:120eb. HC=3




= CYBERWARE
QUICKDRAW ARMHOLSTER

200EB

This cyberann option consists of a concedled, spring-loaded
holster installed in the forearm. The holster launches anythi

the size of o light pistol {P class concealment) or a knife into the
hand of the c)ierarm {adds an exira +2 ko Inifiative when a fast
draw is declared). Uses 1 option space. HC=0

LA R A RN SRS NE N SN ENENENSNENREN SN NERNNNNEE NN

KiLL DispLAY 100EB

Sure you've got a lot of kills, but those street punks still keep

hasslin’ ya. What do you do? Maybe you should adverfise your
expertise some to get the boosters off your back. Similar o o

skinwaich, a Kill Display shows in prominent glowing letters and
numbers “KILLS: xxx” (any three-digit number you enler with o
special key]. The display con be any size from 2" X 2" up 10 6"
X 6" and placed anywhere. The actual number displayed is on

the honor system, but if they have any doubts as to the veracity
of the fotal, why don't they ask you, eh? HC=1, Surgery: N
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TRI-DART
LAUNCHER 300EB

—_— Three dart
C}%Re launchers
are installed between the knuckles
of the cyberhand. Each launcher
contains 1 dart that will inflict
1D06/2 domage (armor is at 1/3).
All three darts may be fired simul-
taneously or separately. They are

silent, and can be poisoned or

drugged. HC=1D4/2

LB X AR R R RN ENEREREEERENNENRRNRDN]

WETDRIVE
ACCESS LINK
200EB

This co-processor will allow the
owner of a Weidrive memory unit
to mentally link to the wetdrive
memory without external interface
cables, calling up information as
desired. The information is not
“known” as with MRAM chips, but
has to be called up exactly like a
computer. A character is essential-
ly “studded in” when accessing
and as such, is relatively helpless.
HC=1D6/2, Surgery: M

LA B R R A AR ERENERRSEESEEREE RN N EE R R RN R RN N Y I N N Y R E RS R R

COLOR GLAND
CONTROL

250EB
There's a little gland in the back
of your e%;s that general

works only once in your life;

changing your eye color from
blue (the color ALL human ba-

bies' eyes are) to your adult

color six fo ight weeks affer birth. With the color gland control unit {a small electrical unit which stimulates

the gland’s functioning}, you can
having to have cyberoptics. The shift ta
HC=1, Surgery: M

exthe color of your eyes ko almost every color in the spectrum without
1D minutes to affect and the colors must be pre-programmed in.



GRADIATED SUBDERMAL

e ARMOR (TORSO)

Adapted from the old version (CP 20204, and
slightly altered to give those who prefer discretion
the opportunily fo be discreet about their personal
enhancements, subdermal armor can come in a variety of SP ratings
and thicknesses. All require CRitical surgery. The Aftractiveness loss is
permanent and cannot be remedied with plastic surgery. The reflex
penalty has been known to be removed by using hij:-?e:ch orbital ma-
ferials. {Approx. 8x cost for each -1 REF you want o remove at GM's call )

Dy yalar

SP HC Cost  DIFFICULTY TO SPOT  ATIR LOSS REF LOSS
6 1D6/3 350 Impossible{354) None  None

8 1D6/2 500 Impossible (32) None  None
10 1D6/2+1 650 Impossible(30)  None  None
12 1Dé 800 Verydifficult (25) None  None
14 1D6+2 1000 Very difficult (25) None  None
16 1D6+3 1100  Difficult {20) None  None
18  2D6 1200  Difficult (20) -1{50%) None
20 2D6+2 1450  Average (15) -1 -1
22 - 3Dé6 1750 Easy (10) -2 -2

z .,
Chest {Surgical View)

FEEEIENRESENEEREEZESREENRR R AR SRE R R RN RN AR SRR NREENERRERNENNERNSED.

e SUBDERMAL ARMOR (SKULL)

Hey, your skull doesn’t have any moving paris, ot least not in the important places, like
right over your brain! So why not get suidenml plating on your main cranium? It pro-
fects like @ helmet in every way (there’s a 1-4 on 1010 chance any head attack hits an
unprotected part—like your face or neck; subject to Ref's ruling). Requires MA surgery.
Gome Noles: Su | armor on your face and neck o?so sounds like a great

idea; right? Not so. Average skin thickness on your face is less than half an inch. Adding a 1/4 inch thick
rigid keviar weave to your torso and skull is possible, but not on your face.

Dyvnalar

Sp - HC Cost CHANCE TO SPOT ATTR L1085
4 1Dé/3 300 Impossible {35) None

6 1Dé/2 550 Impossible {30) None

8 1D6 750 Very difficult (25) None
10 1Dé+2 1000 Difficult (20) None
12 1Dé6+3 1200 Average (15) -1{50%)*
14 2Dé 1400 Easy (10) -1

*Choncu of lews



- CYBERWARE

ZETATECH BODYCOMP 1,750EB

PERSONAL COMPUTING TAKEN TO THE LOGICAL EXTREME!
The BodyComp is the latest in
' ZETHATECH® microcomputing; a computer so small it can
be implanted in the human body, yet as
powerful as an E-Book! A unit the size of a large
lighter is implanted in the torso, and links are run to the
user’s Neural Processor by nanomachines. Power is supplied by a
ir of microfine blood turbines, implanted in the pulmonary and
E" e s uncons end capabiie el o a Eock
e p hos tunctions and capabilities equal fo a E- (No
chipslot, but it can reod from the player’s Chipware socket or a chip
player plugged info an interface Plug.) It requires Times Square Plus
(orVideo Imager) and Cyberaudio to operate {it can be plugged into
Kiroshi Optics HUD, but without audio). Hardened systems are
available, but this option cannat be retrofitied, BodyComps can be
ouffitted with c:ll'!e():’mplﬁods C}i:l other xiﬁcgﬁons, ||3|;t ’rhlf SeNsors
are separate; they can be inshalled in a cyberlimb (usually faking up
about 1/3 of an opfion space each) or carried separately and jacked
in with a special cable and multi-pracessor {50eh). For an additiondl
EOZSeb, the unit can bj hooked up fo o d1GWhumcler‘s Wet Drive, allowing
r exira memory (and an easy way lo see what you're carrying).
Game nofes: IFZe unit is not EMP hardened, o hit by o microwaver will
usually {70% chance) wipe the BodyComp's memory (but not an
attached Wet Drive) uncr:'i" inflict an odditional 1D6-2 domage in
feedback and bums. HC: 1D6+4, Surgery: MA

[ E B NN E NN EERNEEENEENNENNENNNEENNENENENNENENENNN NN NNEN N

SUBDERMAL
VIEWSCREEN

250EB

For those without the benefit of
standard Times Square Marquee,
or any other of the multitude of
readout options, a small glowing
LCD screen is inserted under the
flesh of an easily accesible area,
usually a forearm. It can be read
in bright glowing letters that pan
by, showing up to five lines of
type ot one time. This unit will not
work with Times Square Plus or
the Video Imager. HC=1Dé/2,

Surgery: M

(AR AR R ERE N ENERE SR ERERE R EEN NN R E R E RN R N R N R N N N Y Y N S S XS ]

NANOOPTICAL
UPGRADE
1500EB

For those of you loathe to re-
place your nalural orbs, you
can have specialized Nanosur-
geons rebuild your retinas and
oplic nerves for a song! These
nanosurgeons work ONLY on
natural eyes. They give the
character capacity for Infrared
and Ultraviolet spectrum pickup
and allow +2 to night vision.
Game Notes: Reduces dark-
ness penalties; see CP2020,
pg.32) The process fakes 1
week and the character is blind
for 5D10 hours ofter the treat-
ment (blindness begins 2Dé
hours affer injection) due to the
fact that the rianosurgeons are
taking your retina apart and
rebuilding a partially fiber-op-
fic coated LCD latticework into
it. HC=1Dé/2, Surgery: N



CYBERWARE e
RETRACTABLE  : TOTAL BODY PLATING 6,800EB

This is o fully-armored exoskeletal “shell,“with no infernal reconstruc-
VAMPIRES lion. The entire body is covered in o damage-resistant, hybrid ceromic
Created on request by Sycustsev- 3 imgierial which is porous so that the body can brecthe. The entire body
eral fimes, mulhng i s receives SP20 armor (and is gas/flash-resistant due to filters), but suf
were "argj ed o a sbsidiony o fers -3 40 REF. -1 o Stealth. Nanotechnological micromachines heal
m”% ":F"oé‘ cyberwureTtl:.lom- penetration damage to the armor at the rate of 1 point per day. Total
pany, Lypaire ndwre- sst body plofing is very obvious, making the cyborg lock |iEra mefallic or
Er;hre upperl /?'eb " l;hpw m lastic person [visual features and :Eeds vary}. Appearance reduced
re i Ey 1/2; can be regained by body sculpt/design. Because of the nano-

spring housings inside. Extended
i;edvg'sionﬂs:re also uvuiloblt;,e
medilying the jaws fo open wi
enough fo stick a baseball in
comfortably. All retractible teeth

tech support mechanisms, this form of ‘plating can only be done to the
entire body. HC=8D4, Surgery: 2xCR; yearly mainlenance 680 eb.

are beMeen 3/4u ond 1" long. R!Mm E“ ' 500!3

Note: extendled bite =knife for AP A sirange ond parficularly disturbing idea creat-

effects. ed by the Cyphire Cr)emmr company. Upon
*Retractable vampires or shark- internal command, the eye defaches and can be
grin: Cost: 500eb, HC=2D642, placed in a small mount with magnetic and vel-
Surgery: MA cro feet (shandard equipment that comes with the
*Extended Canines (1D6/2+1 ). b then transmits back to the user as if he/

dam. due to deeper bite): Cost
1000eb, HC=3Dé+2, Surgery: CR
»Sharkgrin Special Exte

she were seeing from that position! You must n L
have o receiver set or Video Imager in your oth- sl
(1D4 dam.): Cast: 1400eb er eye. Only ONE option space is open for the Remote Eye. Transmis-
HC=4D6, 5urgery' R sion range is 100 meters, HC=3D46 per eye, Surgery: MA

[ EERREENANERNEER AR N E RSN R RN RN SRR RRE SRR RNEENEERENESNNENEHRESH.SEH;H})

Skinweave of lighter or tougher stopping powers is available almost ev-
erywhere standard skinweave is found. Below are costs and HC for dif-
fering armor values. Also listed is the Awareness difficully fo nofice the
skinweave. Atiractiveness loss cannot be remedied with bodysculpting,
because the woven skin looks and feels like tough rubber or plastic.

Skinweave can be upgraded to different levels at the full cost of the
new level. (e.g., you have 8SP and want 125P, you pay full 125P price)
Remember, skinweave cannot be downgraded or removed without un-
dergoing a freaiment equal in price anc? fime o the original treafment,
so choose carefully!

( E X NERENEERENENENSENENRNNNNRLSHNLMESHNDJERIEH;.JJESZJEJESJEJERJEJ;]]

¥ K Cost SPOTING CHECK ATTR 10ss
é 1Dé 1000 Impossible (35+) none

8 1D6+] 1250 Impossible {30} none
10  1D6+3 1600 Very dilt. {25) hone
12 . 2D6 2000 Difficult (20) -1{50%)*
14 2D6+2 2400 Ditticult {20) -1

16 2Dé+4 2750 Average {15) -2

*Chancs of less




Y / | w hatever you need, you

can find it here. The
latest Chromebook has all the neces-
sifies for the sireet. There's crucial
programs for the Neirunners. For all
the Rockerboys and girls there's
rhythm boxes and programmable
axes. The deadliest of weapons are
available for the Solos. New
Campods for the Medias, and
sireeflethal corpwear for the execu-
five with an affitude. If you're a
Cyberpunk, then you need Chrome.
IF you have the Edge on the inside,
then you need the meanest Edge that
euro can buy on the outside.”
—The Chromebook,
downloaded for June, 2020

" H €y, can you spare some

euro for a fellow ‘punk
who's down on his luck2”

-The Bogie, leader of the
Bogarts poser gang




BIOTECHNICA NUTRISUPPLEMENT 10OEB

This nutrient-rich drink produced by Biotechnica will provide allemative sustenance for these who don't have
time o bother with food. The Nutrisupplement will not only provide dll essential vitamins, it will alse negate
hunger. Just drink one bottle of Nutrisupplement a day and you won't need any other sustenance. Comes in
a voriety of flavors. Weight 0.5kg.

Game notes: The Nutrisupplement can only be used for o week ot a fime, because it does not sufficiently
meet all of the body’s requirements. After that time, the character will lose 1 point of BOD every week.

S RODEDPPOP PO PGP RN NIOBROIPRROIPRIPRVGPROPIIOREGOREGOSIBRRRISERNEDESN

BIOTECHNICA

NYMPH PERFUME 200EB

Finally & perfume that goes beyond the aesthetic. Our
new Nymph perfume contains special pheromones
that will siimulate the sexual centers of the brain. Any
member of the opposite sex that inhales your scent will
instantly become oftracted to you, Available in fro-
grances for men and women. Nymph perfume is the
closest that Biotechnica has come to a love potion.

GEOTECH

ENVIROSCANNER 400EB

This compact, hand-held unit is capable of
detecting and indentifying the |evefgnd di-
rection of radioactive ong biological contam-
ination within 7m. The Enviroscanner also
provides a constant reading of the purity of
the oxygen in the area. The scanner has an
avditory warning system, so there’s no need
to constantly monitor it. The scanner has an
AC adapter and a rechargeable 12 hour
battery. Weight 1kg.

Game notes: +2 fo the use of Persuasion/Seducfion
skills against members of the opposite sex.

LB AR R AR R ERE N R EE R ER RN RN E RN E N Y N R N N N Y R N S R NSRS

NIKKON AMERICA CAMPOD Nikkon's new Campod isn’t the old
head-mounted vorie.m; it mounts on

1,000EB the user’s shoulder. The user wears a
cordless viewfinder monocle that dis-
plays the Campod's input. If the user
turns his head then the Campod will
automatically follow his view. It may
also be left in a fixed position while the
user looks elsewhere. Since the view-
finder is cordless, the Campod may be
detached from its shoulder harness
and left somewhere or used to look
around corners. The Campod s ideal
for field reporters on the trail of o hot
story. It has a rechargeable battery
with a life of 12 hours. Weight 2kg.

Game notes: The cordless viewfinder
has a range of 15m. The Campod is
made fo take quite o beating, so it has
an SP of 8.




« EDUIPMENT

This souped-up lapcomp has 6MegB RAM, o 30MB

hard drive, a El e color dlspME’; an intemal cellu-
lar fax machine, z‘? igital dictating machine, and an

external hand scanner for documents or pic-

tures into memory. tis ?c:ﬁe (SP=4)}, and has
an AC adapter and a rechargeable 12 hour battery.

Weight 2.5kg.

I AN RN NN RN E NN RN ERENENN RN

DATATEL 2350A

VIDPHONE 150EB

More than just a phone, the \ﬁd phone sends visual
images as well TEIS mode! Vidphone has a call
screening feature, a focus and zoom control, q buil-
in fax, and an  answering machine. Game nofes: Vid-
phones come in a variely of sizes; they can be as

small as @ koplop, or they can fill a wholewal (400eb).

(2 @ SECSYSTEMS
s PROTECTION
TITi ] FIELD 750EB

Rockers!Tired of being
mobbed by overzealous fans? Try SecSys-
tem’s Protection Field on for size. T|1e Field
consists of a thin, lighiweight hamess that is
worn under your clothing. The device emits
a high-voliage siatic field in a 2m diameter.
IF anyone comes within range they will re-
ceive a mildly discouraging shock {no dam-
oge, make Averoge COOL fo approach

again). If theyoome within 0.5m they will
receive something much more considerable
(1D6/3 damage, Difficult COOL roll). The
Protection Field does not affect the wearer.
(The same cannot be said for any electronic
devices he might be using ot the time. Effects
are at GM’s discretion.) The batteries hold
enough power for 5 hours of continuous
use. Replacement batteries are 6eb each.
Weight 1.5kg

A A B AN AR N RSN ARR R EEERERERERERRRE R E RN R EE R R R R R R R R RN RN RERNNRNNEN]

= —
'Mlcrolech

MICROTECH VIRTUAL

REALITY BBS 10,000EB

Tired of tying up the memory in your own deck
for a virtual reality? Now you have an allerna-
five. Microtech’s VR-BBS is a cybermodem spe-
cifically designed for use os a Virtual Reollly
generalor, This cyberdeck has a specialized
Crealor program that makes it easier to gener-
ate a virtual redlity. When using the specialized
programs freat the realism multipliers os being

1 level less. Weight 8kg.

Game notes: (MU40, Speed +1, Data Walls
+3, enly 10MU can be used for active run-
ning, the rest is VR storage.)




EQUIPMENT

FROSTECH PORTABLE CRYOGENIC CASE 250EB

The Frostech CryoCase is a 2'x 2'x 1' case that is ideal for moving and preserving organs and tissue. Perfect
for body bank couriers or Trauma Team members, the CryeCase can maintain and preserve human tissue
for up fo 12 hours. It has a 24 hour rechargeable battery, and may also plug into any standard outlet. The
CryoCase is highly durable and damage resistont. Weight 2kg. Game notes: SDP=5, SP=10

PORTABLE ELECTROPACK  : pDJ PRAYERWARE 120EB

100EB Because God con’t wait and you shouldn’t have fo!

This is a hand-held power pack that can provide T'"'fe§ and technologies change. Like everything else,
6 hours of power for any 110 volt device, The re- + Religion has been "Once. when | was
charge pack itself is rechargeable. It reaches full forced lo adapt. In . e& d en! v;t:

charge in 2 hours. Now you can make any of the old days, pecple [l AL

: - had fime fo spare o IS ZARVZL T
your appliances fully portable. Weight 2kg. PRI Py crWare 1o call my

ship. Today’s rushed =l for spiritual help.
[iFesfyles leave litle And l‘lE|p me he did—
time for the plec- 'specially when he

sures of spiritual re-  JETSNEG RT SR 1L X1 TS
e AN Aeie l Holy Fathers of the
Divinity Incorperat- =g TSR CHE LR
ed brings the House R RNV LU R0

: : st of God fo you. Each LGN X UL X
directly to the Video Imager. This is perfect for wallet-sized Proyer-  [JPUTSAPASRI R
being in two places at once. The CyberCam is Ware unit instantly [y

.
&
L ]
.
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.
»
.
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.
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about the size of  fist and has a range of 2km. I  conneds ifs user fo
.
.
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.
.
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KIROSHI OPTICS REMOTE
CYBERCAM 20 350EB

Perfect for surveillance or security, the remote Cy-
berCam is designed to work in kandem with Ki-

roshi’s Video Imager cyberware (Chromebook
1, pg.39). The CyberCam sends its video image

can be p|ugged info any standard outlet and
also has a rechargeable battery with @ 24 hour
life. Weight Tkg.

A EEENENNENREENRNNEENNNNNNNRENNEHN.]

an ordained minis- —Ripperjuck
ter of the user’s faith.
The small video screen allows for personalized re:i?ious

by

vidance. DDI's patented PrayerWare is approv
ie World Inferfaith Council.

LB A B B BB R R R EEREENENENENNNE NN SN ENENNNNNN]

SECSYSTEMS DETENTION

COLLAR 260EB

No need to worry about froublesome prisoners
with SecSystem’s Detention Collar, This highly
durable collar locks into place around the prison-
er’s neck. You hold the remote for the collar
which can cause itto deliver a considerable
shock (1D6/2 damage). Or it can deliver a dose
of a paralysis or relaxant drug (Difficult BOD
check to avoid effects, unmoving/unconscious
for 1D10 minutes otherwise). IFﬂwe prisoner
moves beyond the range of the remote (10m) the
collar automatically delivers the shock and/or
the clrug. The collar has a rechargeabledbattery
with a 48 hour life; 5 drug doses can be injected. 2 Game notes: SP=15, Difficully level to breck
Weight 0.5kg. » through =25+

SECSYSTEMS MAGLOCK

300EB {+80EB FOR CAMERA)

If you find yourself spending the night in an unsafe
péce, then you need SecSystem’s new Maglock. This
durable, portable magnetic clomp lock is usable with
any door. As an option, it con have o fibereptic comera
that allows you to see what's on the other sicre of the
door. The fiberoptic camera can run off solar power or
a rechargeable 12 hour battery. There won't be any
nasty surprises with the SecSystems Maglock. Weight Tkg.
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ZETATECH “E-BOOK"

MicrocomP 100EB

Maximum dofa, minimum bulk!

As important as a wallet, as common as a wristwatch, Zekat-
ech’s E-Book series {ond hundreds of other models from a host
of competitors) can be found almost in 2020. The
E-Book is a 15.4cm by 7.6cm by 1.3cm pocket computer with
a keypad and one chipslot, housed in a hardened ceramic
housing (designer colors are available). Able to function for 5
hours before its batteries need o be replaced, this entirely por-
table system uses a liquid crystal processor (a CPU with on ef-
fective INT of 1} boasting 12MU of programmable memory.
The liquid crysial CPU can run one program ot @ fime, but ne-
frunning is impossible with an E-Book. The chipslot can accept
digital audio chips as well as standard datachips, and it can
even process video {although the screen is a bit small for this.)
A cybernetic version is uvo%uble for o 40% increase in price
[140eb), and adds +2 to any INT/TECH skill roll. Capable of
occepting a multitude of attachments, many custom versions
can be found on the skreet, functioning as bug defectors, en-
ggﬁon units, biomonitors and codebreakers. Perfect for the

erunner on the go!

COMPUTERS & PERIPHERALS

EBM “PCX”

MiNicomP 900EB
Still the most powerful, still the most

This common portable system is
housed in a lightweight impaci-
resistant plastic casing {available in
several colors) with agfolding handle
for easy fransport, and the entire
ckage measures 5.1cm by 35.6em
E)c: 51em and weighs one Itif;gram. It
can run off house current or an
infernal 2-hour rechargeable battery.
The processing core ot the PCX is
multitasking superchip (treat as a
CPU with an INT of 2) driving a 25
Memory Unit storage bank. The
superchip can run two progroms ata

fime, but this unit cannot be used for

nefrunning. The unit’s ducl datachi
ports can accept and play any kincf
of digital chip, allowing the PCX to
double as an audio/video player.
The touch-sensitive keyboard and
high-definition screen can be folded
away for transport, or removed fo be
replaced with other peripherals. EBM
also markets a factory-siandard
efic-interface version of the
PCX, avaikible for a 40% increase in
price (Cyber-PCX is 1200eb and
adds +1 to any INT or TECH skill rolls
that can be computer-assisted).
Arguably the most popular laptop
model computer in the 215t century,
EBM's PCX series still has some
competition from similar products
marketed by Microtech, ARC,
Mitsubishi and others. Just dbout
every home has a minicomp like this
one, and many a sweatshop and
underground weapons factory have
made use of these babies as well!
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MICROTECH lIKL-4
WORKSTATION

1200EB

Moinfrome on your desktop!
Considered by some to be the mk;)t’iferso-
file personal computer on the market fo-
day, the IKL uses an advanced optical
90689 multiprocessing chip (treat as INT
3} as ifs processing core, making it one of
the most powerful personal computers on
the market today. With 40MU and the abil-
ity to run up to three programs simulia-
neously [No, you can’t use this one as a cy-
i bermodem either, poser.}, the lIKL is popular
' for high power CADaM and illustration. With
two chipslots, ports for Two SCSI-4 chains and on-
board protecols fﬁgt can read and write data for au-
dio, video, and braindance chips, the IIKL is also popular
with underground recording studios, as it can control the entire studio through its MIDI port, and encode on
up fo 20 chipreaders at once! The lIKL comes with a 2/x2" video board, full stereo oulput and an extended
keyboard. A cybemetically controlled version is also available {+40% fo cest), as are a wide number of pe-
ripherals. Note: the IIKL is about the size of a modem deskiop computer...it's portable, but only in a large
case. Very common in pirate radio stations, underground studios and publishers.
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TELECTRONICS “BLACK BOOK” LANGUAGE

MICROCOMP 250EB PROCESSORS

The portable pofice processor that puls perps in their place! Bring your syskem info the 4th
generation!

Designed as a compact computer system for urban patrol offic-
ers, Ele Black Book is the size and st;ape of @ common pocket
computer, and can be found on the hip of almost every 2020
cop {sometimes it is built into the dash of a patrol car). The Black
Book has all the copabilities of a standard microcomp (see Zetat-
ech’s E-Book, page 14), and is packed with police modifications.
It has a cellular communications link for immediate access to po-
lice Net-based databases. s left side has a slot for reading the
magnefic strips of driver and weapon licenses, and the front end
has a heat-sensetive opfical scanner for fingerprint identification.
The small videoscreen can be used to call up criminal records,
ond a tiny laser-printer can be used fo run off a ficket or sum-
mons in seconds. Although the Black Book comes chipped for in-
terface, it has a small keypad as backup. Housed in @ nearly-in-
desiructible kevlar frame, the Black Bookscan withstand a hit from
a.357 Magnum (SP15) and is also shielded against microwaves
and EMP!

Microtech is now offering aftermarket
refrofits for any and all computer sys-
tems, allowing them full voice recog-
nition and language comprehension
ability. Take your unit fo your nearest
Parts N’ Programs, and for 40% of
your computer’s original cost, you
can do away with keyboards and
protocels entirely! Note: Microtech
markets its own versions of the PCX
and E-Bock with these processors al-
ready included (cost is only 20%
more than normal). The processors
can also be bought separately and
installed in 106/2+2 hours on an
electronics roll of 25.
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WORLDSAT COMMUNICATIONS
FLOPSCREEN™
400EB
PER
SQ.

FOOT
Moleculor

for versa-
file video!
WorldSat fakes advan-

tage of recent advan-
fage in memory plastics
and fiber-aptics to bring
you the Flopscreen. The

Flopscreen operates exnczlr
like a videcboard when unfold-
ed, but it con be rolled up and

;@ stowed in a pocket, or what have
yo

u. It has small adhesive surfaces on the
back which allow it fo be stuck onto a wall or floer {or

- ceiling) for display when connected fo a computer. The Flopscreen can
even be used while hanging on a rack or piled in a heap, dlthough image distortion will occur.

DIRECT DATAWARE EXPERT SERIES COMPUTER

SKILL PROGRAMS

These programs come prepackaged in small plastic boxes, complete with an instruction booklet and software
stored on standard datachips {1MU per chip, each skill level uses one MU). Because of their MU size, the
programs must be stored on a computer’s memory unit fo be usable. These skill programs will add fo the us-
er's INT skills, but they take time fo run {one second per level of skill), unlike MRAM skillchips. Skill programs
available include Accounting, Anthropology, Botany, Chemisiry, Corporate Policy, Diagnose Hliness, Expert
(subiects vary}, Geology, History, Language, Library Search, Mathematics, Physics, System Knowledge, and
Z . Note: Deskiop computers can also run Netrunner Utility programs (which function and cost as de-
scribed in the Cyberpunk rulebook), Visual Recognition Chips {Chromebook 1, pg. 76), and can even store
small virtval reclities! Base 200eb for Level 4, +100eb per added +1 up to l.evverg
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DATATEL “TREASURER” DATAWATCH 55EB

Elegantly styled, finished in gloss black, the Treasurer is an environment-proof 26-function digital wotch (cal-
elﬁgr, world time, stopwulci, lunar phases, thermometer, pressure gauge...} which conlains a high-density
storage microchip { 1MU). Capable of being connected via fiber-optic cable to any computer, the Treasurer

can be used o store sensitive dota in a véry sofe spot. Note that this datawatch cannot run skill or ufility pro-
grams, because it has no processor.
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TRITECH DATASHIELDING (20% COST OF COMPI.I'I'EII)

Makes electronic warfare a thing of the past!

Tritech now offers datoshielding as an affermarket option for your computer system. By replacing the housing
of your unit with & lead and hybrid dlloy frame, and hardening sensitive electronics, your computer can be
mode immune fo the effects of EMP, Microwaves, and Tempest equipment. This service can be performed of
your local Parts N’ Programs {or in 1D4+2 hours on an electronics roll of 25).
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KIROSHI OPTICS
HEADS-UP DISPLAY
{150EB FOR GOGGLES,

200EB FOR MONOCLE)

Kiroshi’s Heads-Up Displays can be connected
fo any computer system for totally accessible vi-
sual readouts. Both the headset and monocle
models display a color image in the user’s field
of vision, but do not obscure the outside world.
This allows full aecess to computing power
without requiring the user ftr:nrook away from
what he is doing. Endorsed by Trauma Team
medics {who connect heads-up monacles to
their medsocanner units) as “a life saver.” Also
useful for technicians, surgeons, assembly line
workers, and many others who need o have
access o visual information while keeping
track of their task. The display reduces Aware-
ness skill checks by -3. A special version of the
Heads-Up Display is availoble for corporate
securily operatives [and on the black market)
for 300eb: a heads-up display which looks ex-
adly like o pair of mirrorshades. Connected to
a pocket computer by a tiny wire from the ear-
piece, these will pass casual inspection (Aware-
ness vs 20 o spot wire).
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DATATEL MODEM UNITS

{OPTICAL FIBER LINK 200EB, CELLULAR LINK 1200EB)

For the utimate in universal access, Datatel’s modems are what you need! By adding on @ cable jack or cel-
lular fransmitier, your computer can connect with the Net and access databases, bulletin boards, the
DataTerm nelwork, Infocomp services, and an almost infinite selection of electronic media. Pay-per-view vid-
eas, electronic publishing, gomes, onling rocker jams, and across-the-world shareware are all yours for the
toking with this oftermarket add-on. Nofe: even if your computer is chipped for interface, you still cannot per-
form netrunning with this unit. Buy a cybermodem already!




changeable, cheap, and comple
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ZETATECH COMPUMODS™

STEROIDS FOR YOUR COMPUTER!

Now you can modify your computer o suit your lifestyle! Worried that
the junior manager in the next office has bugged your desk? You need a Compu-
Mod. Does your genefically-tailored pet seem sick? You need a CompuMaod. Is that pesky
electronic lock holding up your black op? CompuMod. These computer modification packages are inter-
legal in most states! Usable with most laptop or pocket computers.

Voice Stress Analyzer Package (200eb): This
package includes a 3MU program and a finy
microphone add-on. Adds +2 fo Human Per-
ception and Inferrogation after appropriate
sampling of the unstressed voice.

Lie Detector Package {400eb): This package in-
dudes a 3MU program, a sensor pad, and a finy
needle probe. Attach the sensor and probe fo the in-
formant's arm, and red or green lights will go off.
This heart rate and blood flow analyzer has 65% re-
liability. Use of the Voice Stress Analyzer in conjunc-
tion raises the reliability to 75%.

Bug Detector Package (200eb): This package
consists of a 2MU program and a signal scan-
ner add-on. It will detect and locate line taps and
buis (if they are fransmilting} in o 6m radius

wi

ith 80% reliability.

Bug Jammer Package (200eb}: This package
consists of a 1MU program and a fransmitter
add-on. Broadcasting electronic noise over a
wide bond of frequencies, it overrides any sig-

nals a bug may be sending. Operates within
10m radius; 80% reliability.

Radar Detector Package (150eb): This package
consists of a 2MU program and a signal scan-
ner add-on. This package will emit a beep if it
defects any radar signo?, and locates the source.
It is 60% reliable.

Signal Tracker Package {300eb): This package
consists of a 2MU program and a signal scan-
ner add-on. The highly sensitive handheld-scan-
ner will search out signals sent from line faps
and bugs {if they are fransmitting), following
them to the listening source with 80% reliability.

Medscanner Package (250eb): Consisting of a
5MU database and a compact arroy of sensor
add-ons; this package gives readouts for body
femperature, E:crt rate, blood pressure, respira-

fion, and blood sugar levels. The chipped data-
base adds +1 to your Diagnose skill.

Techscanner Package {250eb): Including a
5MU database and an assortment of circuit
tester and computer-linkage jacks, this pack-
age can be hooked up to the diagnostic sys-
tems of most vehicles, appliances and person-
al electronics to determine possible problems
and troubleshoot break-downs. Reliability is
60%. On a successful roll, the difficulty of the
task is reduced by -3. {You know what's

wrong; you just have to fix it.)

Drug Analyzer Package (75eb): This
package includes a 4MU datobase and an
intelligent multi-analysis sensor port. It will
determine the purity of a drug with a known
composition, or identify the molecular
makeup and possible effects of an unknown
substance that is similar fo o drug already in
its database. Reliability is 75%. Popular with
cops—they add it to their Black Book

microcomps.

Credit Transactor Package [250eb); Consist-
ing of a 1MU program ond a special chipslot,
this unit can be used to make ef;cironic mon-
ey transactions to and from bank accounts.
(A modem of some kind is needed to do this.)
Although technically you must have a legiti-
mate business license to have one of these, a
fixers can usually manage to get ahold of one
for his pocket computer {Streetwise or Street-
deal vs 22).
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HYBRID™ WEARABLE COMPUTER

1000EB/1400EB CHIPPED
Blurring the line between body and machine! :
Mitsubishi and Raven Mi takes portability to the ultimate level with
their new Hybrid™ line of wearable computer systems. The standard
model functions as a porfable computer (see EBM PCX, page 14), but is
wormn over the shoulders and around the waist. The 25MU memory stor-
is housed on the shoulders, along with the battery pack and backup
ﬁr cells. A specially-arranged keyboard is arrayed around the waist
along with a EE:)ecﬂown display screen, keeping the user’s hands free
when the keyboard isn't being used. This section can be removed and
reploced with heads-up displays and voice-recognition or cybemetic op-
erating syskems for Jolal hands-free operation. This remarkable 2.1
system is housed in o lightweight impact-proof plastic casing (avaikable
in several stylish color schemes), and is popular with reporters, medics, and warehouse inventory personnel.
There are many models fuilored for specific opplications, such as an over-the-shoulder unit with a barcede
optical scanner on the forearm (used for inventory purposes) and a flip-down mirror for using the liquid-crys-
tal display screen. Ancther special version is the Hybrid MedicWear, which does away with the waist com-
ponent and instead uses a kanguage processor core and a set of heads-up display goggles with headphones,
a vocal pickup mike and o digikal video recorder. An armpack confains a frack-ball and bedy sensors, while
the back unit houses a satellite link for communication with hospitals. The MedicWear costs 2,500eb, and
functions as a Medscanner as well as a portable compuler.

MEDICGEAR COMBAT

MEDICAL ARMOR 3400EB

Lifesaving profection!

Utilizing the katest in computer, medical, and armor technology, MedicGear by Body-
weight Systems is designed fo assist medics everywhere. Endorsed by Trauma Team, Inc.
4<:|n::|g the Night City Search and Rescue service! MedicGear starts with SP20 hard-shell ar-
mor, then starts loading on the goodies. Incorporated info the structure is a Hybrid Medic-
lWac:r coﬁr?pu’rer, wﬂ(l; afew ulyzil:'-on::l ﬁll:ecions. Sensors and software are udctid that al-
ow it fo function as arug analyzer and a fechscanner {see oppropricte uMods), giv-
ing you the ability to see just what he's on, and what cyberware he's gommg iniect%r
i:%uilt into an extending stalk on the left arm {5 doses each of 10 different drugs are
stored in the wrist/forearm assembly. A pack on the waist includes various pressure ban-
dages and other supplies, os well as a mask and small cannister of oxygen {about 30 min-
utes worth). A sprayskin applier is mounted on the right wrist, and a dermal stapler is also
avaikible. For extreme cases, the palms of the gloves can be electrified, allowing them to
be used as a resuscitator [they can also be used as a toser, at -2 to hit). Enough charge is
carried for 3 attempls. A number of storage pouches and cargo containers are available
to allow the medic to further customize his load. Finally, an anesthetic gun can be mounted
alongside the right wrist {or on the right hip), allowing you to knock out especially unruly
rolienfs! (Treotas p-1135, CP 2020, pg.52, but 1/2 range, 8 shots, umc 0. Usually
oaded with anesthefic/sleep darts.} Medic gear has an EV of -3. It adds a +2 to all “on-
the-spot” medical rolls, due o the wealth of information and tools available.
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SECURITY SCANNERS & EQUIPMENT

TELECTRONICS TATTLETALE® VOICE

STRESS ANALYZER 2008

Your very own pockef-size snifch!

This hand-held unit registers minute changes in vocal pattems and
fones and cross-references them with preset parometers. Once the unit
has sampled the subject's voice while?ne/ she is telling the truth or is un-
siressed, it will recognize variations in vocal modulation. The unit is the
size of @ pack of cigorettes, and uses a small screen to diplery the vocal

deviations, thereby adding +1 to the user’s Human Perception and In-
ferrogation skills. An inieri:ced version {250eb) can display through
Times Square Marquee, so that the user would not need to have the

unit out in the open as long as it was chipped into his/her plug (works

- 200EB

Forget Big Brother — everyone’s
wulching you!
o Communications Control Incor-
¢ porated’s handheld bug scanner
¢ will detect line taps and bugs (if
o they are actively transmitting) in
+ a 6ém radius with 80% relicbility,
* telling the user if they are “hot”
e or “cold” with varying-pitched
s fones, Itis the size of a pack of

best with wrist plugs). « cigarettes.

ccl BR1-3014 : BUG JAMMER
WINDOW TREMBLER  120EB :ﬁfsobgf:ad:

Handiest vibrator ever. (NOTI) s Kil o

Tired of peaple listening in on your conversation trough the windows? 3 This I-nandheld fransmitter Fro!-n
Sick and tired of using laser-mikes to record everything you . '!"e friendly folks at Communica-
say? No problem. The window trembler (by the nice folks at Communi- o flons Control | rafed

cations Control Incorporated), is a small device thot when stuckona ¢ broadeasts random electronic

window (using the re-usable adhesive patch on the back), will setupa 3 NOlsEovera wide band of fre-
microscopic v?braiion in the glass (or plexiglass, or armorerys...) that  » Quencies, overriding any signals
effectively scrambles the vibrations that a laser microphone uses fo ¢ abug may be sending (it will also
“hear” you. So you can speck with candor over dinner, thanks o CCI!  § garble any radio broadcasts oth-

s er than tight-beam transmis-
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$ sions). It within a 10m
ARASAKA “KOMAKU” LASER MIKES

¢ radius with 80% reliability, and is
o the size of a cigarette pack.
250:B {350 FOR FIXED VERSION) :
Can't get in to drop a microbug? Have they got a window? No problem. With the new Komaku laser-trans-
duction microphone system, you can hear them as plain as day! The Komaku bounces an uliraclear low
laser beam off of the window, picking up the vibrations made by any conversation. A powerful CPU
then franskates these vibrations back into human speech. The Komaku is so accurate that you can tell accents,
fone, and even shadings in speech potterns. Three versions are available. The first is stylized to resemble an
indefermincte polymer one—ﬁund has a range of 50m. The second is capable of being mounted on a
wall or ledge, has a 4 hour recorder builtin, and has a range of 75m. The third is mounfable in a cyberam
{1dé+2HC, 400eb, 40m range). Its input can be routed to udio and/or intemal or external recorders.
The Komaku can be used to make Humart Perception rolls on any conversation that are overheard with i,
due to the powerful processor {these aregt a -5, due to the lack of visual cues). Komaku mikes are usually o
I)IFF Strestwise {or Streetdeal) roll fo acquire (AVG Resource roll), due to their utility. Corps dont like people
istening in,
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OMEGA™ PHONE TAP BY TRITECH

1400EB

The last word in surveillance equipment!
The Omega is the top of the line in phone surveillance equipment {be-
sides owning the phone company, of course}. When plugged info the
phone switcﬁing box for a building, it can monitor up fo 10 lines simul-
faneously and record up to 24 hours of conversations onto a standard
datachip {8 hours of video phone or data ransmission). The Omega
can even listen in on and record conversations in any room containing
a phone! Best yet, because the unit is self-powered and does not draw
any power from the line in use, it is more difficult fo detedi than other
run of the mill line taps. Omego...even when your forget is expecling
surveillance, he can't hide from the Omegal

The Omega really is ll it seems to be, and more. the thing can even

shunt a copy of every conversation off to another line (like yours) when
the datachip is full, or fire off a burst fransmission [compressed data ot
high speed, tokes 1 minute of phone fime) fo any dedicated receiver.
When the lines are checked with a line tap detector, roll a D10. Ona 1-
6, the line tap detector has failed fo find the Omega. Of course, anyone
oing downskairs fo check the phone switching box will find it (it's about
i’le size of o Walkman), butwho's ever that pﬁysical?

ARASAKA OMNITEC RADAR DETECTOR
250EB BRIEFCASE

Use their own sensors ogainst them! E 20008
This sophisticated system emits a waming fone whenever aradar ¢y, outyour business with

beam is detected. Considering the specificity of radar fransmis-
sions, this function is complelely reliable. This unit can also be used
o locate the source of the radar by triangulation; when the direc-
tion of the beam is ascertained, the fone changes to a rapid chirp-
ing (this function has a 60% chance of success). The unit has o
100m range and is the size of a pack of cigareltes.

style and securily!

Alavishly styled, superior-quality
attache case for the security-
minded corporate, Built from
composite materials stronger
than steel (SDP=10, SP=30), the
JetSetter disguises its foughness
with an exterior of real leather! A
mxlrr;:i Lg:;idiﬁicuclliy 30)
Sma your documents
safe, and the patented AcidEr-
ase™ security assurance system
prevents your work from falling
info the wrong hands. For an ex-
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TELECTRONICS “SCOUT”

SIGNAL TRACKER 300EB

They can hear, bunhez can’t hide!

This is & specially-tuned, highly sensitive handhekd radio ransceiver which
can search out signals sentfrom line kaps and bugs (if they are actively trans-
dlgih A WSS‘Q)?’Q pointer inclicates the tiredtion of the IIS‘B!‘III’Q souroe, chhﬂqger gas frap can be in-
and a fone incﬁcrieswhelherﬁau are “hotorcokl.” ki the size and shape of $ stalled (Very Difficul BOD roll or
a handheld radio (like a “walkie-takie”). unconscious for 8D10+10 min).
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WORLDSAT COMMUNICATIONS

LINEAR BEAM COMMLINK 200EB

WorldSat offers this tight beam radie linkage system for all brands and types of radio communications gear.
Once installed in your radio, this will allow untappable, eavesdrop-proof communication for up fo one mile,
as Jong as both parfies are within line of sight of each other and are not blocked by any obiject thicker than
one foot. With a Linear Beam Link at each end of a conversation, no-one else can tap in or eavesdrop, ensur-
ing secure communications for your black op! Note: installation requires a Difficult Electronics task and takes
about a half an hour. This service can be performed ot any Radif&wuck or other electronics shop.
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ARASAKA ECM COMM-SCRAMBLER 100EB

Rodio Silence? Never again!

In an age where information is power, private communications are as important as armor! Arasaka’s ECM
module, when attached to any radio or lelephone unit, scrambles all communicated messages according to @
preset patiern. Only another comm-scrambled radio or phone set to the same combination can then under-
stand the message. Arasaka guarantees that their Scrambler package will stump any decryption system on
the market today for at least 300 seconds. Since the scrambler only consists of a small assoriment of micro-
chips and a small control panel, the entire unit is very small (copable of fitting inside most handheld radios or
phones) and requires a Difficult Elecironics roll fo install in one hour.
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TRITECH “MUMBLER” WHITE NOISE GENERATOR 3500EB

I¥'s sonic camouflage!

Gone are the days when a whispered conversafion around a table in a crowded, noisy dance club was the
only way to ensure that you are not overheard. Tritech now offers the Mumbler, for total privacy in any envi-
ronment, This “white noise” generator is a sophisticated electronic broadcaster, about the size of a paper-
back book. It is emits random noise at a level which is barely audible to human ears but will confound listen-
ing devices with 90% reliability. Anything within a 3-meter radius of the Mumbler will be “camouflaged” by
the white noise, thereby allowing private conversation and defeating eavesdropping.

TELECTRONICS SCANMAN™
FULL IDENTITY SCANNER 2100kB

Know your enemy!

This pan-spectrum scanning system employs ultrasound, thermagraphics, magnetic resonance, and
optical sensors to fully analyze, digitize, and categorize all identifying physical features for total iden-
tity parameters. The ScanMan™ can assess as well as recognize the &crures of whatever person it is
turned upon, allowing for positive identification. This unit has three main functions: first, it can be pro-
grammed fo recognize a certain person’s features, and when used in this way it will be able to recog-
nize the person even if they have undergone body sculpting {33% chance). Second, it can be used to
scan a subject and then compare collected information with a database (either chipped for a small
number of suspects, or connected to a microcomp or mainframe for access to full institutional records).
However, it is only effective if the subject already has a ScanMan™ record to be accessed. The Scan-
Man™ can be operated with its own separate scanning devices, or as an analysis package for detec-
tion equipment already in place {such as Arasaka’s Scanway Gates). It is currently in use with several
police departments, the CIA, Interpol, and many powerful corporations.
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ARASAKA “SCANWAY” SCANNER GATES

(2,800EB, 5400EB FOR DELUXE MODEL)

Arasaka knows that dealing with the public can be difficult. One never knows what a customer or visitor may
be hiding beneath their dﬁm (or i their cyberlimbst). Protect your premises with an Arasaka Scanway.
Placed in a doorway, the frame of a Scanwary will scan anyone who walks through it. Three models are
available: a weapons detector, a cyberware detector, and a chemicals and
explosives detector. All function with 95% reliability, and a deluxe
model Scanway (which can be setfo scan for any, or dll, of the three
anomalies) is available. The tolal package consists of a 7' 1all, 3-
4 mi(clz(ud'ustobhle) Frogj {500eb. large scnrjen opﬁlcl::noll |
packed with sophisticaled sensor systems and a small fermina
If y ou h ave with conlrols for programming scan parameters and monitor-
ing scans. Scanway frames are available in an ossortment of
colors and styles, allowing them fo blend in with your decor
or stand out (black and yellow Danger-Striping® is our most
lar pattern for this purpose). mng with being displayed
om lerminal’s screen, the results of the scans can be cus-
* fom-programmed — an obvious or silent alarm could be set
off, the police could be cdlled, a remote weapon could be inifiat-
ed; it's all up to you!

a door, you need
a Scanway!



CYBERDECKS & NET-STUFF

RAVEN MICROCYB e m
NET-VISION™ i Yoo b

H it Visay
IG-ALGORITHM i Q 7
GLasses 900EB : > j
Now you too can own a pair of 2o \ |
Net-Vision™ glasses, originally de- ) \ : \
signed by Raven Microt.;iemeﬁcs 2 *\ﬂ R

for Netwatch. This mirrorshades-
style r uses a cellular ‘rode
link which allows you fo have a Net's-eye-view of your realspace location! {25% chance of losing confact
when in a moving vehicle; not all places have cellular connecfions to their systems.} Drawing information
from the Net's own thara-Grubb Transformation Algorithms, these glasses show the wearer how their sur-
roundings appear in the Net.

Electronic surveillance of ICE and other computer security con now be done from the safety of realspace,
without the danger of actually jacking in. Remember, though, that you will stll have an icon representing you
in the Net (unless chipped for Invisibility; add 300eb), and you won't be able to penetrate Code Gates or
Data Walls, Nofes: with these glasses, the wearer can see Neticons and determine Net locations, but even if
you are inside the Arasaka tower, you won't see the inside of their Data Foriress; the Data Walls and Code
Gates keep your perceptions “outside.” Remember, you are not a Netrunner, only an chserver.

Now you can see what you've been missing!

DECKMATE + YOUR CYBERDECK= YOUR COMPLETE

COMMUNICATIONS SOLUTION

ZETATECH® DECKMATE 100EB
Expand your elecironic horizons!
Although they are very advanced systems, almost all offthe-shelf cyber-
modems ure?edimled computers which exdlusively rt the capability to

perform netrunning. The hard-working engineers at Zetatech have solved this limitation
with the DeckMate! The addition of this plug-in opfion gives your deck the processing power of o
pocket computer, allowing your cybermodem to perform all the functions of @ mulfi-purpose micro-
compuler, The DeckMate incorporates an INT 1 liquid-crystal processor core {capable of performing
one tosk ot a time), o small keypad and LCD screen (for use withaut interface plugs), and @ datachip
port which ean run audio, video or information media. The DeckMate has ne memory ofits own, in-
stead it uses the deck’s memory, but irrllows your deck fo perform all the functions o?::l Zetatech E-

Book, including the use of CompuMeds or other computer options.




EQUIPMENT

ZETATECH D2-3000 ARMDECK 5,000EB

The only universal system for hands-on integration.
Zetatech proudly presents the D2-3000 “Armdeck,” the only frue all-purpose cybemetic computer system on
the market. Incorporating a gigabit superconductive microprocessor and a cybemetic operafing system, the
Armdeck can perform a variety of functions for the edgerunner whe's on the move! Housed in a impact-resis-
tant molyporcelain shell, the Armdeck has adjustable siraps which allow it 1o be worn comfortably on the us-
er’s forearm. I¥ s profile is so slim that it can even fit comfortably beneath the wearer’s sleeve (Difficulty 18 to
spot if}! Itincorporates all the functions of a state-of-the-art micro-computer and a portable cybermodem,
supporting & wide range of applications, frem quick calculations to electronic intrusion! Game notes: for
computer functions, see Zetatech E-Book {page 14). Cybermodem has 15MU, Speed +2, Data Walls +4,
and includes Flip Switch option.

MUSIC-TECH & INTRUMENTATION

DPI “BLACK Box”

BACKUP SYNTHAMP 800EB

Jam with the legends!

Digital Products Incorporated’s Black Box is a highly sophisticated programmable
vocal synthesizer. Specific voices are available on dotachips for 10eb each, con-
taining the completely digitized vocal pattemns of many famous performers. The
digitizofions are so precise that they are indistinguishable from the real thing with-
out painstaking analysis [even a Voice Stress Analyzer couldn't tell the difference).
Once loaded with a selected voice, the Black Box can be programmed to sing pre-
programmed lyrics along with a pre-progrommed selection of music. The vocdl
synthesizing is so complete that a Black Box would make the same mistakes that the
original artistwould. Imagine; you can have anyone from the Beatles to Kerry Eu-
roa?yne as your backing singers! Game notes: A Black Box is the size of a shoe-
box, and must be r:.::annechsgzs a synthesizer and speakers in order to funcfion,




-~ EOUIPMENT

DPI BODY RHYTHM™
DANCE BRACELETS
{400EB PER PAIR, PLUS

250EB FOR AMP’

Music in motion!

These neural-inkerface bracelets are chipped fo franslate muscle-
activity impulses into musical patterns. The type of sound which
the bracelets will synthesize must be pre-programmed before-
hand, giving the bracelets the ability to sound like any one instru-
ment; anﬂvi from a violin to & xylophone. The musical patierns
are then cast via radiclink fo a mini~amp {max range 15m)
which then pumps the music out through a separate speaker sys-
tem. With these , the user’s body kinguoge actually cre-
ates the musicl Many have likened a Body Rhythm performance
to & hypnotic dance which borders on a new language. Notes:
with a set of DPI's Bocly Rhythm™ dance bracelets, the performer
can use either his/her Play Instrument {Synthesizer) or Dance
skill, whichever is highest! To use the Bracelets, one must have
wrist-located interface plugs.

WASHBURN
SOUNDMACHINE GUITAR

1,000EB

Who needs a band when you have the Washbum Soundma-
chine? The Soundmachine has an intemal rhythm box (with the
full range of drums, cymbals and bass notes} and has a 100
beat loopable memory. It also has a memory for the notes
played on the guitar; you can play a riff of up to 100 notes and
the Soundmachine will loop it. Weight 3.5kg. Game notes: +1
to use of the Perform skill when not playing with a band.

"Okay, so | thought this was a joke—in fact,
when my input slammed me a Washburn for
my birth/incept date, | had to stop myself
from laughing. But it grew on me...late nights
on the tour, | found | could use it to work out
new ideas, or get in a few hours of practice.

—Jack Entropy




CHAMELEON .
CLOTHING AND STEALTH ARMOR

ﬁl

EOUIPMENT e

MILITECH MO 6 “GHOSTSUIT”

CHAMELEON CLOTHING 5300EB

Winner of the #2 spot on Solo of Forlune magazire's Top
Ten Most Useful Newtech Tools of 20201 The Ghostsuit is o
full-body coverall made of materials incorporating liquid
crystal technology and o multi-faceted fiber-optic digitization
system. Stealthier than a Sneaksuit, and smarter than Mirage
Gear, the Ghostsuit actually blends into its surroundings.
There are no preset reslriclions; the Ghostsuit uses its com-
puterized liquid crystal system to formulate the perfect cam-
ouflage for any situation. Just pull on the Ghostsuit, chip into
the operator’s interface via your plugs, don the visor and
you're ready to vanish. The suit's liquid crystal exterior is
composed of a matrix of cameras and projeciors which cov-
er the body. Through the interface, the wearer chooses the
angle to which their camouflage will apply (i.e., the front of
the suit will look like what is behind you; 'rm right side will
look like what's on your left; the back of the suit will look like
what you're laying on). Then the suit’s on-board computer
carries out the user’s wish. The effect is that the wearer is

21 “painted” with the chosen background.

Game notes: Movement causes a lag in processing fime,
resulting in @ blur effect {the normal bonus is -4 to any ob-
servers’s Awareness, but only -2 if you're moving — all bo-
nuses increase by -1/10 meters of distance between the
wearer and the observer}. The Ghostsuit cannot make you in-
visible, rather, your background is mapped onto your bedy.
Therefore, you cannot emulate more than one backg rounc{ ot
once, and you can't fool two or more observers who have
different points of view. Militech recommends that for best re-
sults, press up against (or lie down on} a surface, flattening
against it so that you do not disturb the contours of your
background. In such a case, multiple observers may be
fooled. The Ghostsuit has an EV of -1 and provides 10SP of
armor. For every two levels of protection the armor is dam-

"aged, there is a +1 penalty on the Awareness modifier. The

hood features a set of eye-covering lenses for total protec-
tion. A fully-enclosed SP16 Combat Helmet (EV 0) can also
be bought for an cdditional 600eb.



- HOUIPNENT

GIBSON BATTLEGEAR “SNEAK SUIT”

Make the shadows your home! |
Gibson Batflegear’s sneak suit— the most popular brand of stealth garb in the world. This tight, black, light
absorbent it (composed of PhotoCarbon™) sports a hood and an ultra-light trifilament weave for
lightly ar protection. It also reduces the wearer’s infrared signature, giving an overall -4 to an observ-
er's Awareness rolls (visuol or infrared) bo spot anyone wearing a sneak suit in darkness, shadows or low-
light conditions {this bonus compounds by -1/10 meters of distance between the wearer and the observer].
Tﬁe sneak suit has an EV of 0, and provides 10SP of armor. The hood features a set of eye-covering lenses
for fotal protection. An SP16 Flak Vest{EV -1) with ear and assorted pockets is available for 375eb,
anda ﬁ.lﬁy-enclosed SP18 Combat Helmet (EV 0) can also be bought for 185eb. Gibson also manufactures
o space sneak-suit in cooperation with Mitsubishi/Koryidanshu; the Light Maneuver Sneak-Suit, a rubber-
ized SP8 coverall with o 40 minule air su (2,5001, EV -2). Sonar-baffling diving suits made with the
help of the Hydrosubsidium are also avaikable {3,500eb, EV-2). Manufacturers Warming: Gibson Batfegear
recommends that the Sneak Suit not be exposed to daylight for more than 10 consecutive minutes, asthe
photocarbon will overheot and melt, Be aware that kasers and other heat-based weapons will have a similar
effect (any hit doing 20 points or more of damage will overheat the suit, making it inoperative).

MILITECH M73 “MIRAGE GEAR"”

ENVIRONMENTAL ASSIMILATION SYSTEM 1050EB
Adaptability is survivability.
Militech’s new Mirage Gear revolutionizes the science of camouflage. Employing liquid crystal technology,
the Environmental Assimilation System allows you to match your camouflage o your surroundings. The sys-
fem consists of a full-body coverall whose patterning and coloration can be selected by the wearer, The Mi-
rage Gear's internal memory stores 24 ditferent camouflage patierns (desert, urban, snow, ete) as well as flot
black and olive drab coloration, selectable by the wearer via a keypad on the inner wrist. Observers are ot -2
Awareness if the wearer remains still, -1 if they’re moving (this bonus compounds by -1/10 meters of dis-
fance between the wearer and the observer). Mirage Gear has an SP of 12, weighs 1.5kg, and has an EV of
-1 {the hood includes an eye-covering visor for total protection). An SP24 Combat Helmet (EV -1) with trans-
Eurent fol;:e shield can beeggughl for 140eb, and an SP18 Flak Vest (EV -1) with ufility hamess is available

r 275eb.

ARMORED STOCKINGS 110EB/PAIR

New—from Fashiondrome®

Becouse Beauly Never Goes Out of Sgle

The armored stocking, new for 2020 from Fashiondrome, the ulfimate in elegant form and useful functional-
ity. These stockings, made from new Nylon23, Mililech’s revolutionary new armor polymer, provides useful
profection, with @ minimum of bulky encumbrance. These stockings are just as silky and elegant as others on
the market, but the new Nylon23 will stop the penetration of any thing up fo a .38cal bullet. Now your legs
can be well profected, even with the miniest of mini-skirts. The stockings come in blue, basic black, white, red
and beige. Styles include plain, fishnet, lace and circuit-board designs.

Game notes: 6SP profection on each leg. EV: 0. Garter or panty-hose styles both available.



HOLOGRAPHY

HOLOSCREEN
HOLOGRAPHIC VIEWERS

{2X BASIC PRICE)

A window on o new dimension.

At last, 3-D enters the mainstream. Supplant-
ing the older generation of holographic gen-
erators {see Holo Generator, Cyberpunk
2020 pg.59), whose screens could only sup-
ply simulated 3-D images, the new Holo-
screens have unmatched clarity and resolu-
tion. Making use of KodaGraphix and other
similar imaging technologies, holographic
viewers allow high-quality projection of 3-D
images. Many different models are available, _

such as videoboards, video/audio tape play- o o
ers, pocket TVs {note that only about 4% of TV ~Ses
broadcasts are in 3-D), computers, cyberoptic video imagers and cybermodem screen options. Holo-
screens can only show 3-D images if they were recorded in 3-D, but they are fully copable of playing

2-D images as well.

3-D THE WAY IT WAS MEANT TO BE!
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DATA'I'EL HOLOTANKS (500EB, 1000EB, 5000EB)

The holotank reestablishes the art of visual modelling. Consist-
ing of a clear cylinder capped ot both ends with super high-
definition laser projectors, a Holotank is filled with o high?y- re-
flective, non-toxic gas into which a hologram is projected. The
hologram can be skofic or animated, and ifs positioning can
be manipulated by a remote keypad. Walk around the tank,
and you can see all sides of the image (also called a “model”).
To film a model, three holographic cameras are necessary: the
image fo be recorded must be in the middle of the three cam-
eras. This makes holotanks inefficient for TV shows or other
. ; highzrudive models — usually individual, static images are
T best for holotanks (however holotanks are often used when
NI 7 one person will be speaking or dancing). Three models of ho-
lotanks are available: the fobletop measures 12” diam-
eter & 18 fall, the deskiop model is 24” diameter & 36" tall,
and the display size holotank is 4’ diameter & 7" all. Holo-
tanks are most popular for computer modelling purposes, but
&. | - arealso seeing use as programmable fashion mannequins for
¢, | dothing stores {as well as wolk-in models which serve as instont
) dothing “Iry-on” booths}, holographic video gomes, visual tele-
conferencing, batlefield siralegic analysis, weather prediction, and for ir traffic control displays.




MAN KODAGRAPHIX

HOLOGRAPHIC CAMERAS (2X BASIC PRICE)

Give your i more depth! -
Eushnon-l(odaas new holographic imaging fechnology allows you to create flatscreen images with realistic
depth, Using advanced laser-rangefinding systems, regular photography or film procedure with Koda-
Graphix yli.ﬁds flot piciures with a simulated 3rd dimension. All comera types are available as holographic
models, induding headsets, mulfiformat news cameras, pocket units and cyberarm aptions; they have the

same statistics, but cost 100% more than normal versions.
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EASTMAN ARTS MINDSCAPE®

CYBERHOLO ART IMAGER 600EB

Bringing art info the 3rd dimension!

Eastman-Kodok’s Arts division removes the middleman with Mindscape®. This advanced holographic imag-
er employs the latest in cybernetic and hologram technology to render the pad and the paletie obsolete. Wi
Mindscape®, anyone can be an artist-just stud into the unit with o set of interface plugs, and let your imagi-
nafion do the work. Whatever you can visualize, Mindscape® can model in 5792-color 3-DI

Game nates: this unit will indeed draw pictures from your mind's eye, but it takes more control than its mak-
ers would have you believe. Stream of consciousness and train of thought must be under strict control fo
maintain an image for recording lo memory, so the Mindscape® n:rﬁycdds +1 to Paint or Draw skill {but
your picture is in 3D).
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REMOTES & DRONES

REMOTE CONTROL SYSTEMS

There are several remote conrol systems for remote vehicles, all IR
requiring the use of either the new skill Remote Systems Operafion [ETHNFIIEAITIINN
[REF/INT average based) or the Netrunner special ability Infer- TSRO R C RGN .
foce. This is modified by the remote’s Control Modifier for tricky, — EUCELICERWLILFLI I
delicate, or combat maneuvers (as well as the conirol systems bat comes. [never
modifier). The most basic design is @ manual version, which costs  [iaEARKINRHGRNS

300eb and has a control modifier of -2. A more advanced con- couple assassin

trol system uses a virtual reality heads-up-display helmet with Li'ﬂz'ﬁi,g lr-.luf: ?er:iT
dataglove and keypad. This system costs 500eb and has o control IR LTl
modifier of -1. The most advanced control system available for re-
motes is a cybemetic control deck (CCD) which the operator sim-
ply chips info in order o control the remote; a CCD costs 800eb and has a control modifier of 0
or +1 depending on quality. These three unifs are available either in stationary panel style or
compact portable versions—the costis the same, but conirol range is sacrificed for portability: o
stationary Ennjfwith repeaters can héve up to a 100km range, while many portable versions have
amere 15km, tops.

—Rache Bartmoss




EQUIPMENT .«

BELL “BUMBLEBEE”
REMOTE ROTOCRAFT 4,000EB

The classic remote vehicle; a design that has been in service
since the 1980’s. The Bumblebee is the latest refinement of the
“peanut” rotorwing—the light, ceramic body consists of two
bulbs, with two counter-rotating blades spinning around the
central body between the bulbs. A meter tall and weighing
35kg, it can easily be launched from the deck of any ship {or
from the trunk of your car). lts lower bulb, which sports tﬁe
landing skids, can be fitted with a variety of cameras, sensor
systems and other electronics {such systems are doubled in
cost). Some have even been armed {with capacitor lasers, mi-
cromissiles, SMGs), but this is a rare occurrence; anything
bigger than an SMG is too big, heavy and has too much re-
coil. The ultimate multi-purpose remote. Game notes: Control
Modifier -2, SDP=25, SP=6, maximum speed 120mph, oper-
ational range 250 miles.
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MITSUBISHI “ROVER”” WHEELED REMOTE 9,000EB

The driverless jeep! Rover’s primary purpose is perimeter patrol and other security tasks. It has a small
CHOOH-powered combustion engine driving its 6 independent-suspension wheels, and its body is sturdy
enough to fake the punishment of any job. It normally patrols an area autenomously, following a pre-pro-
grammed route, alerting an operator when a security anomaly is detected. It is lightly armoreg, equipped
with & small turret for sensors or weapons, and can run for six hours. Rover is 4 feet long, 2 feet wide, and 2
feet toll—weighing &0kg, it is foo big to be used indoors, and forget about kicking it over! The turret sports o
audio-visual, light-infensification and IR sensor suite, and there are two spaces which can be used for more
sensors or weapons systems [each space can hold a rifle-sized weapon). Rover has very limited threat en-
_gagement and isn’t foo smart, but it's reliable and loyal. Game notes:Control Modifier -3, SDP=35, SP=20,
“maximum speed 45mph; its Awareness, Targeting & Initiative rolls are at 10+1D10,

....I............l...lt...-.l-l..-I..I'..I...................II.

MILITECH RPV-400 LIGHT COMBAT TILTROTOR REMOTE

Designed to be a light, easily-deployed unit. Capable of carrying a wide variety of munifions and op-
tions, mounted on 4 wing and one centerline hard point. Integral weaponry consists of a 2-barrel
12.7mm rapid-fire machine gun, firing from a dual box feed mechanism. Each box holds 1500
rounds; usually one is |oc:der?wif|'1 LAPHE {light AP/HE), while the other is loaded with anti-personnel
fragmenting rounds {treat as DP ammo), cmc? o flare chaff launcher which can fire 10 flares or chaff
pods (-30% to be hit by radar homing or heat seeking missiles. only a 60% chance of deployment
when under self control). The RPY-400 is capable of remate aperation, using the new VRSU-23 control
helmet {or cybernetically), and can also control itself, thanks to a pre-programmed set of responses
and orders {orders can be loaded in before mission, or they can be selected from a pre-programmed
list). Game notes: Control Modifier +2, SDP 65, SP25, Maximum Speed 210mph, Operational Radi-
us 450 miles. 12.7mm Chaingun: HVY#*+2eNePe12 7mm/4D10+2¢ 1500x2¢ 150STD, Ronge
Tkm. Note: armor is 1/2 vs, LAPHE ammo, but penetrating damage is not reduced.



ASSASSIN REMOTE 12,000EB

An advanced synthesis of robotics and stote-of-the-art remote technology, the Remotely Deployed Arachnoid
Killer is Arasaka’s premier entry in the field of remote weaponry. Designed for stealthy urban reconnis-
sance, sabotage and assassinations, RDAKs {clso known on the streets as “Spiders’) have eight thin, highly
maneuverable legs which con also function as crude manipulators. s small

: body {about the size of a paperback book) has a multipesitionable “head”
GBI \hich is packed with audiovisual, low-light, and thermal microsensors as well
UCEER UL BN o5 o set of small wireculter "teeth.” The abdomen unit has a space for indluding
can hide under a a single pistol-size weapon system such as a handgun, needler, squirigun, ca- ¢
piece of paper, pacitor laser, etc. (Note: all handgun-type weapons will have 1/2 normal
N REL AT magazine capacity and 1/2 basic range. Capacitor lasers will be 1-shot., All
CICEC O TRVCUL I weapons are Acc 0.) RDAKSs are very sophisticated, but also quite durable for
Ve TR IR GERLINITE  their size; for example, a Spider con easily withstand a fall down o flight of

of the ceiling with shairs or from a 2nd story window without harm. Each RDAK has a 5-dose hy-

their beady lil' eyes i ”sﬁ:Eel” built info it, and the ends of its legs are tipped with molecu-

till your back is ar adhesive which allows it fo climb walls and walk on ceilings. Available in o

turned..." variety of colors and comouflage patierns, Their ceretronic systems {the com-
bined silicon microcircuiiry mﬁ vat-grown orgainic neural fissue that functions

—Ripperjack

as a “brain”) are less vulnerable fo a Microwaver than most cyberware: 1-3/
no effect; 4-5/molor malfunction—runs in random circles for 1010 combat
(10sec.) turns; &/total breakdown—it just sils, itches, and smolders. On 4-6, if it has o ranged weapon,
there's @ 25% chance it will fire once ot random. An EMP grenade or MagField generator has normal effect,
Game notes: Control Modifier -1, SDP 10, SP10, MA 1 2,gburbery time: Siours, control range: 300m. Re-
member, Arasaka normally only sells these litle beauties to Friendly corporate entities.



CONSUMER ELECTRONICS

AUTOTANNER™

2008

The greatest invention since lofion. Wanted fo get a tan, but couldn‘t get to the parlor? Ever since the holes in

the ozone made it hazardous fo get extended exposure, people have
look. Well now, thanks to the design staff ot RelCo, you can
chemical injector 1o your skin and voika! Insiant fan. Be the envy of all

today.30-day money back guarantee if not completely suﬁsﬁec(w

ner™

wanted new ways to get that bronzed
get that look any time you want. Simply touch the
r neighbors and get the Autotan-

Your look means a lot to us.

Game notes: Device gives the player a +1 to ATT for a period of 1Dé days.

VOICEMAIL 20€B/MONTH
Another way o avoid the ring.
Now, they can leave a message
on your private voicemail service.
Any number of messages can be
recorded, The Phone Company
maintains the equipment, aff you
pay for is the service.

FAX INTERFACE 7568
This device allows the attachment
of a fax machine directly to your
cellular, Fox in thot proposa

while heading fo the irport, Why
wait bo use a stationary fax ma-
chine, when you can carry yours
along for the trip? Very handy.

DIGITAL RECORDER 75¢8
Allows one to record that special
conversation for later. Record up
to 2hrs before replacing the chip.
Extra chips are available for o
mere 10eb each. Note: Some ar-
eas consider this device a form of
“bug” and is illegal. We do not
condone the practice of brecking
the law,

E(|:|M scfo pho ||50|EB
Allows for privale phone calls o
another likewise equipped unit.

VIDEQ OPTION 150£8
2"x2" screen and o mini digital
camera fo allow you fo see, and
be seen by, whomever you are
speaking fo. Not available for
microcedlular models.

EMERGENCY AUTODIALER 258
A memory for emergency num-
bers. Allows one-touch dialing of
Po‘l_ice_, Fire Dept, and either Trau-
ma Team or REO Meotwogon
rescue services.é preset numbers.

CONFERENCE CALUING 5€8/MONTH
Owner can call 2 separate lines
and have all takking to one ancth-
er. For each additional Seb/

month you spend, you can have
1 more line added.

SPuT LINE S0E8
Owmer has 2 separate numbers
for the same phone. Each line is
billed separately. Like having 2

nes in one.

CYBERMODEM INTERFACE  500EB
Tums any plain cyberdeck into a
cellular model. Never again will
your netrunner need fo buy an
overpriced cellular job, when for
hundreds less, he/she can buy o
m with Zefatech's new Cy-
ud 7 cellulor deck upgrade.

Note: Due to exira circuitry, a -1
nalty fo the netrunner’s Inter-
E:cze skill is applied.

PRIVACY PLus™ 300e8
For the discreet businessman. Pri-
vacy Plus™ provides the coller
with ECM, a buill-in bug detector,
and o display of the number ccll-
ing you. This display flashes each
fime the phone rings. For an ad-
difional 50eb, @ memery of up to
20 numbers can be installed and
will list the name of the person

calling, as well as the number.




USH® VIRTUAL

EQUIPHENT

RUSH®

ENTERTAINMENT : VR UNIT UPGRADES
+ These items allow you to improve the syster you purchased (smug-
SYSTEM 500EB * gled, stole, whatever) fo maximize game play and enj nt.
SegAtari has just recently dropped J game piay toyme
the price of it's home Virtuol Reclity 3 ToraL tal Environment™ unit, If you like
unit, Rush®, Usi ngau combinafionof ¢ ENVIRONMENT™ excitement, Total Environment™
:‘3:; 'ml.il'dneBi‘h?rlr';ie mﬁmogy" + The Total Environment™ al- s for youl 1000eb
U 1S ;Ireudy s JOME ¢ lows Far more redlistic sensa- Mutn-Pix

mm iheigol nl ngl o for 5 fions than the basic Rush® ULTI=FLAYER
home en I?r?merﬂOvaSOO mes unit. When chipped info a Aparror
have been released o far o ndgtl?e I?:t + Totol Environment™ /Rush®  Allows upfo 4 .other _Rush®‘
st keeps growing. Check out Brain- * system, you aregivencom-  players fo join in. Wit multi-
Lumer if's o wild ride! A guaranteed o plete freedom of movement  ple QdPRbrs‘ you could hove
fvoriel A8 o for maximum enjoyment. an unlimited number of play-

ogqm nofes;: Inferfoce plugs and . C-Zomeswirh-l'é mes de- ers. {Sofiware permitting).
basic pr r-equi o for Usa. * signed specifically for the To- ~ 100eb.

VIDEO SEGATARI VIRTUAL

"Karkong the
Impaler. Worst of
the lot. Makes
Attilla the Hun look
like a poser. | don't
know how many
Virtual games I've
lost to that frackin'
SOB. | don't even
wanna know, It's

WALL™
3500EB

New from Telec-
tronics Ud comes
the masterpiece of visual sfimulation:
The Video Wall. Transforms any size
wall into a 2-D or 3-D movie
screen. Great for watching the clas-

VILLAINS 150EB

Batfle the greatest villins of all time
with SegAtari’s Virtual Villains. This
Rush® system game chip conlains a
virtual reality with photorealisfic por-
frayal of a medieval castle. If's there
that you have a showdown with the
greatest of evils. The game deck has
a massive collection of historioal and

Telectronics®

sics| A must for either the movie boff  » & = i v up o nine humiliating to get

or the person with money o burn. of your friends PR RW M your buft kicked by

H}::oks up ko any sicndaﬁr:l wclec_} MO o ke of Hiler, Genghis Khan, ond  [eliiobiumaa

chine or game system wilh ease. Try Caphain Hook! There is lso a large AL

Rush® Kung Fu Figh is baby! P '

WOng w Fighter Vion this bcby Oﬁﬂmﬁn‘. OFEVBU s, both f:{'_l lll  —Rache Bartmoss
Note: Requires at least a 6'x6' ztarﬁm aic. Live the game with Seg-

space of wall o be effeciive.
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SCHOLAR™ HOME LEARNING SYSTEM 750EB

The Scholar™ Home Leaming System has recently been added to ri's long list of breakthru hardware.
By use of Virtual/Braindance Technology, you can leam longuages, history, mathematics, just about any-
thing. And in your own home! No more are you required 1o take long, bering classes. No mare lectures. Al
you need fo do is jack in o the Scholar™ upgrade package for your Rush® home virtual reality unit,

Game note: Any skill requiring hands-on experience requires you to have a Total Environment upgrade.
Maximum skill level leamnable is +2. Cannot be used to improve skills already known. Skill is leormed ot a rate
of +1 per 6-hour lesson; plus 1 day of practice per lesson.
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Y/ | L et's not kid ourselves. As Solos, we use guns to kill. They
‘may have other uses, but that is no concern of ours. So, with
that in mind, you must agree that we need a wide variety of weapons
for a wide variety of situations. And you must also agree that the best
weapons are the ones that kill with the most efficiency and speed.”

-Jake Takada



~ WEAPONS

ARMS RAMIJET
RIFLE 1,230EB

RIF +3 N P 8.5MM RAMIET9 3
Moy Than The The design fi |
“Tsunami Arms - Belter Than The Best.” secret weapons design firm once again lives up fo
its motio with their Ramiet Rifle, a renmrkab;:p-mw weujap:.ﬁ?d'\ is Eonﬂed well Igu the roles of s?'liper, counﬁer-
sniper and light anfi-armor weapons system. What makes this rifle special is the bullets it fires—not @ normal
slug, flechette or gyrojet, these 8.5mm projectiles are small ramiet engines! Fired from the rifle ot a velocity of
3,200 fest per seconts, the supersonic bullets have a conical aperture in their nose into which the incomin
air is compressed. This jet of hot air ignites the solid fuel in the center of the bullet; the exhaust blasts out ot the
back, accelerating the round until it runs out of fuel. This results in o constant increase of the velocity and en-
of the shell until it reaches its maximum range, moking the Ramiet Rifle a harder hitter the further away it
is from its target. The gun is a semiautomatic, coseless ammo-firing bullpup made of lightweight polymers,
boasting an adjustable grip and stack as well as an adjusioble bipod and « free-floating heavy barrel, For
superior accuracy ot long ranges, the Ramiet Rifle comes equipped with a 4x telescopic laser-reflex smartgun
inferlock, which paints the target with a laser and then uses microprocessor-controlled liquid lenses to defer-
mine the range and the proper elevation fo hit the farget at that range by moving the aimpoint, causing the
shooter fo bring it fo the correct angle. Game Notes: the 8.5mm Ramiet rounds do 5D6+3 af Close range,
éDé+1 ot Medium range, 7Dé atlong range and 7Dé+3 at Exireme range.
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POLYMER ONE-SHOT : MILITECH CYBORG
CANNON 90EB - RIFLE 800EB M

PPUSTRRNPWRNNN RIF-2LC4D6+2(13MM) o RIF +1 NP 7D6+3AP {.300WM) 30 2 ST 500M

came at me, 11UR 100M * They say that if you want good weapens, you buy
and like, 1 Heuvgl firepower ina dis- ¢ Militech. The Cyborg Rifle is no exception. Made for
pulled the posable package! This ‘borg fighﬁn?; the Cyborg Rifle can ge relied on to
tigger and —  [Recel komKang ¢ drop o metalheod ot any range. A massive bullpup,
RIS Y M Tao is the ulimate last- this rifle was designed aroung the .300 Winchester
meat...” chance weapon—after Magnum hunting cartridge, which is normally used
all, you're not going fo fo:‘ﬁunﬁng big game. The .300WM was chosen for
“‘R"R%ﬂ need more than one ex- its versatility under o variety of conditions, ronges
md plosive 13mm bulletto get * and targets. Militech is fully licensed to use this round,

the foughest pursuer off your tail! To keep costs
down, the “One-Cannon” is made from inex-

nsive materials, and the shell is filled with sto-
Eﬁ: explosive materiols. Game Notes: The
13mm shell is a low-velocity HEP {High-Explo-
sive Plastic, cratering) round which cE)es
4D6+2, Damage is 1/2 recl, 1/2 shun only - -
amor has no effect and is damaged 2 Ms. The
gun is so poorly made that if it jams, it breaks—if a
1 is rolled, the weapon explodes, doing 2D6 o the
firer’s orm!

since they bought out most of the Winchester holdings
many years ago! An assoriment of .300WM ammuni-
fion has been produced for the Cyborg Rifle; among
these is o teflon-coated armor-piercing bullet, which has
proven fo be sufficiently effective against most Body Plat-
ing. To enhance controllability, the barrel of the rifle is
surrounded by a hydro-pneumatic recoil sleeve. Even
50, this weapon is most often used by combat borgs
themselves, as most unaugumented soldiers find its bulk
taxing (loaded weight is 7.5kg).



STEIN & WASSERMAN “TRI-STAR" | like this gun. It's o
REVOLVER 375EB litle old fashioned, but

it has a certain kind of
charm. And S&W
knows how to make a

5 & W desgnd s il revhe |
§ & W designed this special-load revolver as a * practica
multi-munitions delivery system.” What this means (in plain English) is goed revolver too.
Lhar the Tri-ﬁ::r is o big, Nbﬂ!;-?’ion wvirl-sm handgun Ix:hHmh
res 410 n amMmo. itis capable of firing ells .
(206/1D6+2/1D6)and shgs (306541 APy e Tri-Sior s bestkrov. AN
for loading Triplex shells which pack three #000 buckshot pellets. , ng e
When using this load, freat each shot as a “3-round burst,” rolling could keep 1.
Lgéfly 210 me:l how many }l:ucksho’r hit and then ro||i|ng eucml’ ranéoeb
mly (2D4 damage each). Stein & Wasserman also morkels a 1 .
lasersight which is specially made for Tri-Stars packing the #000 Tri- %%:é?:fﬂ;bé
plex: the sight projects a red dot which marks the point of aim, and fireficht
surrounding cirde which marks the area info which the three pellets will ght
spread. Because of the visually distinct style of these sights, the Tri-Star
has seen o great deal of use in media entertainment.
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PURSUIT SECURITY
INCORPORATED <
WEBGUN 250EB

RIF +1 N C ENTANGLE 1 1 5T 30M
P.S.l. confinues its popular line of
non-lethal weapons systems with their
Webgun, the “long-range mantrap.”
This single-shot weapan has a shack-absorbing stock, a pistolgrip and forend-grip amangement, and an op-
fical sight, The “Webber’s” conical muzzle has four blast-directing “barrels,” each of which propels an ellipti-
cal weight, attached fo a spiderweb-like nylon net. Fired by a single cartridge, the net is pulled open by the
radiating frajectories of the weights, ensnaring the target in a fast-moving, hard-pulling tangle. In pdlice tests
it has been 95% effective in rengering a person helpless. Notes: The web is large enough o encompass any
size assailant. The victim must make Near Impossible BOD and REF checks to escape. Failure of both rolls
means the farget is captured; 1/2 REF for Iniliative and octions, and a non-moving farget for altacks. A sin-
gle Kailure means the torget will escape in 10-{BOD or REF) minutes {whichever is shorter). While stretchy and
tough, the material con easily be cut by any decent blade the victim has in hand.

For an additional 100eb, the Webber can be outfited with a carbosteel wire net and the infegrol faser
mount o charge it. P.S.l. assumes no responsibility for the safety of those caught by the device. if web is
equixrs] with taser charging, use Taser rules (CP2020, pg.97)

so available is the FEN Dz-55 Det-Web {450eb/net): Designed as a new anti-Borg net-projectile for
the P.S.I. Webgun, the Det-Web replaces the net’s nylon sirands with strips of Detcord. These directional ex-
plosive charges in strip form con make inskantaneous, precision cuts through just about anything {burns
through up to SP40 armor like a cuttingdorch in 1 combat round) when detonated. In effect, anything caught
in a Deiweb will toke a 40-point AP hit lo every body location, which will all but shred anything but ie most
monstrous of combat Borgs. Accuracy and range for the carbosteel net and the Det-Web are O  25m,

"Yeah, | really like it.

—conversation in the




RHINEMETALL EMG-85
KINETIC ENERGY RAILGUN 11,370EB

HYY +3NR 5D10+10
(EAP} 5 1/2 ST 1,500M
The ultimate weapon in the
) war on cyberpsychosis. De-
| liveringa nickelsy-Fecn'ous shug
at hypersonic velocity fo a far-
NS5 get almost 2km away, the new Rhinemetall Rail-
gun can neulralize ANYONE! The appalling multi-leve! kill
ing potential of the EMG-85 classifies it as a special-purpose
~ weapon, used primarily by military cyborgs and C-SWAT froops
Sy wearing powered-assisted armor, 'I?:e system consists of a kinefic ener-
£ R gy railgun on on articulated steady-mount hamess with o computer-
f ized fire-conirol system. This electro-magnetic gun {or EMG) uses superconducting technology fo launch a
il 15-gram Mylor-coated metal projectile at 8,000 feet per second! This projedtile is not only utterly le-
al to the human body, but it can also punch through all but the toughest vehicular amor plating. The fire-
control acts as a sophisticated smartgun, allowing for rapid target acquisition and engagement. The
weapon has a buili-in mogazine with 5 supercondudor power loops and a 5-round projectile pack (weight 1kg ).
The ammo unit {plus power charging) costs 1200eb. Militech hopes to have a competing mode, the XR-1 Mag-Pulse
Gun in 12/5mm Sobot {with removable ammo/power pack) outin 18 months.

Game Notes: Due fo the sheer weight and recoil, a minimum BOD of 11 is required fo fire the gun with-
out a linepr frame or powered armor. The gyrostabilized mount-hamess negates all modifiers for movement,
but has an EV of -1 and negales the use of @ Smartlink. The Extra-AP effect of the ammo is 1/4 to armor, but
only 1/2 fo penefrating damage. Short range extends out o approx. 375m, and maximum range is 3000m,
similar fo most HMGs and light cannon. Weapon weight: BSI;? (77 pounds) fully loaded. The weapon re-
quires 1 combat round to realign the magnets before a shot can be fired. Interface plugs and a
Smarigun Link con be used by themselves instead of the hamess, but shooter’'s MA is ot -1; EVis -2, and the
minimurn BOD requirement becomes 12.

Only found with authorized C-SWAT teams, military armories, and sometimes mounted on vehicles, the
EMG-85 is incredibly rare, ive, and illegal. Black-Market purchases should only be available with o
Near Impossible Sireetdeal roll. (And a critical success at that)
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LUIGI FRANCHI “KING BUCK” ———
MULTI-MAGNUM 800EB large gun but simple to

operate, One pull of
the trigger, and
SHG -1 N P 6D6/5D6/4D6 (10-GAUGE} 4 2/4 VR .
The Ialion-made King Buck is a four-barreled pepperbox-style shot- BOOM, his head falls
gun, made for hunting big game. It has four separate barrels and
chambers, and they can be fired one at a fime, or {if you want o be re-

ally gross] you con fire all four at once! This magnum shetgun fires 10-
Gauge 3" Magnum shells, and can load buckshot and slugs. A huge,

off. A very fine instru-
ment, We make excel-
lent instruments in
ltaly, yes?

unusual and exceplionally heavy weapon (7 kikos), which is considered —Giovanni

Stratelibre, Eurosolo

a collector’s item.



WEAPONS - -
UNDERBARREL CAPACITOR LASERS/ [P
MICROWAVERS 950/500EB op, I was slinging all

kinds of hardware
under the muzzle;
flashlights to spot,
lasers to pinpoint...
Now l've settled on a
combination that
works for me; a
Militech grenade

U-B CAPACITOR LASER RIF +2 * R 3D6 2 2 UR 25M

U-B MKROWAVEREX 0 * P 1D6 4 2 ST 20Mm

Advanced weapons from the genius at Tsunami Arms, these
capacitor weapons negate the need for bulky power units by using
unB(c]:nced superconducting capacitor packs instead. Accuracy and
hitting power in o ceromic and polymer tube that will fit under your
weapon’s barrell You can even plug them into a hip power pack, l h doT
giving you more shots, They are designed for sub-machine guns and  [astitabbi/islaubong
rifles (medium SMG or larger). namt microwaver in

The power pack costs 250eb, weighs 4kg, and doubles the number tandem. I call it Shake

of shots (it also adds 5m to the microwaver range). The capacitor lasers and Bake.

mount in an underbarrel position, and look like older laser sights {DIFF M Blackhand
Awareness to spot the difference). Note: the laser is an advanced version —ergan Fachan
of the cyberarm weapon (CP2020, pg.82)

TECHTRONICA M40 “PULSE RIFLE” 3,500EB

RIF O NREMP 4 1/2 ST 50M
Techntronica’s milspec Eleciro-Magnetic Pulse cannon is quickly proving itself to be the ultimate elec-
tronics-killer. Utilizing new breakthroughs in mulfi-band jecfromagneﬁc beam propagation systems,
the M40 is a rugged weapon desi nej‘ to disrupt, defeat and otherwise destroy electronics and com-
uler systems o?oll kinds. This s’ruliy, rifle-shaped weapon {which uses liquid metal storage cells), is -
E’Ily insulated against its own effects— which are devastating! At Close range, the weapon can per-
manently fry electronics of all
kinds (from computers to cy-
berware), and incapaciate
people for hours,

Game Notes: This a fight-
beam weapon, affecting one
farget per shot {body locations
are irrelevant], and because of
its charging cycle it can only

ire once every other um.
Waming: a Point-Blank shot
can be lethal to the human nervous system. At Point Blank range it has a 50% chance that it will ruin electron-
ics even through shielding, and people must make a Death Save at -3 {if they succeed, they will be uncon-
scious for 2D6x30min). At Close range, any unshielded electronics or cyberware are immediately disabled
(but can be repaired} and people must moke a Stun Save at -5 or pass out of 1D6x10 minutes. At Medium
range, any unshielded electronics or cyberware are disabled for 1D6/2 hours, and people must moke a
Stun Save ot -3 or pass out for 2Dé minutes.- At Long range, any unshielded electronics or cyberware have a
70% chonce of being disabled for 2D1{} minutes, and people must make a Stun Save at -1 or pass out of
1Dé minutes. At Exireme range, any unshielded electronics or cyberware have a 30% chance of being dis-
abled for 1D10 fums, and people must make a Stun Save or pass out for 1D6 combat turns.




NOVA .338 CITYGUN 460EB

P+1JP3D6 (.338) 7 3 VR 50M
The double-action Citygun is Nova Arms’ at-
Y o) fempt to bring the fo date, Rather

than employing a traditional cylinder, it uses
zlova's tecr;lledd:Ammo m.” These are

isposable cylinders com supersirong
composite ceramics, preloaded with ps:vren
.338 Nova carfridges. To reload, one simply
drops out the emply cassetie and slaps in
Fr:ﬁ one, thus doing away with clumsy re-
loading of individual rounds. The Citygun is packed with modem features, sporting a nonreflective matte-
black finish, a octagonal barrel which has an underbarrel universal scope-mount, an adjustable frigger, and
twin Iriple-porting on the barrel, which serves as a sophisticated muzzle compensator (the compensator aids
in quicE recovery for follow-up shols, increasing the ROF o 3). Nova also includes two spare ammo casseftes
with every Citygun. Durable, reliable, and capable of placing seven high-velocity slugs in a two-inch pattem
as fost as you can pull the Irigger, the Citygun is indisputably the most advanced wheekyun on the market to-
day. Note: .338 Nova—This rimmed, brass-cased carfridge fires a 98-grain bullet at 1695 fps. This places
Nova's new cartridge around the .357 Magnum, making it an ideal mid-range load. Ammo is available for
15eb {per box of 50 rounds), and disposab

........l......l.....'I..ll.l..l.l.'l.ll..l......Il...l.....l..I.

COLT-MAUSER M2X CANNON 3,050EB

HVY O NR 4D10+6 (20MM EHI) 8 1 ST 600M

The undeservingly world-famous Barett-Arasaka “Light 20" has a 20mm bore diameter but fires saboted
subcaliber penetrators of depleted uranium; if's a cheap cop-out, @ “20mm* rifle any wimp can fire. The Colt
and Mauser arms companies have recently joined forces fo produce the M-2x, a true 20mm rifle! This mas-
sively powerful semiautomaic is fired over the shoulder, much like a WWII bazooka, and uses the same
20mm shells os those in the Vulcan guns on aircraft like the F-36. The magazine housing is built into the
shoulder broce, bullpup-style, and the long-travel recoil absorbing rod goes over the firer’s shoulder. Despite
composife construction and hydraulic shack-absorption S)Gtemsrﬁle M-2 requires an Average BOD roll (diff-
cully 15} o avoid toking 1D6/3 in bruise damage to the firing arm [a critical failure also results in the qun
being dropped). A 4x telescopic sight in the carrying handle is standard equipment, and the M-2 weigis
23kg fully loaded.

EHI: Extra High Impact
ammo (for roun;?s in the 20-
30mm range}—ormor is ot 1/4,
penetraling domage is not re-
duced. if the damage is stopped,
but exceeds 1/2 the armor’s SP,
the target takes 1/4 damage
from sheer kinefic impact. Brittle
cover i.e., cinderblock walls) will
shatter if the cover’s SP is exceed-
ed by the shell's damage.




WEAPONS
MILITECH AM-3 “ANTI-MATTER RIFLE” 6,000EB

HVY 0/+1 NR 6D10+12 {30MMEHI} 5 1 ST 1600M
The retumn of the Anti-Tank Rifle! Militech’s 30mm recoilless rifle is the only man-portoble weapons system ca-
ble of taking on @ main batle fank. More commonly, this high-power cannon is used to smash combat
rgs, powered armor, and sensitive fargefs such as bunkers, radar stations and armored fighting vehicles. It
fires Militech’s patented 30mm rocket-propelled depleted-uranium shells ko avoid the crushing recoil that ac-
companies a standard 30mm cartridge (these are the some
Ok 4 d , " shells used in Militech’s qircraft-mounted gatling cannon),
Al Al Nonetheless, this rifle is by no means recoilless, and it is made
anti-matter. We just call it that high-sirength ceramics in order o withstand the fremendous
bf"cu"f,e it uses depleted ura- pressures and reduce overall weight. Equipped with a hydro-
num. N ic recoil absorpion system, an ud':vunced muzzle
— Marlo (Militech Rep) ke, and a telescoping shock-absorbing stock and biped, the
_ _ AM-3's recoil is sfill punishing: it requires an Average BOD roll
"Right. | say you call it that (difficulty 15) to avoid taking 1D6/2 in bruise damage to the
because you can use it to firing arm (a crifical failure also resuls in the gun being
knock the frackin' Starship dropped). Waming: do not try firing this thing standing up un-
Enterprise outa orbit, ™ less you have a linear frame of ot least Beta dass, or you will be
knocked down ond the bruise damage doubled! Equipped with
L CUCURGCELUTE N o Cyberoptic Triangulation smargun interlock and @ 2-10x
felescopic sighting system with low-light and thermal imagi
capabilifies, this rifle has incredible range potential. Siricﬂ?f a military weapon, this gun is incredibly i||eggﬁ
What's more, the Depleted Uranium rounds {which are rated Exira High Impact, see Colt-Mauser M-2x) cost
100eb ‘each! Because the round is low-velocity with rocket boost, there is a “safe zone” of 160m in which the
weapon has Acc 0 and does 1/3 domage; it does 1/2 damage, Acc +1 between 160-800m, and full dam-
age, Acc O ofter thot,

MILITECH
URBAN
MISSILE
LAUNCHER
900EB

HVY +2 L P 4D6 (MICROMISSRE) 12 2 ST 200M
MM-POD: HVY +1 * P 4D6 (MICROMISSILE} 1 T ST 200M
The most advanced urban weapon ever fo hit the sireets! This magazine-fed weapon, which resembles an
oversized SMG, fires the same selF-guided heat-seeking explosive-tipped rocket- led projectiles as the
cyberarm Micromissile Launcher. However, its large box magazine allows for high firepower and rapid re-
loading. With an Urban Missile Launcher, the average corporate solo becomes a fearsome hunter-kiﬁer!
Also available from Militech is the Micro-Missile Pod, a muzzle-looding 1-shot micromissile launcher de-
signed to be mounted on any shoulder firearm, from a carbine fo @ machinegun {this unit costs 200eb, and
can be mounied on any weapon for S0eb). Notes: see Micromissiles, pg. 49, for nules on using these weapons.




MILITECH PDU-3 : TSUNAMI ARMS “AIRHAMMER”

MULTI-PURPOSE
PERIMETER
DEFENSE UNIT
150EB PER
UNIT

HVYOPP206+5 1 15T {2.5M
BLAST RADIUS)

These small devices are one of
the most compact sensor-deer-
rent units on the market today.
The PDU-3 is o unit about 3"
square by .75" thick, with o
sensor, controls, and a small
panel for insertion of a single
microcell {to power the sensor
and controls). Designed to be
used as a part of o perimeter,
or to be sown to dissuade pur-
suit, these units contain a small,
but potent, explosive charge.
The casing is made of a light
ceramic that shatters into E:ng,
sharp shards, providing o frag-
mentation effect. The PDU-3
can be set to fire from a variety
of triggers, and con be set for
almost any time delay. While
the unit will accept input from
most military sensors, it is
equipped with a PR {Passive In-
fra-Red) motion sensor, a mag-
netic door contact {about the
same size as a matchstick), ond a
tripwire. Each unit has a small
amount of charge-activated mo-
lecular glue on it's back, allowing
for so|i<? adhesion with almost
any surface. The PDU is state of
the art in man-porable area de-
nial weaponry! Versions adapted
to throw gas are usually bursting
fypes with a similar radius,
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5.3 MM AIR PISTOL 325-400EB

P+1 J SPECIAL [5.3MM ARIET/VARIES} 5/7 2 ST

An unusual design for an unusual purpose. Tsunami was asked by
Crystal Palace Security to design a weapon that would penetrate
the light armor (like skinweave) commonly encountered on the Pal-
ace, while still avoiding the problems of hull penetration and
threats to bystanders. The answer was the AirHammer, which fires
a 5.3x19mm cartridge, using a compressed gas cannister for pro-
pulsion. The low velocity of the air gun limits penetration, and re-
duces recoil. A simple switch on the bottom of the barrel controls
how much gas is used. The gun has three settings: “Target,” “Com-
bat,” and “Overload.” A variety of rounds are available for this
weapon, but the most common is a fragmenting flechette mode by
Kendachi that has minimal penetration versus solid surfaces but ex-
cellent stopping power. Other rounds include flechette, gas, gel,
and practice rounds. The AirHammer is available in two versions:
the first has a 5-round cylinder, a laser sight, and mounts a 10-
shot gun camera as integral equipment. HighRider solos prefer this
weapon, as it gives positive proof that the user was unable to close
with the victim. The second version (the Mark 2} has a seven-round
cylinder and an integral smartgun rig. This is usually issved to Se-
curity personnel and bodyguards.

The AirHammer is Very Difficult (25) to find on Earth, but Aver-
age (15) ot any Spacer facility (although they may not sell one to a
Groundhog). “Target” is used when performance is not necessary,
and only delivers 1/2 damage. “Combat” is the normal setting for
the weapon, and no modifiers are applied. When the pistol is set
for "Overload,” its reliability drops to UR. It also does +3 damage.
The gun’s air reservoir holds 15 units of air—each target shot uses
1/2 a unit, each combat 1, and overload uses 3. Replacing the
cylinder is a 1 turn (10sec} operation, and requires a REF roll vs 15
{to keep from dropping something]. This roll can be skipped by fak-
ing an extra turn. The Z-G Recoil Modifier is +1 so the Ease REF
roﬁ to maintain position in Z-G while firing this weapon is 16+.

MUNMONS LisT
Kendachi Fragmentation Flechete—does 1d6+2 damage, uses
special ceramic darts.
Flechette—1D6+2 AP. Uses bioplastic or ceramic darts, Shreds soft
ormor {reduces SP by 1/4), but shalters against solid surfaces.
Jellsluggs—2Dé+2 damage (see rubber bullets, pg. 47), The gel
rounds splat against walls or hard armors.
Gos—Throws out a 2m gas doud when itimpacts a solid surface
{usually sleep gas, but any gas is usable). Persistence is 2 rounds.
Practice—1D6-1 damage, uses a plastic slug,



TECHTRONICA
MODEL 009 [
VOLT PISTOL
O50EB

P+1J R3D6 61 ST 25m
A dynamic new weapon from the
masters of electronic warfare! Inside the sleek metallic frame of the Volt Pistol is a low-intensity laser
rojector, which ionizes the air when fired. Then the 009's high-capacitance liquid metal batteries re-
reuse an electrical charge along that path, resulfing in an urtiﬁcially-generated, directed “lightnin
bolt.” {damage is 1/2 real, 1/2 stun) Since this is an elecirical discharge weapon, any cyberlimbiif
by a Volt Pistol will be shorted out for 1D6+3 turns (if a crifical success is rolled, the limb is permanent-
ly shorted out and must be repaired) unless shielded {20% chance). Even if the target is hit in a meat
part, adjacent cyberware is treated as if hit by a microwaver with a +1 on the effect roll {a critical TO
HIT success means any effects are permanent until repaired). OF course, most armor is not grounded
against electrical impulse (this is 50% the cost of the armor, and negates the gun's effects), so normal
armor offers no protection against the blast! Utilizing advanced technology, ie Volt Pistol is compara-

ble in size to a large SMG, and is powered by an energy pack {reloads cost 25eb) which attaches to
the rear of the weapon.

N e
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ARASAKA “NAUSEATOR” RIOT
CONTROL DEVICE™ 1900EB

EXONP SPECIAL 10 1 ST
The latest in large-scale crowd control. Police forces take note: the
“Nauseator” [as it was dubbed ot last year’s LawTech convention),
has proven itself as an effective way to cool down an otherwise ugly
situation without unnecessary bloodshed. No need to hose down a
hield with expensive 30mm ammo. Just dose ‘em with ulirasound and
waich those poor souls puke their guts out. The mess is certainly less
than that of blood on the sireets.
*All forgets within range must make a Very Difficult BOD check fo
avoid the disorientation, headaches and nausea/vomiting,
*lf check was made: Debilitation (-4 ta all actions for 106 rounds)
olf check Faitojn? 1-3: Incapacitation {REF and MA reduced to 1
for 1D6+1 rounds)
*lf save Failed by 4+: Serious Incapacitation {unconscious for 1D6
minutes}
Target must be hit for a minimum of 2 consecutive rounds before be-

ing sybdued. Range is a shotgun pattern 15m deep and 25m wide.
The following eyberaudio options increase the BOD check one level: Amplified Hearing, Increased Hearing
Range. These opfions moke you immuné fo the effects: Sound Editing, Leve! Domper. Special headsets or ear-
lugs reduce the BOD check by one level. Note: the device is a field generator {0.6m wide x 1.7m tall), not a
P held weapon,
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IMI “CHAINKNIFE” 120EB

M +0 JP 2D6+1 NANAVR

Designed and manufactured in Israel, the ChainKnife has seen a great
deal of use with Mossad agents. 5|'|uped somewhat like a surviva
knife, this is a battery-powered {2 hours) hand-held combat saw (simi-
lor fo the Buzzsaw cyber-option; Solo of Fortune, pg32} which can
chew/ltrough armor like cheesecloth (1/2 SP, soljt:)g rmors ane reduced

2 pis/hit}l
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SLAMDANCE INC. SPAWNBLADE
450EB

M Of+1 THROWN) J P 1D6+BOD/1D6+4 NA NA ST
With the Spawnblade, SlamDance Inc. puts the “combat” back into the  «
oombol' kane' To the naked eye, the Spownblude ust looks much like

ny combat knife that has been balanced for fhrowmg {(1D6+BOD
modlﬁer damage). The differences manifest only in combat: once the
safety is dlsobled the Spawnblade’s m meiul blade has the abili-
Iy fo “fan out” ils culting edges. On any hit that does more than

4 points of damage (|nc|ud| BOD bonuses fo damage, but before

BTM) and gels past your s ammor, the Spawnblade can be
triggered. The s inko a razor- 50° spulula—msxle

r opponent’s body' This does an additional 1D64+3 {armor won't
m] Once opened, the Spawnblade can only be safely removed with
a Medtech roll of 20 any other means of removal will cause the victim
another 1D6/2 domage The Spawnblade comes with  safety sheath
in a choice of ten designer colors.

: KENDACHI
: MONOWHIP
: 350EB

. MO JP2D4 NANA ST 1-3m

Follomng in the radition of the
popular cyberweapon, Kendo-

: cl'u s Monowhip houses a spool

. . of mno—ﬁrﬁm wn':] |hn n::r;J ‘er

s gonomically-designed handle

* The wire has a small weight ot

o one end for balonce and swing,

. + and can be extended up to 4m in
* length or reeled in at 1’ne push of

0 a switch. The Monowhip can

. « therefore be used as a guroﬂe

s cutter, or razor-sharp grapple.

* The monomolecular wire will cut

o through clmost any erganic ma-

- « terial as well as most phastics, do-
3 ing 2D6 damo%e {double dam-
* age on a crifical success). Note:

Monoweopons unless noted oth-

+ erwise, allow only 1/3 armor

¥ & proleciion vs. both hard and soft

:CII'IT\OI'S.
UGN CINNTONOOREBIEY

: KENDACHI
: MONOWIRE
: 6OEB PER

. METER

. * Shingit at neck level, and wotch

. your pursutt go fo pieces; sinngﬂat
o ankle level, and watch infruders

* their footing! A lable

- c|| ﬂwdhmutehnpelemenl’
ideal for slicing your cheese,
. h:o Nde:Morwredoes 306/ cut



TASER
WALLET
65EB

New from Pursuit
Securily Inc. comes
their complete line
of personal object
protection devices.
Thieves got you
down? Try our litfle

s. Each wallet,
billfold, and purse is rigged with a 1000-volt charge that activates when removed more than 2m from the
fransmitter chip hidden on your person. The unwary pickpocket is unable to hold onto the object for more
than a few seconds. Discreet and non-lethal, these are designed fo discourage so called “five-finger dis-
counts” of your personal belongings.

Note: Beyond 2m the thief must make a Very Difficult BOD roll each round to hold onto the stolen item.
An Average COOL check is recommended o avoid crying out.

MYSTIC TECHNOLOGIES : TASER II™ 100EB
SPRING KNIFE 125EB  : popcsunazwe

« The newest in personal protection for the non-violent
MELOPC ID6NA NA ST 1M/5M s person, This little friend is capable of delivering a

On first inspection this knife appears lobe the skan- ¢ 15,000 volt charge o a touched target. Reach out
dard survival variety, butin fact s blade can bere- + and say hello fo that perp with the modem answer
leased and launched via a high-powered spring. fo crime. The new Taser I™, brought fo you by the

The blade has a range of 5m and inflicts 1Dé points * people ot Militech. Because we care about your
of damage. The knife takes 2 rounds fo reload. 50

Note: Target must make a Stun Save with on ad-

% ditional -1 to avoid its effects. See faser rules in
DRUG-A-THUG™ 150EB * CP2020, pg.97 for more details.

EXOPC CHEMICALS 1 VR : .
The latest thing to hit the sireets of 2020 is the Petro- SKUNKER 70EB

chem Drug-a-Thug™. This handy-dandy litle device

»

i : : o EX-1PEGAS41 VR
o et e i s Lorpet . Ao ikt e, Dol p
capable oﬁiﬂing into most pockets and purses. Only 4 doses of non-lethal gas (Purchaser's choice) fo

target 2m away. One torget only, but enough o
discourage any allies he/she may have. At 6 inch-
es long and 1 inch around, it fits in any purse or
jacket pocket, Comes in & designer colors. For 5-
10eb more, the gos can be mixed with odiferous
chemicals creating odditional effect equal to Stench
Bomb (see entry).

Note: See gos rules CP2020, pg 100 for detalls.

slightly larger than @ fouch taser, the Drug-a-Thug™
is perz;ad for those who wish fo be discraeﬂ# armed.

Any target struck must make a Very Difficult
BOD check {plus Resist Drugs skill} fo avoid it’s ef-
fects. Reloads cost from 10-20eb per dose. Capable
of being loaded with any drug. The device will not
penefrate armor.



- HEAPONS

AMMUNITION

S, “u
. :
N AY
Y Q
" S

API - ARMR-PIERCING

INCENDIARY (4X COST)

In the old days, guns were called “hecters.” That
name applies once again, thanks to the remarkable
new APl rounds. These carfridges fire metal-jacket-
ed, sharp-nosed slugs which cut through most armer
with ease, but these slugs pack a surprise: each bul-
let is composed of a solid chemical compound which
combusts in reaction fo high-pressure impacis. The
overall effect is a bullet which, upon impadt, be-
comes incredibly hot, searing the insides of its target
Just try notfo get into a firefight in a paper factory...
Notes: APl ommo acts as normal AP amme (armor
5P is halved but sa is damage vs. flesh), but if the
bullet its targef’s armor, it does an extra
1Dé damage the first turn, and 104/2 damoge the
second turn. AP| rounds may ignite any flammables
hit (50% chance). Cannot be fired from guns
with ElectroThermal Enhancement
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KENDACHI FRAGMENTATION FLECHETTES (5X COST)

This ammunition, manufactured by the Kendachi Corporation, consists of a synthetic-cased or caseless car-
tridge which fires a subcaliber alloy flechelte. These saboted, fin-siabilized arrows travel ot impressive speeds
(up to 4,000 feet per second), giving them superior armor penetration ability. They are also injected with o
near-microscopic filling of a Cé-slyle plastic explosive, and are chemicolly fime-delayed to detonate a micro-
second after impact. Using this design, the needle-like projectiles are able to successtully penetrate armor
without suffering from overpenelration, The dassic problem with flechettes is this: being of very small diome-
ter and traveling ot exiremely high velocity, a flechette may pass directly through the target and leave only a
tiny {and ineffective) hole in the body. To overcome this, Kendachi's ﬁ'u'ﬁmm’ruﬁon flechettes pack just
enough explosive to break themselves apart once they enter the body, thereby creating o devastating wound
cavity. Nofes: Kendachi's Fragmentation Flechetie ammo is available for any weapon at 5x the cost of regu-
lar rounds; they treat soft ammor as 1/25 and do normal domage to flesh. Beware — these rounds are Rare
availability and very illegal. Usually found with orbital weapons. Cannot be fired from weapons with Electro-

Thermal Enhancement.

DUAL-PURPOSE ROUNDS

{4X BASIC COST)

Gone are the days when you might accidentally
bring AP bullets to a nudist colony, or normal ammo
to a Body Armor manufacturer’s convention. Dual-
Purpose ammo gives you the best ballistics for the
best situation; DP rounds consist of a dense, sub-cal-
iber penetrator core of tungsten steel wrapped ina
sheath of soft, quicHy—musEsrooming lead. When
these rounds hit armor, the lead sheath strips away
while the penetrator confinues through to your tar-
get. However, when these rounds hit flesh, the lead
squashes out fo couse a massive wound cavity. In
any situation, Dual-Purpose rounds leave litile to be
desired. Notes: when DP rounds hit an armored tor-

et, they treat it as 1/2SP but do 1/2 damage to
ﬁesh. If the target is unamored, they do 1.5x nor-
mal damage.



LESS-THAN-LETHAL™ AMMUNITION (COST VARIES)

Many ammunition manufacturers have produced a variety of Less-Than-Lethal ammunition as well as uiity
rounds for shotguns. They can not be called non-lethal, as many are very dangerous if not used at the proper
ranges. These are just a few of the lypes available fo the public.

RUBBER BULLETS 1/3 NORMALPRICE  BOX OF 50 “Non-lethal
Damage is Stun only beyond 3m. Below that range, 1/2 is real, 1/2 is Stun. ammo only"
STINGER SHOTGUN SHELLS, 12 GAUGE 15EB BOX OF 25 Geez, Morgan.
Damage is Stun only beyond 3m. Damage is 4d6 under that range. You're rea"y a
STINGER SHOTGUN SHELLS, 10 GAUGE 20eB BOX OF 25 killkoy. v'’know
Damage is Stun only beyond 9m. Domage is 5d6 under that range. fhﬂlp)'? Y

GAS SHOTGUN SHELLS 20e8/25e8 BOX OF 25

Damage is by gas type used. Area of effect is 2m cirdle. —Ripper iqck
FLARE SHOTGUN SHELLS 25eB/30€8 BOX OF 25

Lights up an area of 30m diam. Causes 2d6+2 and 1d6/2 per round fire damage if fired as a regular shell
SMOKE SHOTGUN SHELLS 15e8/20E8 BOX OF 25

No damage, but obscures a 3m circle with dense smoke.

FLASH SHOTGUN SHELLS 30e8/35e8 BOX OF 25

Act as o flashbang grenade in a shoigun pattem 25m deep by 3m wide. (see Flashbang Grenade)
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PROPELLED/
HAND GRENADE TYPES

URBAN TECHNOLOGIES SPLATSHELL (10EB PLUS

SLASHER 75EB EACH COST OF SPLATBALLS)

L
Another lethal toy from the madmen ot Urban Tech- E One of the most unique riot control weapons to
nologies! Ther/ve come up with an antipersonnel o ever come down the pike, the SplatShell is a sub-
shell (available in 12 or 10 ga., 25mm, 30mm, and ¢ munitions dispenser of ¢ different sort, Loading
40mm shells) that strings monowire betweentwo ~ * 20 16mm splatball rounds into a special sabot
specially-weighted slugs. As the slugs fravel, they o (for 30mm/40mm launched grenades), the
spread apart, pulling the monowire laut and slicing & SplatShell can spray a 10 meter area with your
everything that passes between them in half ¢ favorite splatballs...virtually guaranteeing a hit!
The g?osher delivers a single aftack if it hits, do- ¢ The SplatShell is lreatec{iust like & shotgun
ing 4dé damage ot 1/3 armor SP. The only differ- 5 blast, but ol pattern sizes are doubled (2m at
ence is the length of the monowire.. the 12/10ga ¢ Close range, efc.), and any target will be hit with
has a 1m wire, while larger shells have longer wires » 1d6 splat balls. ..which can be of any type, but
(25mm= 2m, 30mm= 2.5m, 40mm=3m wire). The o must be selected ahead of time. Munitions can be
shell can attack any target in that area, similar toa ¢ mixed... Referee's discretion as to which types hit
sholgun blast. . whom,




Sl

MILITECH 25MM PISTOL-GRENADES

15-30EB EACH

These are similar o DCR's rifle-fired grenades, butthey are designed 1o be fired from pistol-caliber weapons. Any pis-
fol or submachinegun’s barrel con be fitted with a Militech-produced muzzle odaptor {200eb) in the appropricte adli-
berb(aw'eaponsrniihorbdwie(brubwlweb).ﬂmeo&apbu’sbuler design allows the shooter to fire a conven
fional round I lounch the pistol grenade up 1o 100m away. These small, barrel-shaped (25x50mm) projectiles carry
warheads with copabilities aquj to standard 25mm Mini-Grenades. Nole: Pistol-Grenades cannot be launched
weapons of less power than 9mm, ond 9mm A5-coliber weapons will only have an Bxireme Range of 30m!
357, 10mm and other, more powerful rounds will hove an Exireme Range of 100m. Bullet irap louncher cannot be
used on guns with EleciroThermal Enhancement.

Grenape Type LonG Ranct 9mm/ .45  Lone Rance .357/10mm+ - Biast RAmps/ Dam  Cost Ea.
HEP (Cratering) 15 50m o /5D6 . 30eb

- Damage is 1/2 real, 1/2 stun only; armor hos no effect and is domaged 2 levels.

INCENDIARY 5w 50m CIM/42-1D6 . 30w
- 4D6 first turn, 2D6 second furn, 1D6 third tum; flammables in Tm radius bum. Soft armors reduced
two levels/hit. S e e o

Oreensive Frac 15 50m 3m/5D6 25w
- High-explosive fragmentation; very messy in closed areas. : -

Derensive FRaG 15m - 50M 3w/2D6+1  20m
- Reduced explosive; safer for use in tight confines {like rooms, hallways, etc).

Smoke/Tear GAs - 15m o 50m 31/ VARIES 208
- See CPrules for clouds; Tear Gas causes fearing & -2 REF, Smoke can't be seen thru.

ConcussioN 158 - 50m 4m/3D6 1568
- 3Dé damage is stun only, armor prq,teé:ts at only 1/3 effectiveness.

FuasH Bome 15m 50m 5m/-AREF/AwA =~ 156
- 1/2 Stun Save per person with -4 to REF & Awareness for Sturns.



WEAPOKS
MICROMISSILES S50EB EACH : FLASHBANG
75EB FOR ANTI-ARMOR, 200€8 FOR HEP : GRENADE 40EB

CYBERLIMB LAUNCHER (900€B):

HVY +2 * P 4Dé 4 2 UR 200M . '

These miniature missiles are explosive-tipped rocket-propelled rounds : ?hRN 0PP4D10 ‘S“F';N' H;I 1 \QR 1
with heat-seeki guldunoe und steen vents. They can be . BF'e‘ohle‘-" weapon thor ﬂ:se el-
grammed fo tra ob|ecls their spec ic IR si noture [vehlcrm ines ¢ icate jobs reqlwnng tihe f?hrgef
and human body heat are the most common |ces) and eange on o of lhel el Ibaledbo ve :1”* two or ndree
impact. The mlsslles are self-guided, ond once locked onto orget they § hse d'e-" in their laps

can Follow it through one direction change of 90 degrees or less, giving wotcd ‘em crop. No one E‘I’"
them the ability to rruck around corners and obstacles (wiha3in 10 ¢ ?;Irl. Uﬁ-,b a ]concusslon “-":]IC'S
chance of losing the target). Attacks are resolved in the following man- : as ﬂ ":I; do?o Oﬁmn de.
ner: first, the firer makes an altack roll, adding the Missile’s +2 accura- ¢ PO :JI *T’.':E 'EOU"' ejr
¢y ond ignoring cover and line of 5|ght modr?ers If the attack roll is o a s°|°°" Evel?o o’:;* "Qd
greater ian the difficulty for the listed range, then the missile has hifs its o :du:enoon estba un amﬁun ’
target. f the attack fails, then the firer rolls 1D10: on a 4-10, the Micro- ¢ | alia |dngg°es° in el:l
missile corrects its poth and a second attack rol, just like the first, can ¢ 9P- Minimal damage is accry

be made. A failed ro|| means that the mlcromlssde was distracted and : to surroundings an

siruck something or someone else ot random, with no possibility fo hit 5 et sructura dumuge 18 '“

the farget {use the Grenade Table on page 89 of Cyberpunk 202010 ¢ curred. The only thi

defermine where the mi::;l:s v\;lem] I-I:owever , if your first shot Tl:zses . bht:mbout is H%I" from the
your farget, you may a re ot him again with your next shoffs) — « 9

even if he's under complete cover! Micromissiles have a minimum : The flash effect s similar o

range of 10 mefers, and they must be aimed at a partially exposed tar- ¢ ¢ thatof Fhs::’rbUIb (C:rome Book,
— ifthey are fired bllnd|y they will fail o initialize a target und will . pg-35). So aﬂr:nor as NO EF

Ey in straight paths like normal projectiles. Micromissiles normally do E:E:Edr against the sfun domage;

4Dé damage in a 2m radius, but Anti-Armor Micromissiles [which ' armor is ot 1/4. 'Il'otﬁl hme

treat the fargef's armor as 1/25P, 1m radius) are available for a 50% : outis 1D10 'ms Flash affects

increase in price. Missiles can be fitted with HEP warheads for 4x nor- ¢ &7YON8 who looks at the blast.

mal price. (4D&+4 damage, no radius; effects equal to SEW Model F] < S:::U;sm Glass ?Jl s'}': u?t':red w

SCATTER

s to 10m away if in an enclosed
STENCH BOMB ' areq, like a building.

G“NADE 7°EB 2°EB E....l......l.l.!.'l.

GRNOPCSMUALTWR ¢ Beshwoapon o deara room : SPRAYPAINT

ngrenade closely resemblesa ¢ with. Few, ifany, canstand the  + GIRENJADE

rd frag grenade. thosa 6 * purid odor that emits From the . : a
seoond delay ofter the pin is mb after activation. The cloud OEB
pulled. When the grenade dis- 3 covers a 5x5m area and sficks to o Good for the ‘punk with a sense

charges, itfills 5m rodivswith * any surfoce. Surfaces must be . « of humor. Upon any sharp im-
smoke and harmless parficles. & cleaned to remove the odor. : s pact the grenade will “detonate,”
The cloud is not only impenetra-  § Note: All hose in area of e * sending pcunta" over a 3m areq,
ble to normal sight, it also makes ¢ fect not in protective gear {gos o Paint comes in 15 vibrant oolors
IR and thermal i mo:gng useless. » magsk, nasal filers, efc. ] must Note: Can blind a ta

The cloud lasts for 5 rounds in 3 maoke a Very Difficult COOL or 106/3 minutes if caughrg
calm winds. * BODcheckorleave the orea. ¢ center of “blast”.
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WERPONS

WEAPON MODIFACTIONS

NINE-ELEVEN CHIP 175EB : SECURITY CHIPPING

Now you can rely on the cops. : 250EB
lew ﬁl::luy is glhol 1|Eie FI%ILT wmill r:ven kI:'lcow about, let o o hnd

alone respond to, a hire ich you happenioget ¢ Keep gun out wrong S

mixed up in? With the Nine-Eleven chip, if'sasure |h|nggl ¢ This Omﬂl‘kei &iiﬁing for your smarfgun es-
This modification fo your handgun (which does notre- ¢ tablishes a coded lock on the weapon's firing
quire a smarfgun inferlock} installs a small, high-power ¢ mechanism. In order o use the weapon, you
cellular phone-link which calls the local police [or any- ¢ must first jack into your weapon and then “hink”
one else you choose) the instank you pull the trigger. Lowen- « the correct password or combination to the gun's
forcement agents {or whoever you have selected) areal- & on-board computer. Only affer the correct code
most guaranteed o respond within 1D10+2 minutes. GMs' ¢ has been given will the weapon :)ferofe. A Very
discresion on how |||ce|y|he oops are fo rapond Noke:do ¢ Difficult (25) Elecironic Security Fis required o
not expect any help ifyou use this item in the Combat Zone. o break the lock.
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GUN-CAM 100EB

This medification o your handgun {which does not not require a smartgun interlock) mounts a finy digital
camera aimed parallel with the barrel. Whenever your gun fires, it takes a picture, giving you instant evi-
dence for your self-defense plea. s internal memory can hold 10 “shots” to aid in your c?efense, download-
able to any computer or display system. Nole: many states now require that regjistered guns have Gun-Cams,

I A AR ERENERENERNEREEENEENERRERREREENEREREEERENRENNRENRRERE RN NN NS EENNNEN.

ELECTROTHERMAL AMMO ENHANCEMENT (50% OF

WEAPON’S BASE COST)

Overcome the laws of physics! The maximum speed a bullet con be accelerated with gunpowder {around
6,500 feet per second) and the pressure spike created by a gunpowder gas explosion have always limited
the capabilities of firearms technology—until now. Take your firearms beyond the limitations of the last centu-
with ElectroThermal Enhancement. By modifying the breechlock, adding a micro-battery pack, insulating
:Ze weapon ond using high-tech ammunition, a firearm’s muzzle energy can be doubled! {Without blowing
apart, too!} ElectroThermal (ET) ammunition has the same cartridge dimensions as regular cased loads, but
instead of a primer and powder, ET guns employ an eleciricdl pu?se;e and a liquid woreriing fluid. This liquid
can be anything from methanol to water, but it must be primed with around 100,000 amps. This energy
pulse causes the liquid to combust, changing state fo plasma, which pushes the bullet down the barrel at in-
credible velocities. ET guns can also modulate barrel pressure with a throtile, controlling the energy in the
priming process with a safe time/pressure trace. As an example, a 5.56mm bullet has a muzzle energy of
1330 foot-pounds, while an ET 5.56mm has a muzzle energy of 2764 ft-bs! ET enhancement insulates the
gun against elecirical surges, modifies it fo accept a 100-shot battery {10eb each), and replaces the hammer
with on electrode: the result is that the gun does 50% more damage! the procedure can be performed
many arms factories and some gunsmiths (Poor availobility, Weoponsmith vs. 25, usually costs a couple of
hundred euro, and adds .5kg to the — note that only weapons which use cased ammo can foke od-
vantage of ET enhancement (this genercl||y means 20th-century guns). ET ammo costs 2x normal, and can be
combined with some of the other ammo types (AP, eic).



lifetime
escort
service

l’ ire some help?
H Hell no! I can
handle those
Arasaka goons myself!”

—epitaph of an
unknown Solo.

ll o, | won't cut our
N price in half. Do

you want only

half of @ daughter in exchange?”

—Orion Contract
Agent

SAFETY IN NUMBERS

For those times in life when a single street ronin isn’t enough, or the giants of Lazarus and
Arasaka just aren't subtle enough, only a small team of dedicated professionals will do.

Teams can provide a discrete “escort” for a safe (and enjoyable) night on the town, o secure,

expedited, shipments anywhere in the world! For employment opportuniies or assistance,
these organizafions may just save your life. Well worth the Euro at any pricel



Sphere Courier is the world's finest transportation
company, From LEO o Lyon, Tycho to Topeka, se-

cure, prompt delivery is our specialty. Other compa-
nies may compete, but none can compare. Worried
about your shipment? Sleep tight— call SPHERE.

We move any size package, from a data
chip to o mainframe. Qur sfa% will help with

lanning, threat defermination, packing, and

Eunc"e oll security while in transport. Our over-
land trucks use state of the art ECM suites, anti-
personnel weapons and real human pilots to en-
sure against hijackers. Our aircraft are all rated
at Mach 2 or better, and are under full human
control. Codelock Safeboxes™ protect dll but the
largest of our cargoes with armor to SP40. Self-
destruct is standard. A typical SPHERE operation
includes a netrunner or expert system fo check for
spooks, a driver/pilot, an ECM tech and a security
guard. On larger vehicles a weapon operator may
also be required. Crews differ slightly on air cargo
and LEO flights but operational copabilifies remain
conskant. '

While there is no standardized rate system

SPHERE...

_—

(threat, size, distance and mode of transport all
affect the cost of service), it is however, safe 1o as-
sume costs will fall within three basic price rang-
es. Low threat cargo costs about SOeE per kilo,
overland. Air Cargo starts at about 120eb per
kilo and LEO at 300eb {down) and 1500eb (up),
per kilo. Threat level increases cost by 2-50
times. Delivery distances greater than 6000 kilo-
meters double the price (except for LEQ travel).

SPHERE has offices in every maijor city and ar-
cology in the world (define major city as anything
aver 100,000 ppl.), with its headquarters in Cape-
town, Azania. Feeder service is available in all other
locations ot no extra charge, just call 0SPHERE-
CAAZ and one of our representatives will consult
with you free.

SPHERE. Expensive. Cocky. But the best. How
do we know we're this good? Our customers
keep coming back.

Background Notes: SPHERE became a reality
in 2004 when several antiquated courier services

(DHL, Roadway, etc.) were co-opted by famed



corporate raider, Peter X. In one of the most
wiﬁy televised corporate eliminations in history,
sixteen major stockholders were assassinated ot
the 2005 World Cup Soccer semifinals. (The
event was sponsored by Federated Transport, a
progenitor of SPHERE. In 2010, the company
was sold to the employees for an undisclosed
sum.)

This is not the only scandal associated with
SPHERE's checkered past. The company is sfill
trying to live down its nickname, The Blackball
Express, coined by a pirate vidchannel ofter a
highly publicized incident where a mid-level EBM
manager tried to mail himself to Haiti (ofter he
was blackballed and targeted for "retirement”).
The executive was delivered; he was even still
alive, and almost made it across the street before
he was retired (earning the corporation the sobri-
quet Blackball Express. The Company’s logo, a
black sphere, was not a help here).

SPHERE DRIVER / REPRESENTATIVE
INT6 REFB TECH6 COOL6
AIR 5 LUCK 6 MAS BOD7 EMPB

Swus;  Fomily+3, Awareneass+5,

_ Melee+2, Rifle {or SMG}+3,,
Drive+6, Pilot {varies}+2, Pilo{also:
variesi+2, Basic tech+4, |
Wilderness {or Urban} Survival+2,
Brawling+4, Athletics+4,
Education+3, Math {or Business
Sense+2 i L

EcurmeNt:  Sternmeyer S-10 w/50mds, Lt~ -

Armorjack, Notebook Computer,

Personal Commlink (asinC-

| TEAM), Delivery Vehicle {varies).

I Cyberware: Neural Processor with

| Vehicle-link, Dataterm-link, Plug
set; +1 Kerenzikov; Chipsocket;

Cyb-optics with IE, TE, AD, L.
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lifatime
escor
service

I¥'s a dangerous world out there. Everyone has
enemies, and no one has the time to watch them
all. Teday's security problems call for tough solu-
tions. For thousands of people, Lifetime Escort
Services provides the solutions for their day-to-

day security needs. And we can help YOU,

Our bedyguards and security teams cover nearly
the full gamut of armed force. From a sophisticat-
ed lady or gentleman companion [who won't
raise an eyebrow at that luncheon meeting); to a
full-time staff of uniformed bodyguards, capable
and obvious, LES gives you all the options Er]
personal security and peace of mi:j).

And you can count on us to be discrete. A single
escort can be disquised as a romantic involve-
ment, a long time friend, o persenal secretaries
or chauffeur. Or, if you preFer, an cbvious and
heavily armed personal Cyborg Attendant can
be provided. (Why does every nineteen year-old
netrunnier in the world think that it's really cool o
have your own full-on ‘borg as o deorstop?)
Most secu;?« needs are met by the
aforementioned options: the single escort { the most
common]; the three man team:; escort, driver, ECM
zreciolist, and the security squad (coordinator,
river, ECM specialist, technician, three escorts and
a netrunner). Daily rates run about 150eb/day
average for a single escort, with experts running
from 400-20,000eb. A three man team will start at
4000EB a day. A car will cost between 75¢eb (for o
basic sedan with no extras, like the T-C Omegga;
CP2020, pg.171) o about 500eb (for a limousine,
or a low-end APC}. AV-4's start ot about 800eb per
cay, A fully equipped security team with armored
vehicle {usually an armored van; SP20, SDP200,
tires SP20, SDP20, glass also armored to SP20. The




van seafs ten and is equipped with all-around firing
ports and o top haich with weapon mount.) Starts ot
2000eb per day for an average unit, As with dll
services, highly trained experts with big reputations
will cost a lot extra (4-20 fimes), Some discounts
may apply for larger groups but most local escort
services top out ot forfy operatives. Weekly retes for
the three options are $00eb, 2400eb, and
12000eb. An easy formula for weekly services is
buy six days, get the severth one free. The easy
monthly formula is half-off the fourth week. This sets
monthly rates ot 32006k, 8800eb, and 42,000eb.
Use the same formula for fong term vehicle rental.
These rates assume you poyonlgvr all room and
board. There is also usually a slight surcharge on
AV fuel and maintenance (long term renfals or
excessive use only).
| Local talent is critically important in security
work and as o nuﬁonwicﬂ; franchise specializing
in the use of local operatives, LES has the edge
over other out-of town security forces (if your
high-power, irnported Meat Boys don‘t know
whoat local trouble looks like, it makes their job
that much harder). For discretionary assign-
ments, operalives can also easily be brought in
from offices outide your region.

Conveniently accessed via Data Term,
through our franchised storefront operations, or
our high fech Regional Clearing Exchange Offic-
es— your local office is always nearby.

Reliable, bonded and discrete. Lifetime Escort
Service. Count on us,

AVERAGE ESCORT ($010) |
INT5 REF7 TECH5 COOL6
ATR4 MAG6 BOD7 EMPS

Skus:  Combat Sense+5 Awareness+3,
SMG+3, Handgun+4, Social+3,
Human Perception+4;
Intimidate+5, Elec.Security+3,
Personal Grooming+3, Wardrobe
& Style+2, Driving+4,
MA (judo}+4, Melee+d,
Streetwise+5, Fast Talk+3,
Education+2, First Aid+2, Hide/

Evade+3

Nasal Filters, Rippers, Cyberopfic
w/TimeSquare Plus and Vis. Rec.
chipware is good ideo; maybe
some Fashionware. Remember, the
bodyguard/escort is a people

person; having low/ne empathy is
usually a bad idea

CYBERWARE:

Eoupment:  Colt Alpha/Omega with silencer
and laser sight in shoulder rig w/3
" mags, HK MP-2013 with laser
sight in breakaway holster w/5
_muagozines, Monoknife, Tonfa,
Gibson‘Armortrench {SP14, EV 1),
Eji action jeans, Arasaka-Nike
TacTrainers.

WHEN YOU

When you need more than a man to do the job,
C-TEAM gives you more than a man. At C-
TEAM we supply top-of-the-line cybermercs for a
price you can afford. A team of six men will give
all the flexibility and force options of most units
twice the size.

Qur standard six man team consists of o
Team Leader {with over five years of experience,
guaranteed!}, a commo/ECM expert, three line
infantrymen (cross trained or chipped in a spe-
cialty you choose) and o heavy weapons expert/
certified demalitions tech. Most special equip-
ment is included. However, due to recent de-




mand, air-mobile feams have a slight surcharge.
Many ‘other types of cyber teams are also avail-
able. Air Cav, groun?support aircraft, full-
plated bodyguard teams, even custom operatives
made to order. C-TEAM does it all.

C-TEAM was founded in 2015 by Len
Carrington, a highly decorated officer in the U.S.
Air Force who hos served in cyber-ougmented
forces since the Pitiman 2 project in 1999. An
expert in small unit faclics and counter-insurgency
with over thirly successful missions in the Cenlral
American Conflicts, Carrington saw a definite need
for the kind of fough soldier that the big corpora-
tions would not employ. C-TEAM was his solution;
it's probably yours, foo!

To contact C-TEAM, just dial CTEAM-2NEB
on your local dataterm, or feel free to visit our

TEAMS e

fraining center in Omaha, Nebraska. Offices or
representatives are located in most American
cifies; no matter how remote your location, we
can have a team on duty in 48 hours (some
charges may opply, custom teams are exempt).
Periodically, supply exceeds demand, so make
your reservations early.

A standard six man leam staris ot only 1000eb
per day or 3500eb weekly with extra weeks as low
as 3000eb. Monthly rates oan start ot 12,000eb
and only 11,000eb per extra month. Air-mobile
units start at 12,500 per week plus fuel with a
skandard AV-4; a pilot and o technicion are dlso
included. Monthly rates start at 45,000eb flot rate,
fuel extra. Supply and Transport charges may
apply. All rates subject o availability. For custom
teams or larger units please call for a quote.

STANDARD C-TEAM LEADER {SOLO)
. INT 6 REF 10 TECH 5 COOLé6
AIR? LUCK5 MA6 BOD9 EMP2

SK]U.S Combat Sense+5, Aware+5,
Handgun+3, SMG+4, Brc:whng
[or MA}+3, Melee+2, Weap.
tech+3, Athletics+4, Riﬂe+d,
Stealth+3, Cyber tech+2, Exp:
tactics+4, Intimidate+2, Leader+3,
Wild. Survival+2, Heavy
Weapons+l

Equipment: Assault rifle w/15 mags, tactical
computer, Sidearm w/5 mags,
portable braindance unit, efc.

Neural Processor with
Boosterware+2, Pain Ed., Weap.
Link, Plug set x2; Chipsocket; Muscle/
Bone Loce or Graft. Musdle;
Nanosurg.; Cybroptic x2 with IE, TA,
AD, L; Gyb-audio with RL, SC, SE,
EH, LD; Cyb-arm x2 with THK, R,
MSR, ARM, RPH {right) andTHK, R,
MSR, ARM, GRP {lef) Cybrlog x2
with THK, RJ, ARM, GRPF Body
Plofing: SKUL, FACE, TORS

CYBERWARE;

HvY WEAPON/DEMO TROOPER  [SOLO) :
INT6  REF 11 TECH7 COOL8
ATR? LUCK7 MAS5 BODI1 EMP3

Sius:  Combat Sense+4, Aware +5,
Handgun+2, Rifle+é, Hvy.
wpn.+5, Demo.+4, Brawl [or
MA)+3, Weap. tech+4,
Athletics+3, SMG+2, stealth+1,
Exp: combat engineer+3, Oper.
Hvy. Machine +2

Eouw: Any SAW w/BOO rnds, or
Grenade Launcher w/25 mds,
SMG w/7 mags, demolitions kif
|ong range mu uitichannel enc
radiodetonotor, efc. ¥-serie Tneur

frame, Metalgear.

Neural Processor with
Boosterware+2, Pain Ed., Weap.
Link, Plug set x2; Chipsockei;
Naosal Filters, Independ, Air,
Adren. Boost: Muscle/Bone Lace;
Nanosurg.; Cyb-optic x2 with [E,
TA, AD, R; Cyb~audio with RL, SC,
SE, RD, D; [optional) Cyb-arm
with MSR, ARM, MML

CYBERWARE:




TEAMS
“"Meathoys are fine for
some things...like
getting perforated. If you
want survivability,
choose the Metal.”

Anonymaus C-Team Squad Leader

INT7 INT10 INT7 COOLS6
ATR? LUCK7 MA6 BODS EMP4

SwiLs:  Jury Rig+5, Aware+5, Basic
lech+5, Cyber tech+2, Teach+3,
Edue.+3, Electronics+4; ‘Weap.
tech+1, Elect. security+4, ECM+5,
Exp: commo+3 Exp: eryptology
+3, MGH1+3 Remote Sys Op.+3

Ecurment:  Assoult rifle w/10 mmgsf tactical
computer with arypto software,
electronic maintenance fools,
drone-contral tefminal {optional),

eybernefic repair kit{opfional),
weapon tool kiffoptional)

Creerware: As Team Leader without Ijne Cyb
: leg mods, addmg a special radio-
_Uphnkf ECM uniitin all leg spaces,
instead. No THK, RJ in Cyb-armns,
Radie/Cellular Booster Stafion”
(Interface #2, pg.19): full radio-
phone stahion, sal“capaHe the
equivalent of an Army backpack
radio. 160 hours eperation on a.
churge has p power-tap exfension,
signal-boosting fins; can be
attached to portable antenna,
Comes with standard channel-
jumping encryption. Uses all
spaces in one standard cyber|eg
2950eb. An equivalent efedromc
counter-measures emifter it

mounted in the other leg; 2650eb

COMMON TROOPER {SOLO}

"INT5 REF9Q TECH 5 COOL 5

ATR?  MA 5 LUCK 5 BOD 8 EMP3/4

Skis: - standard So|o career package with
g “dllat+4 .

Equ:pment‘ Assaultriffe w/20 mags, | RAW 4
| frag grenades, 3 smo]qte/ gos

grenades efe.

CratewaRe:  Same as feam leader without fhe
: Cybrlimb opfions: THK, RE:x2

Wolvers instead of GRP/ RPH: and ne
Musde,/Bone Loce or Grafted Musde;
Body Plofing: SKUL and TORS only:
Al members canry a persond |
commlink (with global pesifioning,
beeper), bayonet/ ity todl (M-9), E-
tool, field gear/supplies for 2 weeks,
anda weapon cleaning kit. Amor s
usually issued only 5 non- pIoIed

perscnnel,

| assure you

Mr. Henderson, one
squad will be more
than enough for this
operation. You want
the building standing
when it's over,
correct?”

Leonard Barton—C-Team contact Agent



Cyberpsychosis. A word that strikes fear into the
hearts o(Ff:rniﬁes across America. Each year, thou-
sands succumb o its ravages. Unfil now.

When your friend ar loved one finally goes over
the Edge, we can prevent the final solution. Cyber-
netic Intervention Services is one of the most experi-
enced innovators in the field of restorative interven-
fion techniques. As a wholly owned subsidiary of C-
TEAM International, we have more experience with
C-Psychos than anyone in the world. And if we
don't beat MaxTace, you get a full refund.

Capture is our first objective, but our services
don't end there. Our state-of-the-art Cyberpsychosis
Rehabilitation Center in Omaha, Nebraska, is one
of the finest in America. Upen recovery, your friend
or loved one will be immediately jacked into the fin-
est virtual world availoble. While their mind is being
healed by one of cur certified therapists, o team of
surgeons will remove the patient's cyberware and
replace it with real biclogical parts. Only the pa-
tient’s Neural Processor and coprocessors (if any}
will remain (CIS does not remave neuralware, infer-
nal organs, nanotech of any kind, or anything that
may cause harm to the client. CIS does not accept
any liability for cortex bombs or tailored binary fox-
ins). For o small additional fee, we can also install
T-Maxx “cyber liver” to limit the patients” use of con-
trolled substances. After a nine-week stay in our vir-
tual therapy and regen facility, we will deliver him
or her to you anywhere in the U.S.A

CIS is automatically available in any city with o
C-TEAM office, and con be on station anywhere in
the world in 24 hours, Our teams are fully-equipped
with o tactical vehicle (usually an AV-4) and  siate of
the art weapons and restraint equipment ( EMP gre-

nades, Static field nets, Gauss projectors and other
non-lethal equipment),

So when « loved one calls cut e you from the
depths of cybemefic addiction, call us. Cybemetic
Intervention Services. We Care, Because You Care.
Call us ot CTEAM-2NEB for o quote,

Game Background: A Standard CIS controct
calls for @ minimum charge of 250,000ek in the
Continental U.S.A. There is an extra charge of
50,000eb outside the Continental U.S. If you don't
have a verifiable credit rating, then pay up-front. If
you don't have the cash for a full rehabilitation, the
client can be captured and delivered to you (inside the
U.S.) for only 100,000eb. How you control them once
they wake up is not CIS's problem. If the rehabilito-
fion requires an extraction, then the cost triples. The
phrase, “at what price friendship” comes to mind...

QIS automatically co-opts the offending hard-
ware once a capture has been made. An astute cus-
tomer should ask for credit to the account for all cy-
berware removed (or the company will take it any-
way). There are no refunds; as a matter of fact, the
only thing that C-Team offers refunds for is a missed
target. As the confract reads, “If, for any reason we
fail to locate our client, or the dient is located and sub-
dued by ony other party, CIS agrees to refund the ful
amount within 24 Egurs."

Each eight man team has the same makeup as a
standard C-TEAM, with a variety of chipped skills,
and the extra equipment below:

EMP GRENADE (CHROMEBOOK 1, PG.47)
GRN O PRELECT, 1 T VARIES

These grenades are usually deployed s a rifle gre-
nade, or a limpet-type round. The Intervention Team

"WE CARE, BECAUSE YOU CARE."




is very cautious about using these, as they are al-
most as heavily-augmented as the client.

BIOTECH-ASKARI MOTION RESTRAINT BOMBS
EXOPPSPECIALT 1 UR

Every line rooper on & Team carries 3 or 4 of these.
TheZigger ‘borgs rip right out, but they're good for

subduing lesser psychos with a minimum of fuss.

SHARPWIRE NET UNDER-BARREL MOUNT
(INTERFACE #1, PG.26)

EX +2 NPNET 1 1 STD 10M RANGE 450£B /NET

A one-yse connister mounted under on assault rifle;
itkaunches & macro-filament wire net. If target fails
Dodge skill roll {or Athletics at -1), MA is reduced to
0. If an attempt fo escape is made using force, di-
vide farge's BOD by 2 {round up); apply this as
damage (1/2 armor, don't reduce peneirating
domage] s filament cuts in. I tanget uses cutting weap-
on o escape, it will ioke 12-REF in combat rounds.

PURSULIT SECURITY, INC. WEBGUN
{SEE WEAPONS SECTION, PG.37)

TECHTRONICA M-40 PULSE RIFLE

{SEE WEAPONS SECTION, PG.39)

GAUSS FELD PROJECTOR EX +2 N R MAG. FIELD 10 |

ST 10,0008

This weapon projects a magnetic field sirong

enough to disrupt the eledirical signals of the brain. It
is quite karge (200kg}, and is usually mounted on a
vehicle or set up in a frap. The shots are charges last-
ing about 30 seconds. Tﬁe disorientation lasts for
(BOD-?hle 0 minutes, If /Ihe target I::izlln rHulEe a .
Sirength Feator Dodge/E skill roll of 25+,
can throw himself out of ﬁm during the first sec-
ond of the shot {the chances of that are minimal).

WARNING: THE GAUSS FIELD UNIT WORKS ON
EVERYBODY—BE CAREFUL
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ORI

America: held hostage. Terrorists, psychopaths,
disgruntled employees, and the gangboy streels-
cum; they all hunt us relentlessly. You forget to
check the door lock one night and your children
disappear. You trust the security ot an expensive
hol’er and the maid kidnaps your top particle
physicist. Who can you call, when the spectre of
corporate kidnapping and terrorist extortion
threatens your family or business?

Call us. ORION—the Hunters. We use the most
tolented people in the extraction business fo do the
job right in any kind of “hestage-rescue” situalion.

Founder Orion Hunder is o decorated veteran
of SOG Panama and has served in over lwenty
successful extraction and hosioge-rescue mis-
sions. Shorly after Hunler's relirement, MA& F

Corporate Director Howard Merrill wos trapped
in his home by a group of the infamous “Iron
Sights” street gang. Assembling a dedicated
team of experienced solos, Hunter swiftly accom-
plished the rescue with minimal loss of life. That
team has become the core group that has evolved
into ORION’s efite cadre of experts; o team that
we can put to work for YOU.

In the rare event that ORION cannct handle the
type of operation thot you need (or you prefer to uti-
lize your own co exiraction teams), we can
still help. We maintain a worldwide database of op-
eratives and can construct any type of specialized
teom for you. Air assault—no problem. Under-
ground hideout—it's handled. At ORION we never
say die. ORION (and its sister companies; C-TEAM



and Cybemetic Infervention Services) have offices
across America. We can be anywhere, ready o go
in twenty-four hours, guaranteed. Contact us; ask
one of our efficient consultants fo take down all of
your information and compile a mission prospectus,
Once the victim is located, we move swiltly to

the planning phase of our contract. We keep you in-

volved at each step. Even though our mission plan-
ners are the best in the world, onlr u will be able
o tell us about the client. How wil PKZy react? Are

they expecting rescue? How can we prove to them
that we are on their side?

All mission':;re accomplished M;H:l;f:ete-o{l-jthe-
ort weapons vipment, An qer with on-
board trauma unim slr;ndard. When the mission is
complete, we can deliver the target directly to you,
anywhere in the world. Most operations are com-
pleted in less than 72 hours. Your associate or loved
one will be retumed to you safe and sound. We
guarantee it.

Initial investigation is only 10,000eb. Low-
threat rescues, like gang abductions and white sla-
very, start at only 20,000eb (Confinental U.S.) and
30,000eb (Western Hemisphere). Some missions
cost mare, but all are tix-deductible,

Game Notes: Although Orion's "hostage recov-
ery" pitch sounds aliruistic, the flip side is that they
also specialize in corporate kidnapping as well (this
is as bold as a company speciclizing in extraction
can be and still operate legally). Why go fo this kind
of trouble whenct)ﬁ: big corporations, like Arasaka,
have their own black ops teams? If's simple; Arasa-
ka won't take outside clients. No one in Comporate
America wants fo admit that they aclually perform
extractions on a regulor basis, They certainly aren't
going to risk their reputafions for a third party.

Deniability and secrecy are very important in
high-level extraction, and most Corporations work
outside through services like this one. The best oper-
atives are freelonce and they don’t work cheap.
They live in the shadows, wark through double cut-
outs, and stay invisible. Most of the time the Corpo-
rations consider them a necessary evil, but paranoia
rules. A full biosculpt after every mission does won-
ders for your survival, :

If you really want fo extract o “Top Man,” you
had better have deep pockets; these aperations cost
between 1.5 and 2 million eb depending on the tar-

TEAMS

get and the threat, Terms will dictated in extreme se-
crecy and through many levels of cutouts. You won't
see these people or talk to them. You won't pay
them until delivery. You'll probably only talk to their
fixer’s fixer. Youl'?ll pay them in gold or other stable
hon-currency.

They won't even leave o footprint in the sand.

TEAM LEADER (SOLO)

INT 9 REF 10 COOL 9
TECH6 ATR 8 LUCK &
MA 8 BOD 10 EMP 5

Skills: Combat Sense+7, Awareness+6,
Handgun+4, MA (Aikido)+6,
Meleet+4, Weap. Tech+3, Rifle+3,
Athletics+6, SMG+5, Stealth+7,

| Exp: Extraction+4, Streetwise+5,

Exp: Tactics+4, Leador+6, Eledt.

Security+4, Endurance+4,

Social+3, Wardrobe/Style+3,

Grooming+3, Dedge/Escape+4,

Hide/Evade+7, Education+d4,

Math+2, Corporate Policy+4,

Business Sense+3 [ Corp. Policy

and Busin. Sensc skill are in Solo

of Fortune, pg.31]

Cyberware: MNeural Processor w/Vehidle,
Smartgun, Datatern finks;
Speedware +3, Tackle and Olfac,
boosts, Pain Ed., Plug Set x2;
Chipsockel; Skinweave and
Lifesaver weave, Musc./Bone
Lace, Tox. Binders, Nanosurg.

Equipment: Nolebook computer, cellular
phane, Arasaka WSA smartpistol
w/silencer and 3 extra mags,
Smantgoggles w/Targeting and
Low“gfﬂ; Commlink, Tonaio Suit
w/ matching briefease, Kendachi
Sword Cane, low impedance
interfucecables, Metalgear,
Militech Smart “Bulldog” CAW w/
5 mags{saboted slug)




TEAMS
" They Kidnapped my wife. By the

time | called Orion and got her
back, she needed a full body
rebuild. So | hired Orion to get
the terrorists out of a Mossad
prison. And hand them over to
my wife and her bodyguards..."

' BASIC OPERATIVE (SQ10)

_ ,.'.CYBERWAléE Neural Processor with We-:: Llnk

—An EBM Manager
MEDTECH ’ |
INT8 REF8 COOL8 TECHI10Q
ATIR5 LUCK6 MAS9 BOD8 EMPé

 Skus: Medical Tech+8, Aware. 46,
Diagnose+8, Education+6,
Cryotank Cps+8, Library
Search+6, Pharmaceuticals+5,
Zoalogy+3, Cyber tech+&, First
Aid+5, Biology+6, Exp: Loyalty
Dewces+6 5MG+3 (chlp]
Melee+3 (ch|p) - Surgery+4
{chip), Stealth+3 ( ip), Basic
tech+4lchip)* This skill speciclizes
in the devices implanted fo prevent
disloyalty/extraction

Cyveerware:  Neural Processor with all finks
except Cybermodem, Tadtile
Boost, Plug Set x2; Chipsocket;
Skinweave, Tox. Binders,
Nanosurg.; Cyb-hand w/Medical
Module {Inferface#2)

Eourment:  Malorian Smart SMGw/5 mags,
Commlink, MedicGear combart
med armor, Smartgoggles
(IE,AD ME,TH options), pqrtcble
trauma unit and cryotank (in get-
away vehide), interface cables

INT7 REF10 COOL8 TECH7 ...
ATR7 LUCK6 MAB BOD10 EMPS5

Swais: Combat Sense+ 5, Aworeness+6
Athletics+5, chdgun+3 SMG+4
Rifle+&, MA(Thu|}+5 Me|ee+4
Weap. fech+5 Stealth+6,

_ Endurancei-:i Basic iech+3

. Streetwise+4, Groomm +2
Wardrobe+2 Educc:hon+2
Mc:l'|1+2 :

Plug Set x1; Chipsacket; Gruﬁ

Muscle Rlppers x2

EcurMent:  Metalgear, commlmk Smaded
FedArms Lt. Assault-15w/10
mags AP ammo, 4 Dazzle, 4 Frag,
4 Sonic, 2 EMP grenades

NETRUNNER

INT10 REF? COOL8 TECH?
ATTIR7 LWUCK7 MA6 BOD7 EMPS

Skws:  Interface+8, Aware.+8,
Sys.Know.+8, Compasition+é
Program«+?, Basic Tech+5,
Electronics+5, Cyber Tech+5,
Cyberdeck Design+7,

Education+6, Math+6, Elect.
Security+6, SMG+3 [chlp)
Stealth+4 (chip}, Grooming+3,
Wardrobe+3 (chip), Exp: Computer
Systems (mainframes}+ 4 {chip)

Cvaerware:  Neural Processor with oll links, Plug
Set x3, Pain Ed., Tactile Boost,

Speedwa re +3
Eourment:  Cybermodem Utility Suit with

custom cellular combat deck,
armor t-shirt, mefalgear (|egs]
backup custom portable

deck,Viper SMGw/5mags -




“Why do cll the Meat Boys get the credité Sure, they
got smariguns, but they haven't got the right smarts.
They can pull frigger on a guy, or even ciunch of
guys. They don'thave any redl power. | do; 1 can
make you wish you were dead. | mean, we're sitfing
here in this nice cafe, havin’ teq. In about three min-
utes, | can make your car, your wife, your Cred-
Card... disappear. PHt, gone, see yo'. We can do
anything and you can't even fouch us. Sure, you can
do me, but the Joks will know and we lock ug:r our
own.” She ends the diatribe to light a cigarrefte.

" The Net is a wild place, a

wilderspace/ So much can
happen in the ‘face/ The
speed of it, the light of it/
My brain disintegrates hit
by bit/ IN...THE...NEL..”

"IN THE NET”, THE SINNTHETIKS FROM THEIR
DISK CHAINSAW INTERFACE, ©2018,
INTERROGATION RECORDS.

You really didn‘t think your boss was serious.
You are sitting across rKe table from a skinny girl,
about sixteen year sold. Her fechhair is iridescent
green ond she wears this ugly blue armerjack
with a picture of Gibson on it. Her six plugs make
a neat row across her forehead. Your boss needs
a shrink. This kid doesn’t stand o chance of
breaking the other guy. She probably watches
too muc?n vid. But hey, you're sitting here, so let
the kid feed you her pilch....

“So this run, you got a shopping list or you
just want | should crash the system. Hey! You lis-
tening?” You turn your datacase around, show-
ing her the screen. She blinks a couple of times
as she looks at it, then you hit the erase macro.
“This is gonna take some time, The files are ease
but that ‘frame has prefiy thick ICE. I’'m gonna’
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need 15K up front for software. The balance will
run you, let’s say 145K on delivery.”

Yeah. Right. You smile. “No Zeol,“ you say.
"The price is 100K on delivery, take it and that's
that. The time frame is sixteen hours. Seventeen
and the deal’s off.” |

She looks for a moment at you with eyes that
seem inhuman, then she speaks. “Check. Sixteen
hours, but the price just became 150K, Time is
money. Without a day to plan, this is gonna’ be
a stone bitch.” She gets up and sticks out her
hand, you nod and smile, shaking it. “By the
way, this whole mesting has been recorded,” she
says. "Try to stiff us ong you get to become a
deniable asset, on national television.” As she
walks away, you smile to yourself, The boss gave
you a budget of 200K; if she pulls it off you are
going o have a great vacation.

Meeting an AUTOJOKS rep is probably the
toughest part of a desperate execuive's life,
These people don't ucK:-rﬁse. They don't take out
adds on the DataTerm. According to most fixers
they’re @ myth. The truth is—no one wants o
know the truth. That a syndicate of subzero
neferiminals are hiring themselves out to the
highest bidder.. 100 freaky. But if you know the
right kind of pecple (and ask cbiuse enough

questions) you might get a call in the middle of
night. A call not logged on your (or anyone
else’s) monthly hill. A call that will get the job
done, for the right price (Ref's call). |

Not quite a gang and not quite a mafia: AU-
TOJOKS.

The network sprang up a year ago, or maybe
two. Some young kid was nervous uiout his first
tun. They say he asked an older Netrunner, some
qguy he once worked joeboy for, to keep an eye
out. When the kid disappeared—so did the
client,

An idea was born. Things are geffing pretty
fight now. Watching over each other in a kind of
voyeuristic way. This isn’t all “hearts and
flowers;” everyone gets a cut, Older runners
sometimes coordinate several contracts with the
same company, cutting costs. Most AUTOJOKS
sleep soundly. Sometimes being alone can really
stink. Now, they never have toie.

Not all netrunners are AUTOJOKS. Most
don’t want to be that connected to other peop|e.
Some are asked and some just find their way. A
side notfe: a new vid show that glorifies netcrime
is gefting decent rafings on 54. It's called AUTO-
JOKS; poser gangs are popping up already.

No camouflage like pUE icity,

A TYPiCAL AUTOJOK (YEAH, RIGHT)

Cynerwage:  Neural Processor with all links ‘

INT 10 REF7 TECH @ except Smartgun, Kerenzikov +2,
COOLY ATR 5 LUCK 7 Tactile Boost, P|u%|(set x3, Pain Ed.
MA 5 BOD 5 EMP 7-4 (option); Chipsocket; Digit.

Recorder, Contracept. impl.,

Skiis: Interface+é, Aware.+6, Basic various Fashionware {usuall

Fortune, pg.31]

tech+4, Educ.+4, Sys. Know.+7,
Cyberdeck Des.+7, Compo-
sition+5, Electronics+6,
Programming+6, Math+4,
Library Search+6, Streetwise+4,
Wardrobe and Style+4,
Culture+2, Elect. Security+3,
MA (Tai Chil+4(chip),
Handgun+4 (chip), Melee+2
(chip}, PhotoRAM chip, Stress
chip, “Fish n’ Chips” «
chip[Culture skill is in Solo of

EouipmenT:

Techhair); Cyb-optics x2 with ME,
IE, TS Plus, Vid. Imager. Some
have Cyb-legs x2 {orbital crysial)
with ARM, custom CMD, LCD,
HOL, TOLF (right), STDF {left)

Aton of programs, Eji Armorjack
SP14, Chanel handbag, Arascka
WSA pistol {in leg holster}, spare
magazines {in bag), CredCard,
three complete passports and two
driver licences, Frag grenude, d
great deal of random junk.




TOTAL CONVERSION FOR THE TOTAL CYBERPUNK

“There | was, irapped on the third
floor of the burning apt-block—thick
smoke and fire e |
couldn't tell which way was out. A
blazing section of ceiling had fallen
on the last fireman who tried fo res-
cue me. I figured | was bumnt toast
for sure, ready to flatline. Suddenly,
the burning wall to my left exploded
as a metallic form charged through
it. Emergency lights flashed on its
shoulders, and it marched siraight
through the inferno surrounding me.
No foolin, choomba, this thing just
scooped me up like @ mother collec-
ing her kid. Before | knew what was
happening, it leapt out the window
and we huriled o the ground.
When | came fo, it told me that her

name was Samantha.”

—Johnny Silverhand.

“Full Conversior—because
sometimes meat just car't cut it.”
—Adverfisement

R,

org is a four lefter word. As early as 2005,
various military forces were experimenting
with fully cybemnetic body conversions. i
was during these early experiments that “Cyberpsy-
chosis” was first identified and diagnosed. In 2020,
“full borgs,” as they are colloquially referred o, are
becoming an increasingly common sight. Consiruc-
tion workers, fighter pilots, space expEarers and
even firemen are opting to supplant their human
bedies with mechonicrr'j replacements which will
help them do their jobs better. The full potential of
this technology has yet fo be redlized, but becoming
a full borg is far from a standard procedure.

Such a conversion is the ultimate step in cy-
bernetic enhancement. By supplanting a skeletol
system with a metal endoskef;fon inferlaced with
a myomar fiber musculature, incorporating fully
cybernetic limbs and covering the enfire bod
with armor, you can become the “classic” cyborg
of science fiction. A full borg con lift and throw o
small car, tear down brick walls with his bare
hands, and walk through machinegun fire. His
body has effectively been fully replaced, giving
him all the equivalent abilities and structural
damages of cyberlimbs and more. He is rein-
ForoecP:nd armored, with a full body SP of 25.
His cybernetic nervous system and interlaced syn-
thetic muscle fibers give him incredible reflexes
and movement speed. Heavier combat models
also utilize electromagnetic pistons, commonly
referred to as “Hydraulics,” which are stronger
and faster. A combat borg is almost unstoppable,
capable of withstanding massed machinegun fire
and light anti-tank weapons. Full borg conver-
sions are still rare {and frequently illegal) new-
tech. One reason for this is that by the time the




arduous and expensive process
is over, much of the intangible
*humanness” of the persan is
lost, sometimes creating a cold,
merciless, machinelike person-
ality. Physically specking, the
character becomes so “unhu-
man” that he takes Structural
Damage Points rather than
wnunc? damage.
There is some hope for those
who undergo full conversion. ..
because full body replacement is
rformed all of once, there is
r:ss trauma to the individual. Ifo
person were ta get all the compo-
nents of a full borg separtely,
she/he would sulir a massive
loss of humanity [usually over
100 HC!) This is because there
would be several operations, re-
peated physical and psychologi-
Cﬁl frauma, and o Hs::ri of "slové
chippt atthe an
ool ofthe patiert. ARl bor
conversion, however, is an all-in-
one procedure which is less like
an operation performed on the
body and more like a fransplant.
In such a case, the patient’s
brain, a portion of the spinal
cord, and the few organs which
cannot be replaced (collectively
known as the “Biosystem”} are
ransplanted info a “robotic”
body, Most of the functions per-
formed by internal organs (such
as a digestive fract, lungs and
heart] are token up by cybernetic
analogs. For instance, the lungs
orehlreploced v;irh a high-efficien-
iiiration and oxygenation sys-
Zm; for this reuso?:% full borgylss
immune to any kind of gas. In
fact, a full borg has o pressurized
air storage cell which it “charges”
twice a c?uy, eliminating the need
to breathe almost entirjy. The

- FULL BODY REPLACEMENT

case is similar for ecting ond
drinking, although for psycholog-
ical reasons all full borgs are ca-
pable of regular eating (it is un-
avoidable that most hull borgs
cannot engage in sexual achvily
or have children}. For psychologi-
cal reasons, o full borg must
sleep ond is not normally oble
turn off his sense of touch — thus
they are susceptible to pain (but
many have built-in Pain Ediiors).
Being mechanical in nature, a full
borg body cannet heal domage
without repairs. Full conver-
sion imparts improved physical
capabilities {(supplanting the pa
fient's original REF, ATT, MA &
BOD with new ones based upon
the fundtions of the bodyl. Addi-
tionally, full borg bodies have

many option spaces which can
accept any of the standard cy-
berlimb options and many new
systems,

Although ull borgs enjoy
massively increased physical
abilities and the capability o to-
tally customize the gdy, they
have some serious disadvantages
as well. Aside from the obvious
humoniz casts, full borgs (some-
imes reterred fo as “Metal-
heads”] suffer from o sirong so-
cial stigma against them. Many
pecple are fearful of their poten-
fial for cyberpsychosis, while oth-
ers are jealous of a Metolhead's
physical copabilities and per-
ceived welth. {Full borgs have
many more job opportunities
than normals because of their
bodies, which are quite
simply...superior.} Although
opinions vary, most full borgs
find themselves the victims of dis-
crimination and prejudice—this

has resulted in o sort of brother-

hood among borgs, which is not
always understood by others
[some see it as a secret club or
conspiracy, leading fo more fear
and Eufred}. For obvious rea-

sons, every cify’s C-SWAT divi-
sion requires all full borgs to reg-
ister (see page 64 of Cﬁ:erp:iﬁ(
2020 "Registered Cybers”), and
often corporate sponsorship is
also needed for complete legiti-
mization,

Corporate sponsorship is,
in fact, the most common route
for attaining a full body conver-
sion. Many corporations will
offer a contract for full conver-
sion to those who satisfy the ex-
fensive screening and festing
procedures {which are strue-
fured to determine psychologi-
cal profile and stability—usual-
ly o minimum EMP of 8 is re-
quired fo pass these tests). A
corporation will offer an em-
ployee a full body conversion
on a 10- to 25-year basis, dur-
ing which time the employee
wﬁl be able to perform ot fan-
tostic levels, thereby making the
corp o lot of money. Once the
contracted time has expired,
the employee has the option to
keep the body or have it down-
graded to a “naturalized” body
(one that is more human in ap-

rance/ function). There have
E‘:gn rumors that the best borgs
can have their brains trans-
planted to clone bodies affer
their term of service. Corporate
[or Military) sponsorship can

e chosen as an option in char-

acter creation similar to sellin
out (see Cyberpunk 2020 pg.
83-4), but there is only a 20%

chance that you'll be given o
full borg body. (No luck can be



added to this roll, so don't any event, whether you have human brains in robchound
skimp on your stats, because if  sponsorship or get a custom bodies. Even more speculative
you don’t get the body, you're  body, the transplant tion  and exotic is the rumor that Mi-
stuck with your original one. hos a Surgery Code of 2x CRiti-  crotech can electronically trans-
You only get a basic body, and  cial (see Cyberpunk 2020p.70  fer a mind from a human body
all options must still be poid for more on surgery]. info a borg housing an implant-
for.) Although most borgs are are rumors on the ed clone brain, These rumors
corporate or milifary creations,  sireet of exotic experiments fo-  are unconfirmed, but many ex-
there have been o few cases of  cusing on full body conver- perts say it is possible. The im-
“street” Borgs—most of these sions, and they arent prefty. In-  plications are enormous...

jobs have been sloppy andun-  terchangeable braincases are o Note: We tyou use
reliable (0s well as being psy- realiryr{.ﬁwough rare), butthere the Therapy rules from the Exofics
chotic and short-lived). Once in  are supposed to be projects in-  Section (pgs.101-102) with these

a blue moon, a custom borg
does show up, but they are in-
“credibly rare and expensive. In

volving inserting such braincas-
es info fanks and fighter planes,
and there are even rumors of

conversions. HC for high Stats or

special Options is marked by as-
ferisks: *N*

TOTAL-BODY CYBERWARE:

To illustrate the point of how a Full Borg is made, a list has been provided showing the rekative costs (in
Humanity and Evrodollars) for the component parts of a fofal cyborg

InorvinuaL ComponenTs HC Cost
Meural Procassor {required) D6 1000eb
Interface Plugs (ossumed) 1Dé 200eb
Cyberoptics {no oplions) 2D6/2Dé 500eb/500eb
Cyberaudia {no oplions) 2Dé 500ek
~Heapware Torar- -8Dé- -2,700¢e-
Cyberarms {basic) 2D5/2D6 3000ab/3000eb
Hands [stondord) 0/0 150eb/150¢h
Arm Armor (SF25) 0/0 250eb/250¢b
Cybarlegs (basic) 2D6/2D6 2000eb/2000eh
Feet {siandard) 0/0 200eb/200eb
Leg Armor (SP25) 0/0 250eb250eb
“Craerivns Totar- -8Dé- =11,700¢e-
Cowl (skull SP25) 1D6 200=b
Faceplate (face SP25) 4Dé 400eb
- Torso Plale (torso SP25) 1)) 2000eb
Booy Pums Towu- -8Dé6- -2,600¢-
Booy Repacement®
(H30/T40/5P25) 8Dé (was 5Dé) 20,000eb (was 8,000eb)
~Reruacemen Totat- -8Dé6~ -20,000a-
Torauep Seramate Cosrs -32Dé- -37,0005-

The list above covers ll the basic components required to moke o full borg. The “Body Replacement™ is niet o standard cy-
bemetic item — it is only availoble as port of o full borg conversion. However, for reference’s sake, it has been itemized in
the complete list. Compare these costs o the Alpha body which represents a basic full borg conversion.




s~ FULL BODY REPLACEMENT
the body, all the physical functions (oxygenation,

A L P H A c L A s s digestion, blood circulation, etc.) of the body are
performed by cybernetic compoenents. The inter-
InTErnATIONAL ELECTRIC CYBERNETICS nal systems of an Alpha Class body consist of a
FurL CYBERNETIC CONVERSION cybernetic nervous system, an alloy endoskeleton
actuated by a myomar fiber musculature, and a
4 o o o ° EB covering of an uﬁ'ru-hghr plofing of woven car-
ol bon-beryllium fibers in  plastic base. The
Alpha Class body’s physical abilities are
easily equivalent to the human moximum,
with strength and lifting power being
even higher. Because the cybernetic re-
construction is so complete, an Alpha

Class body takes Structural Dam-
uge Points rather than wound
amage.

Aﬁhough an Alpha Class
{or similar model) body
comes essenfially “stripped,”
(except for Interﬁlce Plugs, of
course} it has many option
spaces to accept subsystems

for customization. Most cus-
tom-built or otherwise non-cor-
porate/military bodies will be
similar to an Alpha Class, with
assorfed options built-in o serve
the patient’s (or creator’s) own pur-
poses. Similarly, when an individual
manages fo get together enough
money to buy himself a full body con-
version, he will usually get an Alpha
Class body with o customized suite of
options (such as improved physical ca-
pabilifies, sensors and weapons sys-
tems, aesthetics and stylization, efc),

IEC, os one of the largest and most success-
ful manufacturers of cybernetics in the
world, offers many full con-
version packages. Their “Al-
ha Class” is considered to
Ee the industry standard,
and as such can be regarded
as one of many “gener-
ic” designs. Similar
models are also of-
fered by Raven Micro-
cyb, Cybermatrix Inc,
Militech Cybemnetics
International, Dyna-
lar Technologies,
and Noeveltech Ltd.
Elompioserl:l olf clurlu-

e, ultra-light poly-
ceramics, foamed al-
loys and other hybrid
materials, an Alpha
Class body is designed
to bear a strong resem-
blance to the human
form. It is anthropomor-
phically structured to in-
tegrate with standard hu-
man ergonomics with little
or no difficulty. Following
this design concept, an Al-
pha Class stands about 66
tall, weighs approximately
350lbs, and is built like a
linebacker or world-class
bodybuilder.

Once a patient’s brain is
transplanted into the head
and the few required bio-
systems are wired into @




ALPHA CLASS PHYSICAL STATS
Rerex: 10
Arracyveness: NA
Movement Auowance 10
M/tum:  30m MPH: 20mph
Jumplupl  ém (broodk 8m

Boov: 12
Lifi: 480kg Threw: 120m
Damage Mod:  +4

Hano-1o-Hanp:
Purch: 1Dé+4 Kick:2Dé+4

OPTION PACKAGES
Sensor Oplions:  None instolled
Weopon Subsystems: None insiolled
Other Options: Mone insialled

PHYSICAL STRUCTURE
Heao
SP. 25
SDP: 20 {disabled), 30 |desiroysd)
Options [Opiic): 4 &4
Opfions (Audio): 6

RicHT Arm W/ HAND Torso Lerr Asm w/ HAND
SP; 25 Sp 25 5P: 25
SDP: 20/30 SDP: 30/40 SDP: 20/30
Options: 3 Options: 4  Opfions: 3

RicHr. 2 w/ FooT Lerr Lo w/ roor
SP: 25 SP- 25
SDP: 20/30 SDP: 20/30
Opfions: 2 Oplions: 2
TOTAL PACKAGE COSTS

Evrodollars: 40,000
Humanity Cost:  16Dé

AQUARIUS

DynaLar TecHNOLOGIES

 F E N RN EAEENNNEEENNNEENENEEENNENENENEENENNNEREENE RN N NN NENNNXRN ]

Sup~-MARINE FuLL CONVERSION

50,000cs

The only way to dive deeper than Bryan LeShawn
{who dove io recol;d lié;igfeeton.luly 13, "
2011) is with Dynalor T jes’ “Aquarius”
body conversion. Designed for use in underwaler
environments [both fresh and salt water), Aquarius
is superior to any diving system. It is idéal for un-
derseo exploration, mining, aquaculture, construc-




FULL BODY REPLACEMENT

Don't let your frail, organic frame
keep you from exploring o bold new
frontier. See another world—with

your body as your vessel... Aquarius

—Advertisement

tion, and covert operations. Endorsed by the Coust-
eau Society, the LS. Navy SEALs, the Hydrosubsid-
ium and OTEC; Aquarius con operate underwater
for up to 16 hours, and ot depths of up fo 16,000
feet! Remember, it was an Aquarius cyborg that ex-
plored the Marianas Trench!

The Aquorius is built using corrosion-proof ma-
terials, and is waterproofed to protect all inferndl
systems. The body is carefully weighted for neutrol
buoyancy (its density is equal to that of water), al-
lowing easier maneuvering. Rather than using the
standard oxygen cell, Aquarius employs a sljid ox-
ygen battery which must be recharged approxi-
mately every 16 hours, lis mofive system forgoes
standard myomar technologies, instead using a
high-speed hydraulic system, which has fewer difh-
culties than myomars when submerged, and boasts
a higher strength factor. Supplementing its normal
locomotion, Aquarius has a set of minialurized
"eaterpillar” drives for high-speed propulsion. These
eleciromagnetic engines [manufactured by the Hy-
drosubsidium) charge and propel water through
their lengths, granting high speed and energy effi-
cency with minimal audio signature or pollufion.

To beter function in the dlien environment of the
deepest waters, Aquarius has several specialized
sensor systems. In addition to the standard audio-vi-
sual array, a powerful head-mounted Sonar system
allows accurate ranging and detection out o Tkm.
Built into mullipesitionable housings in the shoulders
are two 1,000,000-candela spoflights, capable of
penetrating the murky depths up to 100m (depend-
ing on conditions). Communications is provided by
a long-range, ULF muliichannel radic link {range
50km) so that contadt can be maintained with the
surface and other units. For defense, Aquarius fakes
after the Electric Eel, being copable of charging its
hull with @ high-voliage electric current; fio need fo
worry about shark afiacks!

AGUARIUS PHYSICAL STATS
Ree 10 [- 70 RerExes WHEN SUBMERGED
GMcan)
Arracrveness: NA
Movemet Auowance: 10 [1/2 MA vy susmeraep)
M/tum:30m/15m  MPH:20mph/10mph
Jump {up):6m/3m  {broad):8m/dm

Boor: 15°6°
Lif: &00kg  Throw:150/15m underwoier
Domoge Mod:  +8

Hanp-1o-Hane:
Punch:1D6+8 Kick:2D6+8

PHYSICAL STRUCTURE
Heao
SP: 25
SDP: 20 {disabled), 30 {destroyed)
Oplions {Optic): 4 &4

Options {Audic): 4
RiGHT Arm W/ HAND Torso LerT ArM W/ HAND
SP. 25 SP. 25 SP. 25
SDP: 20/30 SDP: 30/40 SDP: 20/30
Opfions: 2 Options: 2 Options; 2
Rt Lee w/ roor Lerr Leo w/ root
SP- 25 5P: 25
SDP: 20/30 SDP: 20/30
Opticns: 2 Opiions: 2
OPTION PACKAGES
SENSOR OPTIONS:

Sonar - Tkm range. Note that if a full power Sonar pulse {*Ping”)
is direcled ot a human ot dose range {20m}, the person must
make a Stun Save of -2 or be deafened & disorientsd for 1D4+3
full combat turns. This enly works underwater, *2°

Spotlights - 100m range, varies depending on conditions. Nete
that used at close ranges, con funclion in the same way os
a Dazzle grenade [blinds for 4 turns). This only works above
waoler. *2*

WEAPON SUBSYSTEMS:
Elactrified Hull - A cantact waapon which will do 104+2 in
electrioal bum domoge and also requires o Stun Save al -3, This
electrifies the entire surfoce of the borg. *1°

OTHER OFTIONS:
Caterpillor Drive - Maximum speed is 30mph (MA 15) underwaler.
Being eladirically powered, these have nc maximum range ar dura-
tion. These only work underwater! *2°

Long-Range Radio - Range 50km, with 10 channels. *2*
TOTAL PACKAGE COSTS

Eurcoowsrs: 50,000
Humaany Cost:  18D6+2 (16D6+14)



COPERNICUS

CyBermATRIX INCORPORATED

Seace=-Use FuLt ConvERsION

60,000:s

There is no environment more hostile than the
cold vacuum of space. Radiation constantly bom-
bards those who venture outside of man's fragile
artificial hobitats, and many have fallen prey to
the unique accidents of an orbital environment.

- Cybermatrix Incorporated offers the Copernicus

" body conversion to make you a native inhabitant
of the final frontier. From EVA construction fo
deep-space exploration, Copernicus is the ideal
body conversion,

As a standord feature, this body is fully pro-
tected against radiation, EMP and Microwaves
with fully-shielded moterials and hardened elec-
tronics; cosmic rays and eleciromagnetic storms
are no threat to Copernicus. In addition, all ex-
posed surfaces are highly reflective so os not fo
absorb heat from the glaring light of the sun’s
unobstructed rays. For added reliability, Coper-
nicus’ reaction time has been increased beyond
the normal human threshold, making it possible
to avoid or avert those zero-G accE:?ents which
can occur in o split-second. Becouse of the
unique nature of Full Borg biosystems, minimal
reconstruction was required to make this body
fully vacuum-proofed; a 12-hour stint of EVA is
standard for this cybersystem {after which fime
the borg must Leturn fo a humc:n-f'rierdhr envi-
ronment to recharge air). An interna SC

ives excellent barlg:nce and |&ve|—hea3&y£ﬁes:fe
gespite the lack of any kind of “up” or “down.”

By no means a helpless observer, Copernicus
can do much more than simply survive in space:
36 micro-verniers are clustered across the
in refractable housings, enabling this Full Borg to
perform maneuvers without needing to push off
against any surfaces (this effectively adds-+2 to
Zero-G Maneuver skill). A central fugl storage

, which is loaded infe a recepiacle in the

rg's lower back, allows enough fuel for 12

FULL BODY REPLACENENT e

hours of EVA maneuvering. In addition to these
maneuver rockefs, Copernicus has one main
thruster nozzle built into the back of the upper
body: this compact racket-propulsion system {us-
able enly in zero-G}) can grant acceleration of 5
melers per second squared (or an ever increas-
ing speed of about 10mph per second). Its re-
placeable solid fuel supply Eas enough fuel for
20 seconds of burn, giving Copemnicus the abili-
ty to get up to 200mph if it's re-
D ally necessary. Just in
case, a 20m grapple-
line with an Electro-
Stick Pad (fired by a
™ spring-launcher) is
B8N housed in the left
X arm, for
secure
tethering to
metal sur-
Fai:esgl For
afiery FElQDIS
F.k.'" traction
and stability
inside orbital
{ habitats, electro-

Copernicus’ au-
7 diovisual sensor suite is
/" also specially adapted for
space. Most notable is the
radar sensor module, whose
receiver antenna is

housed in the
N chest, with the
signal emitter
shoused in the
{ forehead. This
high-power
sensor has a
. W  2km range,
jC—\ giving the
{7 Full Borg
i an un-
paral-
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leled awareness of his environment. A radio link
is spliced into the audio systems, and both optics
are fully protected from bright lights with integral
flare-compensation capability. A radio beacon
with a 100km range is also standard, in case the
borg gets separated from his station. To enhance
visibility in the blackness of space, two
1,000,000-candela spoflights are built into mul-
ipositionable housings in the shoulders.

In addition to, all these necessities, Coperni-
cus is packed with additional features which
make this Full Borg the equal of any Space Suit
or Work Module. Although this body’s legs can

erform all the normal functions that those of the
Euman body con, they can also act as a supple-
mentary set of arms. Copernicus” legs are literal-
ly double-jointed, and the feet can unfold into
rudimentary hands, the foes extending inlo fin-
ger-like digits which can manipulate objects.
These duaEpurpose limbs can act just like ams,
but at o -3 pendalty to reflexes due to their inferi-
or dexterity. Another utility is the 3-shot Goop
Ball launcher in the right arm, whose spring-
launcher has a 10m range. Goop Balls are ping
peng sized plostic spheres filled with a fluid
whii can harden fo patch holes up to 2 inches
wide in structures. For convenience, the left hand
has several tools useful in zero-G, allowing
many small repairs to be done without any addi-
tional equipment. :

COPERNICUS PHYSICAL STATS
Repex: 11 *2°
Amacrveness:  NA
Movement Auowance: 10
Mftum:  30m  MPH: 20mph
Jump{up):  6m (broad): 8m

Boov: 12
Lifi: 480kg  Throw: 120m
Damage Mod:  +4

Hanp-ro-Hanp:
Punch:1Dé+4 Kick:2Dé&+4

PHYSICAL STRUCTURE

HEAD
s 25 iy
SDP: 20 [disabled], 30 [destroyed
Options [Oplick 3 &3 '
QOplions {Audio): 4

Riair Asm w/ HanD
SP: 25

SDP: 20/30
Optiens: 2

Lerr Arm w/ HaND
SP: 25

SDP: 20/30
Options: 1

Torso
SP: 25
SDP: 30/40
Options: 0

RicHT Les w/ Foor

SP: 25

SDP: 20/30 SOP: 20/30
Qptions: 0 Options: O

OPTION PACKAGES

Lerr Le w/ rooT
5P 25

SENSOR OPTIONS:
Radar Sensor:  2km range, *1°
Radio Beocon:  100km range. *1*
Fare Compensation:  Works just like Anti-Dazzle. *1*
Spotlights:  500m range.
Nole that when used ot dose ranges, can kunctien in the same
way as a Dazzle grenade (blinds for 4 turns). *2*

WEAPON SUBSYSTEMS: NowE iNstaLD

OTHER OPTIONS:
Toolhand - contains a power-screwdriver, a vac-solderer,
micro-probe, and o small wirecutter. *2°

Ducil-Purpose Limbs - these con act just like arms, but ot 0 -3
penally fo reflexes due to their inferior dexterity, *2*

Goop Ball Launcher - 10m range, 3 shots, each shot can paich o
2” hole. *1*

Gyroscope (+2 on Space Sickness ralls, 41 on Zero-G Mansuver
skill, +2 on any roll REF involving balance), *1°

Maneuver Yemiers ond Bock Thruster: this system odds +2 o
Zero-G Maneuver skill, ond allows acceleration up to 5m/sec?,
or a 10mph (SMA] increase in speed each second. There are 20
seconds of bum for the thruster, and 12 hours of maneuvering
for the verniers. Refueling pods cost 50eb each. *2*

Gropple line: 20m range, <1 accuracy. *1°
Magnetic hands & feet, *0*

Eleciromagnetic Shielding—Hardened circuitry and heal-
reflective surfoce. *1*

TOTAL PACKAGE COSTS
Eumobowass: 60,000
Husanmy Cost: 1906 (16D6+17)



E CLIPSE

MILITECH CYBERNETICS |NTERNAT]0NAI.
Covert OperaTioNs FuLL ConNVERSION

65,000 EB

FULL BODY REPLACEMENT o chmm

In normal circumstances it takes six highly frained
men to form an effective black ops cell. In such cas-
es, you have versatility and firepower, but six men
can only be so stealthy. Now, Eclipse offers maxi-
mum versatility, i r and stealth in one com-
pact package. Ideal for assassinations, infrusion,
sabotage, kidnapping and information collection. A
mix of advuncncrp cybemetics, high-tech weoponry
and stealth technology, the Eclipse Cyber System
puts any ninja to shame.

As a superior black ops full conversion, the
Eclipse uses jump-wired cybernetic reflexes to ex-
cel in its field. These reflexes feed directly into the
high efficiency Myomar musculature, for in-
creased speed, and a custom integrated gyro-
stabilization unit, for near-perfect balance in any
situation. Eclipse also comes standard with o
pain editor, a pair of independently focusing op-
fics and an on-board ambidexterity sub-proces-
sor. Eclipse’s physical capabilifies guarantee the
greatest level of lethality.

Eclipse chameleon system in action
Whoat would a black ops ‘borg be without stealth
technology? The Edipse’s exterior incorporates a
chameleon system, which employs liquid crystal
technology and a multi-faceted fiber-optic zgitizq-
fion system. The visual effects of Eclipse’s “skin” are
complemented by a negative-noise sound conceller,
which uses a complex sound array and fuzzy-logic
ssors to cancel out any noises made by the cy-
m Its stealth capabilities are supplemented by a
h?h power ECM generator and IR Thermal Dam,
Edipse’s foot modules have sound absorbing pads
on E:ir soles, which are covered in o tacky ruﬁer-
ized material for increased traction, and the toes
can extend and curl around objects o cid in climb-

ing.
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The Eclipse’s opfical array includes Thermal im-
aging, lowEte enohgzoement, on oulo-step feature,
and an !l_lLlegra':led hecf:—gup displo)ll I;mlh forgeling
system. The audio e is equally impressive,
featuring amp|ifiecrauudio pickups, a decibel leveling
system, and & scrambled mulkifrequency radio with

& ability to lock on to homing tracers. As a back-
up, the Eclipse has a sensor boom capable of look-
ing around corners.

Eclipse’s sensory and physical abilifies are
backed up by a Forrnidcbr; selection of subtle yet ef-
fective weapons, The fingers of one hand confain re-
fractoble hypodemic needles (See Venomhand,
Corpbook I, pg. 70). The other hand is a modular
unit which comes standard with a dartgun, o lock-

pick, a finger bomb, and a gas sprayer. The left arm
is equipped with a silenced 10mm pop-up auto-
Ioger and the right arm with relmdnb'i 127

monoblade. Secret spaces in the legs are perfect for
addifional gear.

ECLIPSE PHYSICAL STATS
Renee 13 *6*
Anracnveness: NA
Movesent Auowance: 13 *6°
C Mfium: 3%9m  MPH: 26mph
Jumplup:  ém (broad) 10m

Boov: 12
Lift: 480kg Throw: 120m
Domage Mod:  +4

Havo-10-Hanp:
Punch:1Dé+4 Kick:2D6+4

PHYSICAL STRUCTURE
Heap
&p: 25
SDP: 20 (disablad), 30 {destroyed)
Options (Oplicl: 0 & 0 (3 in boom)
Options {Audic): 1 {2 in boom)

RioHr Az w/ HAND Torso Leer Arm w/ HAND
SP: 25 SP:25 SP 25
SDP: 20/30  SDP: 30/40 SDP: 20/30
Oplions: 2 Oplions: 0 Options: 2
RicHT Lie w/ root Lerr Les w/ Foor
SP: 25 SP. 25
SDP: 20/30 SDP: 20/30
Options: 1 Oplions: 1
OPTION PACKAGES .,
Sensor Ornokes:

Audios: Amplilied Hearing (42 lo audio Awareness rolls), Lavel

Damper {prevents deafening}, Radio w/ Scrambler (1km range)
ond Homing Tracer (4 bugs included). *4*

Optics: Thermographic Sensor, Targsting Scope (+1 fo Smart
guns), Low-Lite (night vision), AnliDazzle {prevents blinding) and
Times Square Plus [Heads-Up Display) *6°

Sensory Boom ("Rabbit Ear”): Normal A-V systems, can look
around corners, *3*

WEAPON SUBSYSTEMS:
Retractable Moncblade - This does 2d6+7 damoge, including
BOD, 1/3 to ormor. *2¢

Silenced pop-up gun {P +2 na na 2d6+3(10mm} 10 2 VR 50m)
w/limbLink- Any Awareness roll io hear it fire is at <10, *2*

Modulor Cyberhand; Darigun, Gas Sprayer, Finger-Bomb and
Lockpick fingers (see ChromeBook 1, pg. 32). *1*

Venomhand (4 drug-injecting needles, 1dé-1 domoge if used in
a slash} for more detail, see Corpbook I, pg. 70. *2¢

OTHER OPTIONS:
Secret Spoces - There is ona in each leg (2" x 6" x 2¢). *1*

Gyro-Balancer - This adds +1 o all rells invelving balance. See
Chromebook 1, pg. 38.*1°

Grip Foot - This adds +2 to oll Climbing rells. *2*
Stealth Foct - This adds +1 to Stealth rolls. *1°
Pein Editor- This negoles heot, cold, and pain on command. *2*

Chameleon Covering - This is a buili-in digital camoufioge
system which mokes the cyborg blend into its suroundings,
gronting -4 to Awareness. (See Militech Ghostsuit, Page 27, *0*

ECM Generator - This en-board elecironics scramblee will jam
any Radar ar Sonar sensor, motion detectors, and any form of
radio communicalions (except for tight-bearn transmissions). Its
sphare of influence is adjustoble, ranging from 5-100m. *2*

Sound Conceller - This system incorporates an array of sensitive
audio pickups, noise genenators and a matrix of fuzzy-legic
microprocessors. This unit can analyze the sounds being mode by
the cyborg {such as footsteps, hands touching things, sic} and
instantly emit the “opposite™ of that sound; this anti-noise effectivaly
cancels out the original sound, resuliing in virwally no sound at all
{this couses a -3 modifier Io ony listener's Awarensss rolls). *2°

IR Thermal Dam - This system absorbs IR emissions unfil they con
ba sofely bled off; this is done in o random pattern, se that it
does not appear ta come from a humanoid source, This irans-
lotes into a -5 1o any IR-based Aweransss rofls. *2*

TOTAL PACKAGE COSTS
Eusopowass; 65,000
Humanmy Cost:  21D6+3 {16D6+33)
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The Enforcer’s audiovisual systems are config-
E NEFEORCER ured to aid officers of the law no matter what de-
partment they're with, from sireet patrol, to investi-
MiutecH CYBERNETICS INTERNATIONAL gafions, fo the PS}’ChO quGd This full bOdY conver-

\  ments are rue}. The left forearm also stores a
| Black Book micro~computer {see Elecironics
B section) for instant access fo police databases,
When the lime comes to get serious,
the Enforcer conversion is more than
ready. First, there are light bars
mounted on the cyborg’s shoulders o
ensure that you legally identify your-
self, butwe all know that it takes more
than lights to stop a Black Lace addict.
That's why each of the Enforcer’s legs
% oll has a storage space: the right leg
B houses a pop-out weapon holster,

Pouice & Security FulL CoNvERSION Sbﬂr;;rde'-‘)’be"ﬁﬁ( ::CEIFBF*U“G qdforge)ﬁng ths):fe‘“a a Vf
€0 r {for filming evidence), a thermographic
5 5 o o o E B sensor (to check suspicious types for hidden weap-
7 ons and cyberware), as well s low-light and flare

compensation capability. The audio system includes

Militech knows that cops are on the run a rodio link, a recorder (for foking statements), and

in our cities. That's why they've created a voice siress analyzer {to see if those siate-

the Enforcer, a full body cybernetics

ackage designed especially for the Po-

ﬁce and Security community. Mili-

tech’s own contracted police ser-

vices proudly include several

Enforcers in each of their

cinets, and Militech security di-

visions are often supplemented

by Enforcers to better guaran-

tee the safety of your premises.

Now available for any police ;

iroup, public or private, the En- | 1.8

rcer is sure fo become a fo-  EA(GE

miliar sight where you live. while the left leg has space for three
With streehgboer::gs and or- ) hand grenades (Stun and Gas
ganized crime becoming | | bombs are good choices). For

Y/ | handHo-hand combat and subdu-
ing antsy criminals, both hands
donbui::]-in fasers. Cznce the job
is done, the siripfape dispenser in
the right arm keeps the catch un-

/ der wraps.

better armed all the time, the
Enforcer package is well-ar-
mored, capable of withstand-
ing almost any small arms fire.
Since the scene on the sireet
(or during @ security breach) can
change in an instant, the Enforcer’s
nervous system is hardwired for su-
perior response time, and no perpe-
trator can outrun this cyborg, since
its ground speed matches that of
most elecirically-powered vehicles!
Of course, any good cop knows
that intimidation is the better part
of crime prevention, and to that
end the Enforcer is built on o
lorge, heavy-duty chassis which
can soak up o good deal of dom- |21
age, but also scare the most K
“chilled” of intruders into sur-
rendering.
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ENFORCER PHYSICAL STATS
Rerex: 12 *4*
Ammacrviness:  NA
Movement Auowance: 15 *10°
M/tum:  45m  MPH: 40mph
Jump [up): ém (brocd): T1m

Beov: 12
Lit: 480kg  Throw: 120m
Damage Mod:  +4

Hanp-to-Hano:
Punch:1Dé+4 Kick:2D6+4

PHYSICAL STRUCTURE
Heap
SP: 30
5DP: 25 (disabled), 35 (desiroyed)
Options (Optic): 1 &1
Optiens {Audia): 3

RicHt Aam w/ manp Towso Lerr Anm w/ HAND
SP:30  SP:30  SP: 30
SDP: 25/35 SDP: 35/45 SDP: 25/35
Opticns: 1 Opliens: 4 Optiens: 1
Riont Les w/ root Lerv Lea w/ Foot
5p: 30 SP: 30
SDP: 25/35 SDP: 25/35
Options: |

Options: 1

OPTION PACKAGES

SENSOR OPTIONS:
Cyberoplics: Targeting Scope {odds +1 to Smartguns only),
Video recorder {can record up to 20 minutes of vidao), Therma-
groph Sensor, Lowlile and Antidozzle. *4°

Cyberaudio: Voice Stress Anolyzer (+2 to Humon Perception &
Interrogation}, Redio Link {1km range) and Digital Recording Link
(can record up o 2 hours}. “3*

WEAPON SUBSYSTEMS:
teg Holster - This can hold @ Heavy Pisicl, Madium SMG er a

folding shotgun, as well os one spore dip of amma {weapons not
included). *1*

Grenode Storage - This space con hold three hand grenades or
bombs of any type. *1*

Taser Grips « Each hand con be treated as having a built-in

Tasar. *2*

OTHER OPTIONS:
Black Baok Micro-Computar - built into the left arm. See the
Equipment section for specifications and delcils, *1°

Striptape Dispenser - 12 one-use lengths of plastic tapa which
serve as temporary handculfs {Vary Difficult to break), this
dispanser is reloodable. *1*

Light Bars - These connot be vsed as blinders, just as signals, *1°
TOTAL PACKAGE COSTS

Euvrcoousrs: 53,000
Humany Cost: 21D6-2 {34D6+28)

BRIMSTONE

Dynatar TecHNOLOGIES

Fire=Fi16HTER FulLL CONVERSION

47,000 EB

Throughout time, fire has been man’s greatest

tool as well as his greatest enemy. Firefighting,
an art that has evolved for centuries, now
reaches its pinnacle with Dynalar’s Brimstone full
body conversion. Immune to the hazards of -
smo{e inhalation, burns and rapidly-changing
pressures, Brimsfone can do the work of an
entire company of regular firemen. Originally
deployed in London, Brimstone cyborgs are now
a regular sight in many maijor cities throughout

the world.

As a necessily, the Brimstone package is fully
fireproofed and insulated, making it capable of en-
during the searing heat of almost any blazing infer-
no. It is dlso protected by extra-thick layers o?lumi-
nate armor, dllowing it fo survive such catasirophes
as collapsing ceilings, falling rubble and explosive
backdrafts. The musculature of the Brimstone system
mixes thickened myomar fibers with magnetic piston
adluators, giving it the strength it needs to brea
through doors and walls fo reach frapped civilians.
An improved response time in the ic ner-
vous system also makes sure that Brimstone can re-
act quickly o the crisis situations it was designed for,

and an aubomatic pain edifing feature keeps the cy-
borg from feeling seuringiect that may sur-
round him,

Since the infense heat of blazing fires will
scramble IR and thermal imagers, and smoke will
abscure any other visual sensors, the Brimstone
conversion includes a low-power radar sensor.



The signal emitter is housed in the chest, with the
receiver mounted in the forehead, allowing the
cyborg to navigate through the thickest smoke
without difficulty. This conversion’s audio pack-
age includes a radio link, so that communications
can be maintained with the command structure
and other firefighters. Amplified hearing range,
sound editing, and acoustic level dampers make
it possible to hear the calls of trapped victims
through the loudest explosions and blazes.

For active anfi-blaze and rescue
duty, the Brimstone cybersys-
tem has a CO? fire extin-
guisher built info its left

am, and the right arm
has a tubular conductor
~ for woter
B o
ugha
high-pres-
- sure pump in
N4 the back. To
complete the

emergency
light bars [in
yellow and
white) are

FULL BODY REPLACEMENT s

BRIMSTONE PHYSICAL STATS
Renex: 11+2*
Ameacrviness:  NA
Moviment - Auowance: 10
M/urn:  30m MPH: 20mph
Jump {up):  ém (broad): 8m
Booy: 14 °*4*

Lift: 560kg Throw: 140m
Domage Mod:  +6

Hano-to-Hanp:
Punch: 1D&+6 Kick: 2D6+6
PHYSICAL STRUCTURE
Head
SP: 30
SDP: 20 [disabled), 30 (destroyed)
Options (Optick: 4 & 4
Options {Audic): 6

Ricut Amww/ wano Tomso Lert Arm W/ HAND
SP: 30 SP: 30 5P: 30
SDP: 20/30  SDP: 30/40 SDP: 20/30
Optians: 3 Opticns: 4 Options: 3
RiGHT LEc w/ Foor Lery Lea w/ Foor
$P: 30 SP: 30
SDP: 20/30 SDP: 20/30
Opfions: 2 Ogliens: 2
OPTION PACKAGES
Sensar Opfions:

Radar Sensor - 100m range, very relioble. *2*

Audio Systems: Radio link with 1km range, Amplified Hearing
{+2 lo audio Awareness rolls), Level Domper {prevenis decfen-
ing), Sound Editor {selective sound sensor, adds +1 te audie
Awareness rolls). *3*

WEAPON SUBSYSTEMS:  Nowe INsTAUED

OTHER OPFTIONS:
Waterhose System - A high-pressure pump in the back draws in
water from a firehose, which can be allached ic a sleeve in the
back. A duct laads through to the arm, which hos on adjustable
nozzle in the wrist. The waler can reach up to 50m, and has vary
high pressure (Very Difficult BOD rell to withstand i}, *2*

CO2 Fire Extinguisher - 5m range, fueled by o replaceable 10-
turn cannisler. IF used as o weapon, target must make o Difficult
REF rall to avoid being blinded for 1D6/2 turns. *1°

Pain Editer - This system tunes out heat, cold and pain. *2°
Light Bors - These cannot be used to blind, just as signals, *1°

TOTAL PACKAGE COSTS
Eurcooilsrs: 47,000
Humanary Cost:  19D4 [14D4+17)
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blinks the eyes occasionally. What's more, the entire

G E M I N body is composed of lightweight carbon-carbon
synthetics and other composite materials, resulting in
RaveN MiCROCYBERNETICS @ mere 10-pound deviation from the average
Humanoip Fuw, Conversion \g:il?hf for @ sién:::xr-size person. Howb(:}ver, it should
ept in mind that ExoDerm® can be cut, punc-
5 5 F o o o E B tured, and burnt as easily as real skin. (AlH\:I)Jugh it
does not bleed!)

It is a Nearly Impossible {Diff 30} Aware-
ness roll to determine that a Gemini is a Full
Borg through any of the five senses. Howev-
er, a Thermograph sensor, a highly sensitive
Radar sconner, a Scanman™ {see Scan-
man, in Equipment section, page 23} or
similar material-sensitive detectors
will reveal the Gemini’s frue na-
fure. The apparent Body Type
can be chosen [Average,
Strong or Very Strong) with-
out affecting the true strength
of the Borg. However, the ac-
tual BOD cannot be boosted,
nor can additional SDP or SP
be added {the ExoDerm®
already integrates a high-

? the

density “skinweave”); i

Full Body Conversions have o multitude of adven- =
tages: superhuman strength, speed, and durabili- £
ty, heightened reflexes, the ability to clier the body ??3’ rt!F
at will and even an increased lifespan. However, -
being a Full Berg sets you apart. Society brands
you as a “Metalhead,” and people freat
you like a machine—even a mf The sad
truth is that if you look like a robot, no
matter how you behave, people will
fend to trect you like a roﬁ So, if
you want the advantages of o full
conversion without the societal bag-
gage, Gemini is the package for you.
The Gemini cybersystem is a full-
body conversion that simulates the

human body in both form end func-

tion. Its chassis is designed in @ simi-

lar manner to the human skeletal 7/ ExoDerm® becomes dam-
structure, and its myomar muscle aged, it must be “patched” by
system is arranged to physically a competent Cybertechnician.

mimic the human musculature. With
this carefully-tailored layout, the
Gemini cleverly imitates the anatomy
of a normal person without sacrificing the
superior capabilities for which full body
conversions are so well-known. To com-
plete the effect, Gemini’s entire surface is
covered with ExoDerm®, a synthetic surface
which looks and feels like almost exactly like
human skin {assorfed skin tones, textures
and hairstyles are available),

The Gemini's capability to pass for a
normal human is impressive, s built-in “Pi-
nocchio” sub-processor automatically
maintains body temperature (through the
use of o heating system infegrated into
the ExoDerm®), expands and
contracts the upper torsa to create
the illusion of brecxl'hing, and even

JAN
RAVEN®

MICROCYBERNETICS



As an oplion, Gemini can be equipped with an
added “disquise” feature, wherein finy microsurfoc-
es can be used to change the cyborg’s fucial fea-
tures, and a chemskin-type modification to the Exo-
Derm® a{Lows the stin ioﬂe to be olijred atwill, This
is & popular option tor intillration and espionage,
ro|eft.;p wh ichopﬂ'ne Gemini cybersystem is well-suited.

GEMINI PHYSICAL STATS
Rerex: 10
Armuactveiess:  2-10 [7165 CAN BE CHOSEN BY THE
PURCHASER)
10
MPH: 20mph
(bread):  8m

MOVEMENT Al1OWANCE:
M/uen:  30m
Jump (up]l:  ém

Booy:
Lifi: 480kg
Camage Mod:  +4

12
Threw: 120m

Hano-10-Hamp:
Punch: 1Dé6+4 Kick:2D6+4

PHYSICAL STRUCTURE
Hesn
SP. 25
SDP: 20 (disabled), 30 {destroyed)
Options (Oplicl: 4 & 4

Options [Audic): 6
Riht Asm w/ HanD Torso Lerr Arm w/ HAND
SP: 25 SP: 25 SP. 25
SDP: 20/30  SDP: 30/40 SDP: 20/30
Opticns: | Options: 2 Options: |
Ror Les w/ roor Lerr Les w/ roor
SP. 25 SP. 25
SOP: 20/30 SDP: 20/30
Options: 1 Optians: 1
OPTION PACKAGES

Sensor Opmions:  NONE INSTALLED
Wearon Sussystems:  INONE INSTALED

OTHER OPTIONS:
Sexual Implant - Treat as a'Mr. Studd or Midnight Lady. Can't
pass for a human being without one of thase! (HC2)

“Disguise” Option - This allows the cyborg 1o aller its skin lone and
facial features, effectively adding +5 to any Disguise roll. This is not
a standard fecture, but con be purchased for 1000eb (HC2)

TOTAL PACKAGE CQSTS
Evropousrs: 55,000 .
Humanry Cost:  16D6+2 {+2 ror Discuise Fearure)
‘Il

l............................................I......I...................I....C.I....

FULL BO0Y REPLACEMENT

InternaTionaL ELecTric CYBERNETICS

Ficurer Picor FurL Conversion

54,000 EB

For decades, modem fighter planes have had the
ability to cutperform their pilots. The G-forces
caused by acceleration and high-speed maneuvers
have been the cause of many pilot fotalities. It stands
o reason that when the machine cutperforms the
flesh, you get rid of the flesh. IEC, with the Wingman
hull body conversion, has finally enabled pilots to
take their fighter to the limit. Designed to withstand
even the fifieen G's pumped out by the F-36 Fire-
shark cyberfighter, Wingman takes air comboat to
new, undreamt-of heights.

Wingman's responses are as fast as a comput-
er—they have fo be. With Al-guided missiles ond
hypervelocity projectiles filling the air, every micro-
second counts. Along with a “greased” nervous sys-
tem, the Wingman body has six inferface plugs, ol-
lowing for moximum interface with any cybemeti-
cally-controlled aircraft. To further aid in dogfighting
and maneuvering, an advanced gyro-stabilizer is
built into the sku|ﬁ preventing any dizziness due to
sudden changes in orientation; very litfle can disturh
the concentration of a Wingman. Employing spe-
Eioﬂy buﬁebrﬁicl::lniosystems and o high-performance,

igh-stress pump, Wingman con effectively ig-
nore the problems normcllyl;gsocmed with coceler?::
fion. Blackouts and red-outs become a thing of the past

All the reflexes in the world won't help in an air
war if you can't sense your environment effectively.
To this end, Wingman's visual sensor suite includes
everything a fighter pilot could want: flare compen-
safion, telescopic systems, high-resolution visual en-
hancement and a visual marquee for heads-up in-
formation. There comes a fime, however, when you
have to leave your plane behind. For such contin-

encies, this full-body conversion includes an on-
goard parachute, A weapon holster and multi-pur-
pose blade are also included for when you reach
the ground, and a locator beacon ensures that the
rescue team will be able to find you. Remember: any
cyborg body you can walk away in is o good one.
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WINGMAN PHYSICAL STATS
Rerex: 15 °10°
Ameacveness:  NA
Movement Auowance: 10
M/iurm: 30m  MPH: 20mph
Jump{up): ém (broad): 8m

Boov: 12
Uf: 480kg Throw: 120m
Damoge Mod:  +4

Hano-to-Hanp:
Punch: 1D6+4 Kick:2D6+4

PHYSICAL STRUCTURE
Hean
P 25

SDP: 20 (disabled), 30 (destroyed)

Options {Optic): 0 &0
Options [Audic): 5

Ricir Anw w/ HaND Torso Lerr Arm W/ HAND
SP: 25 SP: 25 SP: 25
SDP: 20/30 SDP: 30/40 SDP: 20/30
Options: 2 Options: 3 Oplions: 3

RicHr Lec w/ Foor Leer Les w/ eoor
SP: 25 SP: 25
SDP: 20/30 SDP; 20/30
Options: 1 Oplions: 2
OPTION PACKAGES
SENSOR OPTIONS;

Locator Beacon - a radio signal unit with @ 100km range,
because you want to prolect your invesiment, *1°

Visval Systems: Teleoplics (20x magpnifications), Image Enhance-
ment {+2 to visual Awareness rolls), AntiDazzle, Times Square

Plus. *4*

WEAPON SUBSYSTEMS:
Survival Blode - A wrist blade which extends batween the
knucklas, deing 1D6+7 damage (BOD included). *2*

Leg Holster - This can hold a Heavy Pistol, Light SMG or o

Folding Sheigun, as wall as one spare clip of ammo [weapons

not included). *1*
OTHER OPTIONS:

Parachute - This internally-stored back unit comprasses the ‘chute
info o liny package, and blasts it out with gas pressure: connot

work under 200 feet, *2*

Gyroscope - {+2 on Sickness rolls, +1 to high-G monsuvers, +2

"I.

on any REF roll invelving balance).

Two exira sels of Interfoce Plugs, moking three pairs lolal. *2¢

TOTAL PACKAGE COSTS
Eurcpousns: 54,000
Humaniry Cost: 2006 (16D8+23)
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ment, Samson’s right arm has an industrial-strength

arc-welder and culting torch which is powerful
s A M S ON enough fo work on batfleship amor

plofing. Since it wouldn't do for any

cyborg fo be blinded by his own

'~ torch, Samson's optics have auto-

stepdown flare compensation as a

standard feature.

In order to do the jobs bet-

ter, Samson has an in-

feractive heads-
up display which
can access as-

sorfed databas-

NoveLTecH Limitep

InpustriAL=-Use FuiL ConVERSION

50,000 EB

Imagine o perfect worker: tireless, incredi-
bly strong, and capable of surviving al-
most any accident. This is the Samson

full body conversion. De:‘i:lgned for

construction, loading, and *hazmat*

duty (dealing with hazardous materi- es and informa:
~ als and environments), Samson is as lion systems
effective as an entire crew of union H"’°‘{9|'_' the cy-
hardhats! Samson is equally at borg's interface
home hundreds of stories aﬁove the plugs, or from
ground as a welder on high steel, special chip-
or hundreds of feet below the sur- ware {such os
face of the Earth in & mining tun- i Techie Visual
nel. Samson’s other areas of ex- U 5 8 Recognifion
pertise include logging, oil drill- 3 Pl Chips]. This dis-
ing, toxic waste disposal and any -4 4 play s often
orEer industrial application you (- R used in concert
can think of. , I’ W[“" Q cyber-
Like his namesake, this full body ~ #§ “ : 4 chipped micro-
conversion is unparalleled in sirength. -] 33 compuster (which
Using a mix of super-dense myomar .} {:, stores blueprints,
fibers and high-powered magnetic diagrams, etc.) wor
istons, Samson is brawny enough fo around H’P waiston g
E)od and unload almost any carge, re- - belt, and it also ties di-
shuffle steel girders, and demolish old rectly into the tech-
fenements with his bare hands. This full con- scanner which is buil
version is also b:ih enough fo withstand the into the let forearm.
many accidents which plague construction This device can be
sites, and can be reliecrupon fo rescue any hooked up (ff\rough
co-worker who is 5o unlucky. conneclors in Som-
Since he has to work with his hands, Sam- son’s fingers) to the
son’s own are packed with every tool he could diagnostic systems
ever need. He can cut wires, hwist in screws, of most vehicles,
fest circuits, manipulate microservos, fighten appliances and .
{or loosen) any bol, drill a hole through personal electronics
2" steel plote, and link up with any elec- fo determine possi-
fronic device's diagnostic systems. On  «, ble problems and

troubleshoot

top of this impressive array of equip- e
WS,
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Being more than human, Samson truly shines in

the field of hazardous material handling and hostile
environment duly. Already immune to the effects of
foxic gasses, this body also has a special lead-lined
biosystem housing which protects Samson’s organic
components from radiation poisoning. Further en-
hancing Samson’s Hazmat capabilities is a built-in
radmeter which can defect radiation in a 10m radi-
us, determine its intensity and exirapolate the dan-
gers of continued exposure. He just has remember
to get “cleaned” of radioactivity before going fo the
bar after work!

SAMSON PHYSICAL STATS
Rerex; 10
Ammracrveness: NA
Movemens Auowance: 1 Q
M/turn: 30m
Jump {up):  ém

MPH: 20mph
{broad):  8m

Booy:
Lif: 720kg
Domage Mod:  +8

1812
Throw: 180m

Hano-1o-Hanp:
Punch: 1D648 Kick:2D6+8

PHYSICAL STRUCTURE
Heap
sp- 25
SDP: 20 {disabled}, 30 [destroyed)
Options [Opfic): 1 &3
Options (Audio): &

RiGHT ARM W/ TOOLHAND
SP: 25

SDP- 20/30

Options: 2

Lerr Amm w/ TooUHAND
SP: 25

SDP: 20/30
Options: 2

Torso
5P- 25
SDP: 30/40
Oplions: J

Lerr Lec w/ Foor
SP: 25

SDP: 20/30
Optiens: 2

Rior Lec w/ root
5P 25

SOP: 20/30
Options: 2

OPTION PACKAGES
Sensor Options:
Times Square Plus - This interactive heads-up display can inlegrate
with datobases through interface plugs and chipware. It is usually
usad in concert with a plug-in micro-computer {which stores
blueprints, diagrams, efc] worn around the waist on a belt. *2*

Anti-Dazzle - Both optics are equipped with slepdown flare
compensalion, so that the glaring light from the orc-welder won't
blind the cyborg. *1°

Rodiation Detector - Very useful for Hazmot duty, $his unit is built

info the torso and has o 10m range. Data is disployed on the
Times Square Plus. *2*
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WEAPON SUBSYSTEMS:  NONE iINSTALED

OTHER OPTIONS:
Arc-Welder - Built into tha right arm, his super-high-powered
thermite lance has a foot-long flame which can weld together
anything you want, and can burn through up to SP5Q in one
turn. It doas 4Dé+2, halving the SP of any armor, if vsed as a
weapon. *2'

Techscanner - Buill into the left arm, this microcomputer has
various |/O connectors and probes lo connect with assorted
electronic systems. It adds +3 to eny TECH rolls by running
diagnostics, identifying and examining melfunctioning compo-
nents, and disploying schematics on the Times Square Plus, *1*

Toolhand [right) - Wirecuers, power screwdriver, micro tools,
wrench. *2°

Toolhand {left) - Mini-drill, 1/O Connector [for Techscanner),
probe [for Techscanner), socket wrench, *2*

Radialion Shielding - This pratects the biosystem from suffering
from any hormful side-effects due to exposure to redicactive
material. Handy for Hazmot duty. *1*
TOTAL PACKAGE COSTS
Euzopouasgs: 50,000
Humanmy Cost:  20D6+1 [16D6+25)
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DRAGOON

InvernaTIONAL ELECTRIC CYBERNETICS

Miitary=Use FurL CoNVERSION

120,000 EB

The modern battlefield sees many impressive
weapons——remote-controlled drones, STOVL
stealth Fighters, minitanks, combat bikes, anti-
tank vehicles, power-assisted infantry armer, and
AV-type ground aftack craft. However, the ulti-
mate multi-role land-deployed combat unit is the
“Dragoon” cybersystem. IEC, holders of the U.S.
military cybernetics contract, designed the Dra-
goon lo be the most deadly weapon any army
could have. Variants of the Dragoon have, pre-
dictably, sold well overseas. Being a strictly mili-
tary weapon, the Dragoon is absolutely impossi-
ble to buy on the open market, and even the most
powerful of corporations have a hard time get-
ting ahold of these (except for IEC, that is). Mea-
suring over 8 feet in height, and weighing in o
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“Personally, they give
me the creeps. It's like
standing nextto a 7
foot, steel-encased,
cannon-foting, basket
case. Give me your

good, old-fashioned,

armed nuclear weapon
any day.”

—Infantry Sgt. James
R. Teal

620 pounds, the Dragoon is arguably the most
powerful full conversion in existence,

The Dragoon’s advantage over all other land-
based comboat units is its humanoid form. It is capa-
ble of taking maximum advaniage of ferrain, it can
enter buildings, hold territory and perform every
part of a military aperation, from guerilla warfare to
anti-aireraft arhillery. Its performance levels give it
equal speed (and superior all-terrain capability} to @
4x4 combat car, while it can go where no car ever
could: freetops, maintenance tunnels, even vehicle
cockpits. Combined with this unbeaicble mobility is
the Dragoon’s inherent toughness: its armor plating
consists of @ monocrystalline ceramic composite with
an ablative layer of heat-displacing ceramics and
foarmed metal (full SPvs lasers, eic), while its erifical
system redundancies ond raw ability o soak dam-
age make it the rough equivalent of an AFV, In this
respect, the Dragoon can easily function as a perim-
eter pafrol and defense unit, as well as an onti-site
fost-atfack system. It is also a fearsome opponent to
froops and vehicles.
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As a military weapon, Dragoon has many
subsystems which are vital on the battlefield as
standard features. It has a wide array of de-
tection, acquisition and designation systems,
backup sensors, environmental scanners and
communications gear which maximize its
chances of getting that most precious of com-
modities: current data on your foe. However, the
Dragoon is not a dedicated design; rather, its
modular construction allows it to custom-tailor its
equipment fo suit almost any role. All four of its
limbs are interchangable, allowing it to mount
almost any type of weaponry, from a suppressed
SMG for special ops to a heavy machinegun or
railcannon for anti-vehicular combat. The
Dragoon is also fully protected against nuclear,
biological, chemical and electronic warfare,
giving it greatly enhanced staying power in an
extend engagement.

The most immedictely obvious problem with
such a full body conversion package is the almost
guoranteed development of devastating cyberpsy-
chosis. It is true that o human brain, implanted in
such o body, cannot easily cope with so many new
senses ond capabilifies. IEC overcame this problem:
the Dragoon, E:ing a restricted, combatt-use body,
comes with an inferchangeable biopod. This bio-
‘:)ocl, which houses the cﬁilrg's biosystems, normal-
y inhabits an “off-duty body,” usuam an Alpha
Class. The Dragoon is only fitked with the biopod,
and the human mind within, when it is actively per-
forming missions. To ensure reliable performaonce
from the Dragoon, a Behavioral Inhibitor Program
in the cyborg’s on-board computer (operating in
concert with a chemical injection system loaded with
psychoactives) restrict the Borg's thought processes,
furning it into a loyal soldier, Batle-proven in the
Brushfire Wars of 2018, the Dragoon's prowess
and dependability are assured.

Note: The Behavioral Inhibitor Program and
its battery of psychoactives do, indeed, keep the
cyborg from going cyberpsycho (in the conven-
tional sense). Busicaﬁy, anyone whose biopod is
in this body will act like a robot, unimaginative
and fiteral minded. The borg’s commanding offi-
cer says Do this,” and the Dragoon sqys “Yes,
sir...” and does it. Because Dragoons are so
straightforward-thinking, they are given very spe-

cific orders with carefully-laid out parameters.
They are dlso easy to trick, so truly sensitive work
is still left to more human operatives. A common
mission would be to send a Dragoon into a sector
which has been cleared of friendly forces and
have it kill anyone it finds, then return. Those sol-
diers who have been the “minds* of Dragoons
are not comforiable with the experience, likening
it to being in a dream (or nightmare).

DRAGOON PHYSICAL STATS
Reeex: 1 5°10*
Ammeactiveness:  NA
Movement Auowance: 25 *30*
Mfturn:  75m  MPH: 50mph
Jump{upl:  &m (broad): 19m

Booy:
Lift: 800kg
Damage Mod:  +8

20%16*
Throw: 200m

Hano-1o-Hanp:
Punch: 1D&+8 Kick:2D&+8

PHYSICAL STRUCTURE
Heap
SP. 40
SDP: 40 {disabled), 50 [destroyed)
Options {Oplie): 0
Options {Avdic): 0

RisHt Arm w/o HAND Torso Lerr Arm w0 HAND
SP: 40 SP: 40 SP: 40
SDP: 40/50 SDP: 50/60 SDP: 40/50
Opfions: 4 Options: 0 Options: 4
Rictr Les w/ roor Lerr Lec w/ FooT
SP: 40 SP: 40
SDP: 40/50 SDP: 40/50
Options: 2 Options: 2
OPTION PACKAGES
Sensor Options:

Front Optic Mount with 5 cyberoptics: *23*
1 [Night-Vision Optic} Lowlight, Image Enhancement, Anti-
Dazzle, Targeting Scope,

2 (Thermal Optic) Thermographics, Image Enhancement, Anti-
Dazzle, Targeting Scope.

3 {long-Ronge Oplic) Teleoplics, Image Enhancement, Anti-
Dazzle, Targeting Scape.

4 {IR-Vision Opfic} Infrared, Image Enhoncement, Anti-Dazzla,
Targeling Scope.

5 {Heods-Up Display Optic) Times Square Plus, Anti-Dazzle.



Cyberaudio: Amplified Hearing (+2 Aworeness) with Level
Demper and Enhanced Heoring Range, Long-Range Redio
{25km) with & Frequencies and Scrambler, Radar Detector
(autematically detects Radar baam, 40% chance of fixing
source), *5"

Twin Sensory Booms: *6*

(Right} Opfic with Video Transmilter {iransmits what the opfic is
soeing, live), Audio with Audio Transmitter {transmits whal the
mike is haaring, live). *2°

{Leh) Optic with Video Imager {can show video images from
recordings, fransmissions and through Interface Plugs), Audio
with Tight Bsam Transmitter {unjommable within lina of sight).*3*

“Sniffer” - Built into the heod, consisting of an Olfactory Booster
{which odds +2 to smell Awareness ralls, and has o 50% chance
of picking up a scant and adding +2 Io Shoadow/Track skill} and
a Chemicol Anclyzer {which can analyze chemical traces in the
air and break them down into their compenenis). Dala is
displayed on the Times Square Plus.*4*

Sonar Scanner « Built into the skull, this ullrasound sensor
acturalely measures distance to, and dimensions o, the nearest

sclid object. It clso serves as o motion sensor with a 120m
radius. Dota is displaysd an the Times Square Plus. *2°

Radar Sensor « This Tkm range sensor hos ils smitter in the skull,
and its recaiver in tha chest area. Data is displayed on the Times
Square Plus. *2*

Rodiation Deteclor - Built inte the torse, this unit has o 10m
range. Dota is displayed on the Times Square Plus. *2*

WEAPON SUBSYSTEMS:
None installed, but oll four limbs have Quick-Change Mounts,
allowing Jhe Dragoon fo suit its weapon suite lo its mission;
anything frem & .22 pistal to a grenade launcher or roilcannon
ean ba mounted. *B°

OTHER OPTIONS:
Interchangeable Biopod - This allows the cyborg’s biosystems to

inhabit different bodies for different purposes. The Dragoon body

is only inhobited by o biopod when it is active, ond o Behavioral
Inhibitor Program keeps the semi-cyberpsycho borg from getting
out of line. *3D8"

Chipware Socket - If o Dragoon cyborg needs any exro skills in
the battlefield, it's able to use them without filling up its Interface
Plugs. *1*

Pain Editor - Culs out heat, cold and pain on commond. A must
fer @ combat borg! *2°

Ambidexterity Sub-Processor - This allows Dragoon fo use either
arm with squal affectivaness, and o the some time. *1°

Combat Crystal - This system aliows 5 or more Dragoons to
coordinale their actions; making sure thot their vition covers
360P, covering each ather, and generally using teamwork. This
does not promote much individual action, but it grants maximum
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efficiency. When used, it adds +1 o Initiotive and Attack rolls,
+2 to Awarenass and Defense rolls. *4*

Chronometer - Drogoon has o buill-in imekesping unit with
slopwatch and alternote time-zone functions, displayed on the
Times Squoare Plus. *0*

IR Thermal Dam - This system absorbs IR emissions unfil they can
be safely bled off; this is done in a randam patiern, s that it
does net appaar to come from o humanoid source. This trans-
lotes into a -5 to any IR-bosed Awareness rolls. *2°

Black Box Recorder - This is & built-in Braindence recorder,
recording on chip everything the ‘Borg experiences during its
mission. It is used for post-mission analysis ond debriefing, and it
records what happened to those borgs who didn't make it *1*

Environmentol Assimilation System - Drogoon's exterior patfern-
ing and ccloration can be selected. Internal memory stores 24
diﬁerenl camoullage patterns (desert, urban, snow, eic) as wall
as Rat black and olive drab coleratien, salaciable by the ‘Borg.
Observers are at -2 Awareness if the wearer remains still, -1 if
they’re moving {This bonus compounds for each 10 meters of
distance between the wearar and the observar). See Militech
Mirage Geor, Equipment section, poge 28, °2°

Autoinjactor - This is a small, refilable drug injector which con
dose the brain with psychoactive drugs, Black Loce derivatives
ore a common cheice. *1°

Ammo Hopper - This is a back-mounted ommo container with an
electrically-powered belt feed. It can be modifisd to carry almest
any type of ammo, and holds 20x the weapen's standard
magozine capacity. *2*

Locator Beacon - o radio signal unit with  100km range,
because you want to protect your investment. *1*

IFF Transpondar - This emits ¢ coded, Identify Friend-or-Foe

signal so that friendly palrols, smar mines, ond oir support won't
mistoke a Dragoon for the enemy. *0*

Satellite Link - This high-powered microwave communicetion
system (which uses “rabbit ears” as antennce) allows communi-
cation with friendly sotellites, giving instant access to battlefield
dota, intelligence, and updaled orders. Il also hos o Global
Posifioning System which can pinpoint Dragoon’s True Earth
location to within 5m, *3*

Micro-Computer - An on-board fuzzy-logic subprocessor with
capabilities equivalent to ¢ pocket compuler {see EBM PCX,
Equipment section page 14). *2*

Shielding - Dragoon is hully protected against eleciromagnetic
pulse, electrical surges and microwove attacks. *6*

TOTAL PACKAGE COSTS
Europouwars: 120,000
Humanry Cost: 42D6+3 (19D6+141)




OPTIONS FOR FULL

BODY CONVERSIONS:

Full Borgs, by their very nature, have the advantage of being
able to accept a wider variety of options than any enhanced
human. These cyborgs can use any Cyberware mentioned In
any of the rules: most Bioware and Organware would be su-
perfluous, but all Cyberlimb, Optic and Audio Options, as well
as other systems, are perfecly acceptable. The only limitations
come from the potential humanity costs, and the number of op-
tion spaces the cyborg has. As a rule, all option components
cost the minimum HC. Ex: Rippers (3D6) would cost 3 Humani-
ty points. Any options added at the same time as the full body
package (ie, it is included in the body al the time that the per-
son’s biosystems are implanted into it) have their minimized
HC costs added together and broken into dice plus modifiers.
Example: six 2-point options would total 12HC, so they would
become 2D6HC. Options which are built into the body at a lal-
er time simply cost minimum HC, but they are not broken into

dice valves.

Stylization (Price varies): Most full body conver-
sions are “standard” models, with no unique fea-
tures to set them apart from another body of the
same series. Since individuality is the essence of
being cyberpunk, customization is a common oc-
currence among Full Borgs. Some are sculpted to
lock sleek and graceful, others are made more
fearsome looking. Such stylization varies in cost,
depending upon what the effect is. However, cer-
tain choices can affect skill rolls: o monstrous ap-
pearance might add +2 (or more] to Intimidation,
while o smooth “sexy robot” appearance might
actually give you a chance at a Seduction roﬂ.
Aftractiveness really cannot be changed; Person-
al Grooming skill is @ moot point, while Ward-
robe and Style skill can simply be used as its own
“Stat.” (What, you thought Metalheads didn’t

wear clothes?)

Increased SP (2000eb, HCO): Monocrystalline
matrices, lotticed plating, chitin-ceramics, carbon
polyalloys and other hy%rid materials can all be
employed 1o increase the overall Stopping Power
of the cyborg’s armor plafing. Each +5 increase
in the overaﬁl SP of the body {+5 to arms, legs,
head and torso) costs 2000eb, adding 10lbs for
+5SP, 25lbs for +10SP and 50lbs for +15. An
overall SP of 40 is the maximum. SP must be ap-
plied to the body as a whole not just to specific
parts.

Increased SDP {1500eb, HCOJ: Reinforced joints,
denser myomars, mefallic matrix materials and
redundant construction can all contribute to in-
creasing a cyborg’s Structural Damage Points,
Each +5 increase in the overall SDP of the body
{+5 to arms, legs, head and torso) costs 1500eh,



adds 55 pounds, and may increase overall size
slightly. Remember that the maximum is +20SDP,

Increased Stats (Cost varies, HC2}: By hardwir-
ing faster response times, replacing myomars
with magnetic-powered hydraulics, and super-
charging micromotors, the Borg's physical stats
can be increased. Reflexes cost 2000eb per +1
{Maximum 15), MA costs 1500eb per +1 {TMA
equals 3mpt/2mph, Moximum 25), ond Body
costs 1000eb per +1 (Maximum 20}. Humaonity
cost is 2 per +1 increase in any stat,

Shielding (2000eb, HCA): Placed intemailly, this
“hardened” sheathing protects the cyborg from the
effects of eleciromagnetic pulse, electrical surges,
and microwave altacks. A very useful item, since
one shot from a Techtronica M40 Pulse Rifle at close
range is enough to turn the toughest Metalhead into
the equivalent of @ broken toaster.

Quick-Change Mounts (200eb, HC2}: All Full
Borgs (except the Gemini) may purchase Quick-
Change mounts for any or all oFtheir limbs, as
well as for their hands and feet. If an arm does
not have a hand installed, that space may be
used for some other option, and it becomes pos-
sible to install Rifles (2 spaces) ond Heavy Weap-
ans {3 spaces} in the limb. Keep in mind that your
Humanity index will change depending upon
what limb you have mounted. Don't even think
about getting a Quick-Change Head, you poser.

Interchangeable Biopod {20,000eb, 18D6): This
drastic option for full-bedy conversions allows the
purchaser 1o effectively have an assortment of in-
terchangeable bodies! When the transplant oper-
ation is performed, the patient’s biosystem (the
brain and the few organs which cannot be re-
placed) is not built into a cybernetic body; rather,
the biosystem is placed in a compact life-support
module. This Biopod {which is about two cubic
feet in size] can then be interfaced with any cy-
borg body which has been fitied with the correct
receptacle, thereby allowing the Biopod fo be

switched from body to body, depending on what
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duty it infends to perform. However, it can only
be put in a cyberg body which was designed to
accept an Interchangeable Biopod (these bodies
cost the same amount as normal ones, but cannot
be used by anything but a Biopod}. When the
Biopod is removed, it is often jacked into o brain-
dance recording in order to provide stimulus for
the brain while it waits for the next body to be
prepped for installation. Those cyborgs who con
afford it often buy human-looking bodies for ev-
eryday life, and also buy other bodies for their
“work.” Theoretically, it would be possible to
ploce such o Biopocr inside a specially-modified
vehicle {or other non-humanoid bedy), thus
granting the brain unmatchable versafility. How-
ever, the dlien nature of these bodies would
probably incur catastrophic humanity loss. An In-
terchangeable Biopod can only be bought of the
time of the subject’s transplant operation, and the
Humanity Cost is 18D6 (rather than 16Dé for the
basic Full Body Conversion); the humanity index
will vary depending upon which body the Bioped
is using. This is determined by the total HC of the
body, ?ess 16D6.

Longevity Module (15,000eb, HC1}: This mod-
ule, which can be installed in any full body con-
version system, consists of an advanced medical
computer (which functions like a Medscanner
and Biomenitor), a chemical synthesizer, and a
vast supply of free-roaming nanosurgeons. Once
installed in the body of o cyborg, the Longevity
Module moniters the status of the Borg’s biosys-
tems (ie, the brain and its few support organs)
ond maintains upkeep of their health. The nano-
surgeons isolate |occ|rbroin degeneration and
stimulate deteriorating cells to regenerate. The
medical computer diagnoses any illnesses or dys-
functions in the biosystems and synthesizes chem-
icals and catalyst enzymes to heal any problems.
Although this system has not been on the market
long encugh to prove ifs full capakilities, it makes
the cyborg all but immune fo disease and will
theoretically triple its lifespan {this based on com-
puter projections). This is a popular choice
among those who have a Gemini body.
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Y/ i A res combat bike . . . A

Nomad’s dream. Rock

‘n roll, babel”

-Donya West, Demo-
racer and Braindance
Star

Y / | Punk's ride is an exten-
sion of his attitude. And
we all know attitude is every-
thing.”

-Gil Myxx
’lw ho cares what it looks

like; how fast is it2"
-Jake Takada

AERODYNES

Aerodynes (vectored thirust vehicles) are airframes without lifiing surfaces [wings or rotors) that can fly by vir-
tue of l\:f'ectoring jet engine thrust to counteract gravity, They are frue Vertical 'I?cﬂ(e-Off and Londing (VIOL)
aircraft,

Aerodynes are o familiar sight in the Cyberpunk 2.0.2.0. universe, ‘!c&ely represented by the ugly, bul-
bous AV-4, There are drawbacks to their versatility: if an aerodyne is flipped on its side or back, it loses oll it
and plummets until it can point its jets at the ground again. Aerodynes also use jet engines which produce lots
of heat; heat that oliracts IR-homing missiles in combat {including most SAMs). Finally, jet engines can’t use
oleohol fuel {the octane is far foo low} and must use Avgas or Kerosene, expensive petrolium derivatives, Av-
gas is E;ailﬁbb ol airports and other aerodyne/helicopter ports, and costs {2D6 x 101+50 eb per gallon (70-
170 eb/gallon).



AV-3 “AEROCOP”

The AV-3 "Aerocop” {os it is known) is a famil-
ior sight in any metropoliton area in the world. Itis
the standard for police depariments the world over,
with good armor, good performance, and versatili-
ty. The Aerocop functions just like a normal police
car, except that it can fly as well as "roll".

The turret machinegun mount owes its existence
to the AV-3's design as a military scouting
vehicle. Rejected in favor ot the all-purpose AV-4
and the assault AV-6; the AV-3 was then sold to po-
lice departments the world over. Some departments
dismount the turret; others keep it, and even vary the
weaponry from the standard machinegun to heavy
machineguns, light autocannons and missiles, The
AV-3 is possibly unique in that it has retained
?round v;hefls for surface mcmvs,-umer.l-.CI irl;% c:brigiher
egacy of milifary requirements that it be able fo go
to ground and operae in surface modé: This comes
in very hcndr for police operaling in areas where
tall surface clutter precludes flight.

Maneuver Speed: 250 mph

Acc/Dec: 50 mph per phase

Top Speed: 350 mph

Fuel Efficiency: 1 mpg

Passengers: 5

Fuel Capacity: 300 gallons avgas

SDP. 50

Maneuverability: +1 1o all rolls

S 20

ICosI: 500,00d0eb inktopol
Spedial Equipment: Radio, com ink Yo police
headquarters, crash webbing (om as 15 5P for

ssengers in crashes ond collisions}, ejection seats
r front passengers (passengers then drift to ground

on individual parachutes), secure back seat (20 SP
cn‘norfasﬂc barrier between front and back seat),
spotlight, police strobe lights, loudspecker.
Game Notes: The AV-3 has a Maneuvering Speed
of 60 mph, a Top Speed of 150 mph, Maneuver-
ability of +0 to alf rolls and Acc/Dec 10 mph per
phase when on the ground.
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THE FAMILY FLIER

For years, the AV series has been the epitome of
fast transport, a vehicle that can take off and land
without the need of 0 runw? ond flit+o its destina-

fion at aircraft speeds, avoiding ground dutter and
traffic congestion. But it's always

beyond the
reach of any but the most filthy rich.

No longer! VMW now introduces its new export
model of their popular EEC military cirjeep, the
Family Flier. Priced o sell, the Family Flier is avail-
able to the middle-class family, at reasonable inter-
est rates (10% APR). If's easy o fly, cheap fo main-
tain, and has one of the highest fuel milage rates of
?ony aerodyne on the market.The Family Flier: Sofe,

st, in
VMW dealship today and take fo the skies!
Maneuver Speed:  75mph «
Acc/Dec: 25 mph per phase

sive, convenient. Head on down fo your

TopSpeed: 150m

Fousl Efficiency:> 2 mppgh

Passengers: 6

Fuel Capacity: 100 gallons avgas

SDP: 50

Maneuverability: -2 to oll rolls

s 15

Cost: 50,000eb
Special Equipment: Crash bogs for passengers
[counts as SP20 for resisting crash and collision

domage to passengers)..

Gurgew N:; T|'Ine Fan;‘ily Flier is unbI ere wwus
ifs slow speed, sluggish maneuverability and hi

fuel efficiency). It can hold up to six people (inclgd-
ing the driver) and another 100 kilograms of cargo

in a cargo
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THE NISSAN FORD - :

Can't afford avgas? Why not
ry a cheaper and more
tech cltenative? The Fan-
Master is o common sight
bol'hl in the ciiy onil I;utside
city limits { ially in arecs
wzere roodeip::e limited or
non-existent). s large corgo
capacity, reliability and du-
rability make this hovertruck
the perfect vehicle for the out-
doorsperson on the go, or for an infercity frip with the furniture.
Built to military suspension specifications, if you can get there on o hoverfan, the FanMaster will getyou
therel It's even fully amphibious!

Maneuver Speed: 25 mph Acc/Dec: 12 mph perphase  Top Speed: 100 mph

Fuel Efficiency: 20 mph Passengers: 3 SOP. 75

Fuel Capacity: 25 gallons CHOOH2 ~ Maneuverability: -2boallrolls  SP: 15

Cost: 20,000 eb

ial Equipment: The FanMaster can carry 750 kg of cargo in the back bed. Enclosed rear vans are avail-
able (add 2,000 eb to cost) for in-city vans and runaboats.
Game Notes: The FanMaster is also a fully amphibious, hoverfon vehicle (although it can't fly). As long as it
is not carrying more than 250 kg of cargo, it can drive right into water and float. s low-power fan blade
system allows it fo drive at 5 mph speed (Acc/Dec 1 mph per phase) overwaler. lis maneuvering is ferrible,
gh: -3 to all maneuvering rolls while in water.

THE MACH

The AV series is popular. Its reliable. I¥'s useful. If's
everywhere. And every vehicle in the series
locks like it was designed by a truck-
builder. An AV looks about as fost

as & gum eraser, and has /.

the same sex ap- i’ ; />

peal. You can (=
point A fo point B in

N o
‘&? | one, and that's about all. Until now.

' From Lombo-Fiat comes the fastest thing

/ in the skies short of a jet fighter. It looks fast, it
* sounds fast, it is fastl The Mach is the answer fo the profes-

s, siondl air enthusists looking for a recl challenge in aero flying.
And it's the sexiest vehicle in the air or on the ground. Availoble in

black with red interior or red with black interior.
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" Maneuver Speed: 200 mph Ace/Des 150 mph perphose  Top Speed: 500 meh,

Fuel Efficiency: 1 mpg Passengers: Fuel Capat;iiyt 300 gallons avgas
S5DP: 40 Maneuverability: +2 fo all rolls SP: 10
Cost; 650,000 eb

Special Equipment: Autopilot and computer navigation systems can fly the car fo any destination, as long as
the destinalion is programmed info the computer and satellite navigation systems can be accessed, The auto-
pilot makes all manuevers ot skill Pilot (Vector Thrust) 5. The Mach comes equipped with top quality compact
audio and video enfertainment s :

Game Notes: The Mach is a very unforgiving aircraft. Unless the pilot has a Pilot (Vector Thrust) skill of 5+,
the Mach’s moneuverability drops from +2 to all rolls fo -5 to all rolls.

THE SWAN

For the execufive on the go, who doesn’twant fo bother with the pressures of iraffic, road repairs, and
obscene interest payments, the aircralt and automotive manufacturers of Scandinavia offer the Swan. Perfor-
mance, high speed, maneuverability, reliability and safety combined with a look that says “You're a suc-
cess.”

The Swan is equipped with the latest in autopilot and computer navigation systems, as well as the top of
the line in safely and ogzdtrol vipment. The Swan. Elegance, dependabilily, and performance. =

Maneuver Speed: 100 m Acc/Dec; 50 mph per phase Top Speed: 200 mph

Fuel Efficiency: 1.5 mpg : 3 SDP: 65

Fuel Capacity: 300 gal. avgas ~ Maneuverability: -1 1o maneuverrolls ~ SP: 20

Cost: 200,000 eb
Special Equipment: Crash bags and restraint equipment for passengers (counts as SP 40 fo passengers in
case of crash or collision). Autopilot and computer navigation systems can literally fly the Swan to any desti-
nation, as long as the deslination is programmied into the computer and satellite navigation systems can be
accessed, The autopilot makes oll manuesers o skill Pilot (Vector Thrust) 5. If the Swan suffers control loss,
compensator systems add +5 fo Pilot die rolls to regain conirol. The Swan can carry 100 kg of cargo i the
ihircr:;ssenger is not carried.



GROUND CARS

VEHICLES

Most ground cars are simple devices very much like those available in the late 20th Century.

They almosta
shields, and all

or electrical storage/flywheel systems.

THE CROWDER

The New American Motors Crowder is one of the
most popular electric cityears in North America, and
is even made by license overseas (Japan being the
country with the next largest quantity of
Crowders).The Crowder’s popularity over its dosest
rival, the Honda Metrocar, comes from its elecirical
power system. Eleciricity is available almost any-
where, at a lower cost than CHOOH2. A Mefrocar
fillup with CHOOH2 costs about 15 eb, while o
Crowder recharge costs only 10 eb in most cities
where electricity is readily available.

For the Green cilizen, the Crowder is the only alter-
native. Make your impact on the environ-
ment! Send o message to polluters,
ond save on fuel costs ot the same
time.

Maneuver Speed: 20

m
Acc/Dec: 3 mph per
phase

111111

have digital readouts and heads-up displays
drive/steering. And they almost always run on CHOOH2 oleohol fuel,

projected onto the wind-

Top Speed: 40 mph
Fuel Efficency: 1 ﬁour per power unit
W

Fuel Capacily: 5 power units

SDP: 25

Maneuverability: -1 on oll rolls

SP: 10

Cost: 3,000 eb

Game Noles: The Crowder takes 1 hour per power
unit to charge when connected fo ot least o 220-volt

power output. A regular 110-volt house power plug
charges the battery in 10 hours.
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THE MAX INTERCEPTOR

Used by infercily police the world over! Faster than anything but an aero, tougher than anything but a
tank, with the acceleration to make it count ond the endurance ko maintain long-range high-speed chases,
the Max Interceptor is now available fo the public. Official chase car of the United States Highway Marshals,

Maneuver Speed: 50 m

Acc/Dec: 12 mph per phase

Top Speed: 180 mph
Fuel Efficiency: 20 mpg
Passengers: 4

Fuel Capacity: 40 gallons CHOOH2  SDP: 60 Maneuverability: +1 on all rolls SP: 15

Cost: 40,000 eb :
Special Equipment: Police radio, satellite uplink for onboard computer, fire extiguisher, crash webbing
{counts as 15 SP for passengers in crashes and collisions), secure back seat {20 SP armorplastic barrier be-
tween front and backpuseat , spotlight, police sirobe lights, loudspeaker. Game notes; Sometimes this car is
armed with a machinegun turret like the AV-3 “Aerocop.”

THE TOYO-CHEVROLET

17 CHEVY
The ‘17 Chevy is possibly the least in-
spired automobile in the history of au-
tomobiles. It is virtually a copy of ev-
ery selling feature seen on every
rival passenger sedan on the
marl;let In:ﬁ: ed as a markez
ing ploy, the imitation insiea
made the ‘17 Chevy nearly in-
visible; it has no distinct look
thet sets it apart from ony of its
compefifors.
Maneuver Speed: 30 mph
Acc/Dec: 3 mph per phase
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Passengers: 4

Fuel Capacity: 10 gallons CHOOH2
SDP: 50

Maneuverability: +0 to all rolls

SP: 10

Cost: 10,000 eb

Game Notes: The ‘17 Chevy {and its competitors) can haul 150 kg of cargo in addition to its passen-
gers. If not carrying cargo, it can haul up to 5 passengers (provided that the three in the back are
very friendly with one another).

MOTORCYCLES

Ever popular with the younger crowd, in the year 2020 somefimes a good cyde is all the
ransport you can afford. Still, a cycle isn't a bad option — it gets great gas mileage, is easy
to maintain, and looks cool. And, affer all, isn't image what life is dll about?

THE ASHIGARU

The Mitszuzuki Ashigaru is just the thing for the city rider. Classic lines, clean handling, and the bonus of

electrical power make the Ashigary the perﬁect city fransport, with enough speed fo get you where you're go-

ing and enough acceleration o get you out of rouble, fast.

Maneuver Speed: 30 mph

Acc/Dec: 4 mph per phase

Top Speed: 70 mph

Fuel Efficiency: 1 rlour per power unit

Passengers: 1

Fuel Capacity: 8 power units

SDP: 20

Maneuverability:+1 on oll rolls

SP: 0

Cost: 1,750 eb

Special Equipment:
Ashigaru |:cat:m

carry 25 kg ot cargo

in its cargo boot.




THE BERMUDA

Bermuda, home 1o the most dangerous friangle on the high seas. Only fitting that it lend its name 1o the
most dangerous friangle on the rouie'[he Delta Mators Bermuda is a new concept on the roads—a tricycle
instead of a bike. Faster, more maneuverable, steadier, longer-ranged and |
just plain more comfortable to ride. Enter the Triangle. The Bermuda awais.

Maneuver Speed: 45 mph

Acc/Dec: 4 mph per phase

Top Speed: 155 mph

Fuel Efficiency: 60 mpg

Passengers: 1

Fuel Capacily: 5 gollon CHOOH2

SDP: 40

Maneuverability: +2 dll rolks

SP:0

Cost: I3,,000 eb o

ial Equipment:

fgdei::. Th:zI B;"nnnudo can
be fitted with a special
seqt fo allow camrying
100 kg of cargo, or an-
other passenger. This
modification costs an additional 200 eb.
Game Notes: The Bermuda functions as well off-road as it does on pavement.

THE DARKWING

The Darkwing is Harley’s latest entry into the off-road cycle market. If's not as fast as a Shiva, nor does it haul
as much as a Thundergod. It doesn’t have to be that fast, or haul that much. Because the Darkwing will go
anywhere you can foke it. Ifll go places o tank can't get to, and brave couniry that will have any other bike in
5 pieces. So if you have o access the inaccessible, get on the Darkwing and go!
From Harley. Bikes built for Americans, by Americans.
. Maneuver Speed: 30 mph
Acc/Dec: 3 mph per phase
Top Speed: 100 mph
Fuel Efficiency: 75 mpg
Passengers: |
Fuel Capacity: 5 gallon CHOOH?2
SDP: 35
Maneuverability: +3 when off-rood
SP: 5
Cost: 4,500 eb
ial EqLJiepmenl: CB radio, halo-
gen headlights. Can be outfitted for cybemetic
use ot a cost of an additional 1,000 eb.
Game Notes: The Darkwing’s handling is only kir on pavement, Off-road, in
dirt, sand, mud and other similar conditions, all maneuvering rolls are +3 with the Darkwing. Darkwings
have been used by military organizations, and are armed withngxed-bmurd SAW light machineguns (trect
as a Ronin Light Assault rifle with #Shols as 150) and a rear-firing smoke projector.




AIRCRAFT AND MINI-JETS

Most aircraft are limited to airports in order fo support their long takeoff and landing re-
quirements. Ther are a number of VTOL aircraft that don't have this problem. Ospreys and
their tilt-jet cousins operate from buikding rooks, helipads and other restricted areas. They can't
go places that an aerodyne can, but they can usually go farther:

Unfortunately for the prospect of Everyman owning a fifl-plane, the high power require-
ments of this method of flight require jets or jet-engine power, meaning that these aircraft
{ogain) use some varient of Avgas for fuel.

Some of the vehicles listed below (Wasp & Comet), belong to a special category known as
minijets. Since even ments find it difficult fo stockpile enough jet fuel to operate the fuel-
gobbling monsters of old. most corporate armies don't use full-sized jet fighters. Instead, smaller
is better—small jets can carry lethal weaponry, are more maneuverable, and use less fuel.

GD F-36 COMET

Generol Dynamics infroduces the Comet. Faster than the Wasp, more maneuverable than the Wasp, bet-
fer than the Wasp. Ride the wave of the future; leave the insects behind and rocket to the skies!
Maneuver Speed: 625 mph Acc/Dec: 15 mph per phase Top Speed: 1,400 mph
Foel Efficiency: 1 mpg Passengers: 1 Fuel Capacity: 500 gallons avgas
SDP; 175 Maneuverability: +10 o allrolls  SP: 20
Cost: 45,000,000 eb _

Special Equipment: Ra-
Iongdar, radirc;i:qok-down radar,
-rq rtarget ID, ECM,
fiare ond dngﬁ dispenser, ejection sect,
20mm cannon (with 2,000 rounds), 2 air-o-
air missiles [Sidewinders or Sparrows. See Solo of
Fortune, pg. 74 for defails).
Game Notes: The Comet's forward-swept wings give it its fan-
tastic maneuverability. If the Comet suffers over 50 points of SDP
damage, there is a 10% chance per furn that the computers governing
fight ML and the Comet will immediately lose control and crash.
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MDD F-33 WASP
The F-33 Wasp is MacDonald-

Douglass’ current market lead-
er in fast intercepors.
Weighing in at a mere
6,800 kg, the Wasp can
reach Mach 1.8, has an
extended range of 1,000
miles, and carries four air-to~air missiles as well as the in-
ternal gun.

Maneuver Speed: 550 mph

Ace/Dec: 15 mph per phase

Top Speed: 1,250 mp

Fuel Efficiency: 1.5 Passengers: 1

Fuel Copacity: 670 ;:’Iians avgos

SDP: 250 5P 20

Maneuvercbility: +3 to all rolls

Cost: 35,000,000eb
Special Equipment: Rador, radio, ECM, chaff and flare dispenser, look-down radar, kong-range radar tar-
get ID, ejection seat, 30mm cannon {with 1,000 rounds), 4 air-to-air missiles (either Sidewinders or Spar-
rows, or a mix of both).
Game Notes: The Sparrow missile is a radar-guided missile, doing 6D10 dam-
age; with a 90% hit probability. Effected by chaff and ECM jamming. (See Solo,
pg. 74, for Sidewinder and cannon details)

THE FED-
BOEING

FALCON

Swooping from the sky like
its namesake, the Falcon
stoops to deliver its cargo
rather than slashing is prey.
Fed-Boeing is proud fo sup-
ply the world with this fine
fransport, continuing the line Y
of fop-quality Fed-Boeing air- &
era

Maneuver Speed: 100 mph

:ﬁ;ﬂ’“‘ 10 mph per Maneuverability: 0 fo of rofl

1O Speed: 300 meh : ot 1,250,000 b

fo tenc{o mPg ‘. Special Equipment: Radar, long-range radio.

F ud"ec'ampm"w 150-gollon avgas Game Notes: The Falcon needs ot least 30 meters of

SDP: 100 openspuoeblmdorlukeoﬁ.




Airships are too slow. Aerodynes don't have the
range. Passenger scramiets just foo expensive — of-
fer all, you're just going across the country, not LEQ.
So what can get you there when you dbsolutely,
positively have to be there in o few hours?

The Hummingbird can. Combining the virtues of
winged speed with filt-wing vectored thrust, the
Hummingbird can land on a helipad, and take off
from one* as well, Fast, agile, comfortable ... That's
the Hummingbird.

*With calapult casish, ph
Maneuver Speed: 300 m
Acc/Dec: 10 mph per phase
Top Speed: 600 mph
Fuel Efficiency: 0.75 mpg
Passengers: 10 5,
Fuel Capacity: 1,000 gallons avgas
SDP: 100

VEHICLES - o=

Maneuverability: +2 o all rolls
SP: 20

Cost: 15,000,000 eb

Special Equipment: Autopilot and computer navige-
fion systems can fly the croft fo any destination, as
long as the destination is programmed into the com-
puter and satellite navigation systems can be occess-
ed. The aulopilot makes all manuevers ot skill Pilot
(Vector Thrusf) 5. Mini-computer (see the Laptop
computer in Cyberpunk 2020}, a wet-bar, complete
environment control, eellulor visiphone, satellite up-
link, telefux, radio, television, document shredder,
fire extinguisher, radar, thermographic sensors, ra-
dar detector, laser detector and on-board ECM sys-
tems (see Solo of Fortune for details).

Game Nofes: The Hummingbird is o tilt-wing, not a
fil-engine design. Itis actually a very short Short
Take-Off and Landing (STOL) aircraft. Landing it
without @ runway is o Difficult task; the airplane’s
size requires a minimum of o 20 meter radius fo
land it without harming the wing-mounted engines.
The Hummingbird requires a150 by 40 mefer run-
way, or a catapult assist fo foke off. A crazed pilot
could take off from a skyscraper roof, by taxiin

over the edge and plummeting to gain speed! ﬁwis is
a Very Difficult task, and requires at least 100
meters of fall o build up speed.



LOCKHEED-CESSNA
PINTO

past at 400+ miles per hour, firing. Missed! Not
enough fire fo foke it out; the et went by too fast.
Callin the gunships! Oops, they're not fast enough
to make it to the target zone in fime. When a jet is
too fast, and a helicopter is too slow, and an AV is
too vulnerable, you have to turn fo the old standby:

The prop plane.
The Pinto is a STOL weapons platform. It has the
speed fo get to the target areq, the rough-landing

capability to lurk on the ground behind the lines,
waiting for action, and the loiter time to hover
around the battlefield.
The Pinto. IY's not ancther one-trick pony.
Maneuver Speed: 200 mph
Acc/Dec: 5 mph per phase
Top Speed: 450 mph
Fuel Efficiency: 3 mpg
Passengers: 4

There's a farget on the ground. The jet fighters whizz

Fuel Capacity: 500 gallons avgas

SDP: 150

Maneuverability: +2 to ol rolls

SP: 20

Cost: 10,500,000 eb
Special Equipment: Radio, radar, thermographic vi-
sion, painting loser rangefinder, ejection seats, choff
and fare dispenser, ECM, two 20mm cannons
fixed forward (each has 2,000 rounds. See Solo,
pg. 74). The Pinto oan carry 1,400 kg of ordnance.
Game Notes: The laser rangefinder can guide Hell-
fire missiles {Solo, pg. 74) and other loser-guided
munitions. It also gives a +3 o cannon fire at Long
and Exireme ranges. Ordnance weights: Hellfire
missile 45 kg, 7-shot rocket pod 250 kg, 19-shot
rocket pod 850 kg, Sidewinder missile 85 kg,
bombs as per weight {115, 230, 340 or 455 kg).
Bombs do explosive domage equal fo 1D10 per ki-
logram of bomb weight wii a radius of 1 meter per
10 kg, rounded down, of bomb weight. There is a
further blast radius of 1 meter per 5 Eg, rounded
down, of bomb weight, where the bomb does 1D10
damage per 5 kg ot bomb weight.
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AIRSHIPS

With the price of aviation fuel so high, the jetliners that roamed the skies of the 20th Century
are gone. I their place are the slower, quieter, more dignified lighter-than-air cirships. Filled
with helium, fueled by CHOOH?2, these mammoth fliers drift across the world, conveying peo-
ple and cargo without effort. And since they've got so much more cubic when compared
o airliners, they can afford luxuries for the passengers. You may not get there as fast on an iir-
ship, but you'll enjoy the ride!

THE INDIA SKY-BARGE
Cargo-havler par excellance. With the Sky-Barge, Passengers: 6
u can fly over the counryside, without having to Fuel Capacity: 3,000 gallons CHOOH2

ave the anarchy of the unsupervised country or SDP: 750
erchr o por o sysmfoming Fomciy s ermrabiin: 310l el
city. Rated ot over 150 melric fons, the Sky-Barge is SP- O
the cheap answer fo moving goods. Cost: 10,000,000eb

Maneuver Speed: 30 mp Special Eaui i ]
pecial Equipment: Radio, rador. The Sky-Barge
Acc/Dec: 1 mph per phase 5, can haul up fo 150 metric tons at fulfeed. It

Top Speed: 60 mph
Fuel Efficiency: 0.33 mpg fna:hbuUI up to 250 tons at a top speed of 45




THE “MADISON
AVENUE”

Madison Avenue, once the hub of North
American advertising. This remote-conirolled
LTA vehicle is a iribute fo that sirefch of sireet.
Aflying billboard, the “Mad Ave,” as it's
known, is the attention-getter. Its videa
screens are fully programmable from any
computer that can run the sofiware (software
included with purchase), and the blimp can be set for pre-programmed routes or directly guided with o
joystick and video monitor. -

Maneuver Speed: 15 mph Acc/Dec: 1 mph per phase Top Speed: 35 mph
Fuel Efficiency: 1 mpg Passengers: 2 SDP: 500
Fuel Capacity: 500 gallons CHOOH2 ~ Maneuverability: -3toallrolls  $P:0
Cost: 2,500,000 eb
Special Equipment: Video cameras, spotlights, 6 meter by 12 meter electronic projection screens.
Game Nofes: In o pinch, two pecple can squeeze into the emergency cockpit and fly the vessel,

THE SKY QUEEN CRUISE-LINER

The Dayton Sky-Queen, regal ruler of the North American skies. Comfort, safety and convenience in

trans-continental fransport. Fly the floating skies with the Sky-Qlueen!

Maneuver Speed: 40 mph Acc/Dec: 1 mph per phase Top Speed: 100 mph

Fuel Efficiency: 0.25m ' Passengers: 170 SDP: 1,000

Fuel Capacity: 8,000 gallons CHOOH2 ~ Maneuverability: -1 to oll rolls SP.0

Cost: 20,000,000 eb
Special Equipment: Radio, radar, ECM, flare'and chaff dispenser, sleeping accomodations for 150, 3 bars,
2 reskaurants, crew compariment for 20, 375 metric fons cargo copacity, 6 Sidewinder AA missiles (Solo, pg. 74).
Game Notes: The Sky-Queen usually cruises ot 60 mph, taking approximately one full day to go from coast
to coast. The high SDP rating reflects the difficulty of owningrﬁe compartmented, self-secling gasbag.



Exotic: Foreign; having the charm of fas-
cination or the unfamiliar; strangely
beautiful; enticing. Slang: A human bio-
sculpted with nonhuman elements: fur,
long fangs, tails, etc.

In the world of 2020, practically any-
thing is available—for a price. With so-
phisticated plastic surgery techniques, a
person can have his or her appearance
changed to nearly any specification.
Bodysculpting is popular, relatively inex-
pensive and available on a “while you
wait” basis,

So what do the wealthy do to show
that they’re wealthy? Once upon a time,
plastic surgery was a symbol of the filthy
rich. Now it's passe’. A new line of
bodysculpting is available for those with
the euro. Why bother being one of the
beautiful people when you don’t have to
be “people” at all?

Biotechnica is proud to unveil its new
line of Bioexotics™. With nanosurgery,
cloning, gene matching and grafting,
there’s nothing you can’t become!

Disclaimer: Biotechnica accepts no re-
sponsibility for the misuse of its exofic
technelogy. For best resulis, a full psy-
chological therapy program should be
implemented before, during and after
exotic biosculpting. Only Biotechnica-li-
censed clinics guarantee official implan-
tation and exofisculpting procedures.

THERAPY PROGRAMS
Biotechnica-ficensed clinics and hospitals also pro-
vide therapy programs to ease the transition from
mere human to your new form. (Game Note: Other
hospitals also provide therapy for recovery from ac-
cident and cybemetic implantation.) Therapy costs
money and time, but it's worth it in the end!

Therapy is a regimen (referred to os “forture” by
patients} designed to assist the patient in recovering
use of damaged muscles and nerves. In game terms,
therapy lowers the humanity loss from any injury/
implant as the patient is helped o understand what
has happened and how to use his/her new parts;
and is given practice in using them.

There are three levels of therapy: Outpatient,
where the patient atlends therapy sessions at the
clinic/haspital; Inpatient, where the patient lives in
the hospital and practices every day under medical
supervision; and Infensive Care Therapy, where the
patient not only lives in the facility but has his/her
nervous system and psyche probed each day for
“fine-tuning” [in essence, a irained psychelogical
team rebuilds the patient’s personality into one tht
minimizes identity loss. By the fime they’re done, the
psych team knows more cbout the person than the
person does, so you'd better trust these people with
all of your innermost secres).

The time needed for successful therapy is based
on the complexity of the operations performed. Add
up the surgery codes as follows:

4 Negligible = 1 Minor

2Minor= 1 Major

2Major= 1 Critical
The fime needed for each kind of therapy is listed
below. The surgeries add together, so the theropy
time for multiple surgeries is determined by the sur-
gery total. For instance, o patient who experienced
1 Mojor surgery and 3 Minor surgeries would frect
therapy time as if he had had 1 Critical and one Mi-
nor surgery |1 Major + {3 Minors/2)l=22 weeks of out-
paﬁenmpyor 11 weeks of inpetient/IC therapy.



THERAPY
Surgery Out Inpatient/ICT
Negligible 2 weeks 1 week
Minor 6 weeks 3 weeks
Maijor 8 weeks 4 weeks
Critical 16 weeks 8 weeks
THERAPY COSTS AND EFFECTS

Therapy Cost/Week TimeRequired HPt
Outpatient 1,000eb 14 hours/week 25%
Inpatient  5,000eb 168 hours/week® 33%
ICT 10,000eb 168 hours/week* 50%

* In these sorts of therapy, you live in the focility 24

hours a day and they don’t want to let you out. .
1 Humonity Points Regained

SURGERY ADDENDA AND NOTES

When a person is undergoing surgery, the surgeons
will work on only one area of the body of a time {di-
vided up into head, torso, cbdomen, arms and legs).
All work in that area will be done at the same fime—
for instance, installing a cyberhand on one arm and
pulting rippers in the other hand will be done simul-
taneously. The operation costs are all still separate,
of course. (What, you expect otherwise? Not on
your bankbock, chum!)
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EXOTIC CYBERWARE

{CoSTS DO NOT INCLUDE SURGERY AND HOSMTAUZATION FOR RECOVERY.)

ITEM SURGERY HL Cost NOTES
Minor FACIAL MODIFICATIONS M 1oé/2 1,000 s
Masor FACAL MCOFICATIONS M [ 2,000 e
MUTZLE, SHORT M 10é 2,000 8
MuzziE, LONG MA 206 2,900 & A
MANDIBLES, EXTENDED MA b 40006 B
Natural Fanas (0o 106 W compar N 206 500 £ C
MNanraL Cuaws (Do 108 N comeat ] Hod+1 1,000 €2 {rer wva D
Reracrasie Caws (DO 106 B4 COMBAT M 206 1,000 e [per uve
SCRATGHERS N Toé 500 e [per uma) E
Rirvers M 206 750 eb [per Lmp) E
Taa MA 206 1,500 e F
Compat Tay MA Joé 2,500 ¢ G
Dicmcrace Lecs CR 4 4000 e H
Fue/ Scaies/ SKINCHANGE N b 10,000 es |
Heavy Scaies N 3pé 12,000 e J
ExosxeLeron CR 4nh 20,000 e K
FRAME ALTERATION CR 2ob 8000 L
Beravior Crip N 106/ 2 1,000 e M
Mew BroTec:
ArmoeWeave N Tod 4,000 e M
Seee0 Grarrs MA o4 750 m [v]

EXPLANATION OF "NOTES" (ABOVE)

A: Like a dog's or horse’s muzzle.

B: Mandibles are semi-prehensile grasping “jows”
extended from the facial bone structure. They
are usually sharp and strong, and can inflict
1Dé damage in grappling combt,

C: Only when the person with fangs has groppled
its opponent.

D: Grown from the bones via nanotech. ;3 to ma-
nipulation skill rolls (anything requiring use of
fingertips—typing, delicate tool use, writing).

E: Low HC loss is due to implantation in o good
hospital environment,

F: Mobile but weak—can only exert about 3 |bs. of
force.

G: A heavily-muscled tail, usually tipped with
spikes, spines or a bony knob. Does 1Dé +
Body Damage Modifier in hand-to-hand com-
bat. Some combat tails have poison stingers
added, doing damage like a knife and injecting
appropriate drugs/toxins. A stinger fail costs
500eb more than a regular combat fail,



H: Dog-legs, jack-legs, efc. Animal-style hind legs,
B?Hg ae?holrf Footegnd Jjoints instegd of 2, Tﬁi
option replaces both legs. If acquired without
tail, the recipient is ot -2 MA and -1 REF when-
ever on his/her feet. If acquired with a tail, dig-
itigrade legs increase MA by 1.

I: This changes the bearer’s skin to the desired fex-
ture. There is a 10% chance of developing can-
cer from the genetic implant. The cancer can be
cured, but the skinchange will have fo be re-
moved and curing the cancer will take 1-6
months and cost 2,000-12,000 eb. (roll 1dé for
months and multiply by 2,000eb for cost)

J: This is actually Skinchange with Skinweave
thrown in, for SP 12 protection. Some cancer
risk as Skinchange.

K: A rigid exoskeleton provides SP 18 profection,
but reduces MA and REF by 2! Same cancer risk

as Skinchange.

|: Frame alteration can make the pafient shorter,
taller, fatter, thinner, efc., up to 25% change
from patient's actual bady size.

M: Behavior chips are personality modifiers. Some
rigidly lock a person into a single set of pre-pro-
grammed behavior (these are largely used b
correction authorities to conirol prisoners), others
simply provide a strong urge fo act in certain
warys when presented with certain stimuli. These
chips can alter moods—want to be the life of the
party? Simply slip in a chip and you're fun-lov-
ing for the rest of the night! (Or until the chip
comes out.) Want ta be the board-room terror?
Slip in the Dominator chip and bully your part-
ners into submission. Want to be a real Romeo?
The Maximum Lover chip just gives the tech-
niques. Use the Romance chip and feel the emo-
fional high. Any emotion you want, any siate of
mind you crave, Behavioral chips can provide.
The high price is for precise adjusiment to your
neural system (thus the visit fo the clinic)..
Warning: These chips can become pddicﬁve.
Prisoner-correction chips can’t be removed with-
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out special equipment; the others can be slipped
in or out like a regular chip. But you might not
want fo fake it out! The chip produces constant
emotion pattems that many people find hard 1o
give up—they know the second the chip comes
out, they retum to normal thought chaos. Re-
moving a chip requires a Cool/Will roll vs. +15
difficulty. If you fail, you fight having the chip re-
maved by anybody. Each time you fail, you can
Iry again in five minutes, but the next test is
against +5 more each time you fail {maximum
difficulty +30). If you spend over 48 hours under
the influence of a Behavior Chip, you're mentally
addicted. Once the chip is removed, the person
has lo roll under his/her Cool each hour to
avoid fits of depression, shaking, and anxiety,
overlaid by a compulsion to acquire the chip
again.

Behavior Chips are legal, but using them on
someone against their will is not. In addition, the
person for whom the chip is made (they are, of-
ter all, individualized) signs a waiver when the
chip is made. This waiver exempts the chip-pro-
ducer from any legal obligations arising from
use of the chip.

The stronger Behavior Chips that lock the
subject into specific actions for specific sfimuli
cost 2,000eb, and are illegal for use by anyone
except correctional and mental health institu-
fions. {Sure. We all know that corporations
would never do something illegal and use these.
Right.)

N: ArmorWeave is an addition to SkinWeave and

Muscle/Bone Lace. It is o subcutaneous endo-
skeletal “carapace” woven info the subject's skin
laryers, linking the floating ribs with the pelvis
and allowing cybemefically-sirengthened peo-
ple fo use their full lifting power without breaking
their backs! It adds +1 10 BOD, increases the
subjects SkinWeave armor factor to SP 18 and
permanently subtracts 1 from REF and MA. The
subject must already have SkinWeave and Mus-
cle/Bone Lace to buy ArmorWeave.

O: Speed Grafts improve the subject’s MA by +2.
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MINOR EXOTIC PACKAGE DEALS

So you don’t want fo go all the way down the evolu-
tionary scale? Take koo much time, too much money,
too scary? Well, there’s no reason fo change your-
self foorér. Almost any Bictechnica-licensed walk-in
clinic can handle o minor exotic change. Here are
some of the favorites:

Me-yow! Feeling catty? The KatNip™ package in-
cludes pointed ears, whiskers, proper synthiskin fo
mimic E(: patterns, cat claws, bio-contacts for that
cat-eyed look, and voice-box medifications for those
who truly want fo yowl! Here, kitty, kitty, kitty...

Game Statistics: Minor Facial Modification (shit-
eyes, pointed ears, whiskers, modified hairstyle),
Scratchers, Tail, Synthiskin. 3,400eb total. Surger-
ies; 1 Majer, 1 Minor, 2 Negligible (2,200eb).
HC=4 1/2D6.

Hickory, dickory, dock: If you just don’t like cats,
why not be a mouse? An anthrapomorphism
made popular by a certain unnamed mouse {you
know who; our lawyers won't let us say his
name}, and countless animation and graphic
works, the mouse is always popular at parties.
For those rec1||y interested in decepﬁon,

sychological studies indicate that people are
ress threatened by mice than by any other exotic.
What better way to conceal your true nature. ..
until they find that you're the mouse that roars
(Other rodent forms— chipmunks, minks and
ferrets, rats, etc. are also possible with this
package.)

Game Statistics: Minor Facial Modification
[ears enlarged, face somewhat pointed, button
nose, overlarge eyes), Synthiskin. 1,400eb total.
Surgeries: 1 Miner, 1 Negligible {700eb), HC=1
1/2D6



eones -+

Hiss-s-s-s-s: Mam-
mals not appeal-
in?? Are you cold,
calculoting; reptil-
ian and proud of
it2 Are you ac-
cused of speaking
with a forked

ve? Want fo
be the best french-
kisser in your cir-
cle? Serpentize
yourself. There's
nothing so seduc-
five as the original
tempter!

Game Statis-
tics: Miner Facial
Madification {eyes,

Do the Bunny Hopl Be your own good luck
charm! And what could be a better lover than o
bunny? {Everyone knows about rabbits’, uh, ac-
fivities.) And girls, remember, men world-wide
have been conditioned for over half a century to
regard the “bunny” as the epitome of feminine
sexuality. Okay, so they won't think you're likely
to win any Noge| prizes, but you'll be popular!
Game Stafistics: Minor Facial Surgery (bunny
ears, optional button nose and whiskers; some like
buck teeth). Bunny Tail {not nearly as fraumatic
process as the listed tail; Minor surgery, HC=2

points, costs 250eb) 1,250eb total. Surgeries: 2 Mi-

nor {500eb). HC=1D&4.

removal of outside
ears, long tongue,
o|chory€Loost,

nose reduced to a0
slits), Natural -

Fangs, Synthiskin. 2,000eb total. Surgeries: 1 Mi-
nor, 3 Negligible (1,100eb} HC=4Dé

Fantasy Packages: No, not that kind of fantasy!
If you're looking info exctics, you're beyond that
anyway. This is “classic” fantasy, as made fa-
mous by obscure 60’s writers, and the fime-hon-
ored art of rele-pla ing games that now forms
the basis for braincz:mce and netgames. Be
someone who walked out of @ nove|, or even the
Elflines™ series!

Elf: Minor Facial Modification {pointed ears, up-

turned eyebrows, thin face). 1,000eb total. 1 Mi-

nor Surgiegr (500eb). HC=1/2D6. Popular op-
vde

fions include enhanced cyberears.

Dwarf or Halfling: Minor Facial Medification
(broader features), Frame Alteration {shorter,
stockier). MA is -2 because of shorfer legs.
9,000eb total. Surgeries: 1 Critical, 1 Minor
(3,000eb). HC=2 1/2Dé. Popular options include
grafted muscle or bone and muscle loce, Skin-
weave is also popular.,
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Ork/Goblin: Major
Facial Modification
(broad features,
squint eyes, big
nose}, Natural
Fangs, Frame Alter-
ation (wider, longer
arms}, Synthiskin
(green, brown, bladk,
ek.). 10,900eb. Sur-
geries: 1 Crifical, 1
Minor, 2 Negligible
(3,400eb). HC=6Dé6.
Popular options in-
clude red shift-tacts
or enhanced cy-
bereyes, grafted
musc|e, scratchers,
dermal armor and
skinweave.

Troll/Ogre: Minor Facial Modification, Natural
Fangs, Frame Alteration {faller}, grafted muscle,
muscle and bone lace. 12,000eb total. Surgeries:
1 Critical, 1 Majer, 1 Minor, 2 Negligible
{4,900eb). HC=7D6.

Fishman: Gills, Synthiskin, Webbing (minor alter-
ations to hands and feet; equivalent fo Minor Fa-
cial Modifications), Custom Contacts {to keep wo-
ter out of the eyes and facilitate easier vision along
the blue-green specirum). 2,000eb total. Surger-
ies: 1 Major, 1 Minor, 2 Negligible {2,400eb).
HC=41/2Dé,

GRAFTABLES

They are available for that discerning patron who
doesn’t want the whole look, but just parts of itl This
is o very popular line for many people who caleulate
their appearance fo starfle, to amaze, fo intrigue.
The sample given here is the package adopted by
Zark Nartang, the famous dirty-combat star of the
Urban Nightmare vids.

Game Statistics: Natural Fangs, Wolvers, Com-
bat Tail with stinger, SkinWeave, Bone & Musdle
Lace, ArmorWeave, Speed Grafts. 12,350eb total,
Surgeries: 2 Major, 1 Minor, 4 Negligiblé
(4,300eb). HC=12 1/2d6+1.

MAJOR EXOTIC
PACKAGES

THE BEAR NECESSITIES

The bear can be an effective form. It shares the
dual advantages of being cuddly and big. {Even
in this age of high-tech toys and games, the old
teddy bear is a comforfing constant.] Perfect for
that easy-going personality; but when you need
lo get tough, people listen!

Game Stafistics: Major Facial Medification,
Muzzle {short), Natural Fangs, Retractable Claws,
Fur Skinchange, Frame Alteration (taller, bigger),
Grafted Muscle. 24,500eb fotal. Surgeries: 1 Criti-
cal, T Major, 3 Minor, 2 Negligible (5,900eb).
HC=13d6.




THE SUPERMAN

Some people fike fo think of themselves as evolution
in action, preferring to step up the evolufionary
chain instead of down. Thanks to gene-splicin
nanotech, cloning, chemical enhancement cmc?
bionics, you ccnie an Ubermensch, the future of
humanity!

Game Statishics: Grafied Muscle and/or Bone/
Muscle Lace, Speed Grafts, Neural Pracessor, Ker-
enzikov Boost +2, Pain Editor, Biomoniter, Skin-
Weave, Lifesaver weave, Toxin Binders, Nanosur-
geons, Pacesetter 2000 Heart, Rebreather Lungs,
NeneOptical rebuild (see Cyberware section, pg. 8).
19,735¢eb total. Surgeries: 1 Critical, 3 Maer, 1 Mi-
nor, B Negligible (8,900eb). HG=13Dé.

EADTICS

HOLD THAT TIGER!

For the truly feline, nothing less than the BigKatm™
package will do. After this transformation, you can
stalk with the tigers, run with the lions, chase with the
cheetahs, or prowl with the pumas! Exotic, erofic, se-
ductive, mysterious— become the newest predator
in the concrete jungle.

Game Statistics: Major Facial Modification,
Muzzle {shori), Natural Fangs, Retractable Claws
(or Rippers), Tall, Digitigrade Legs, Skinchange (fur}.
21,000eb total. Surgeries: 1 Critical, 1 Major, 3 Mi-
nor, 1 Negligible (5,700eb). HC=19Dé. Populor
options include enhanced cybereyes, enhanced cy-
berears, grafted muscles, boosted reflexes.




oo bomes
BUG OUT!

Why not loke a step sideways on the evo|utionury
scale? For those who are looking for a rare and
truly exofic look, take a lesson from some of the
most schisfied lifeforms on the planet—the insects!
We can make you look like something that crawled
out of Franz Kafka's imagination, or a creation
from another planet, or just a bit “buggy.” For the
closet aliens among us.

Slightly Buggy: This creates a bug-headed
human. Major Facial Modification (bug-eyes,
plating the face with bony chitin, adding
antennae, elc.}, s|ighlly scaly Synthiskin, Custom
Cybereyes. 3,400eb total. Surgeries: 1 Major, |
Miner, 1 Negligible (2,200eb). HC=6d4.

Bughouse: Major Facial Modification (as
above), Mandibles, Frame Alteration (to change
the bedy shape, hands and feet), Custom
Cybereyes, Exoskeleton, Scratchers. 35,500eb

total. Surgeries: 2 Critical, 2
Maijor, 1 Minor, 1
Negligible (8,700eb).
HC: 15d6. Extremely
popular
options include
enhanced
vision in the
cybereyes,
boosted
reflexes,
enhanced
olfuctory sense
and cyberears.
Some
"Bughouse”
patients even
have
Cybersnakes
(or worse)
installed in
oversized head
housings.

AQUAFORMS

Almost seventy percent of the Earth’s surface is cov-
ered by water. And almost all of Earth’s population
is ill-equipped to deal with it. Break out of the evolu-
lionary track, return to our watery origins, and
merge with the liquid of life once again. Nole: cus-
tom designed gills for exotics have two times the du-
ration of standard cybergills.

Merman: The classic aquoform. Not teo use-
ful out of the water, but while you're in the water,
you're in your element.

Game Statistics: Gills, Skinchange, double
Frame Alteration {rebuilding the legs into o “fish-
tail”), Custom Contadts (for underwater vision), So-
nor. 18,900eb total. Surgeries: 2 Critical, 1 Maior,
1 Minor, 2 Negligible (12,900eb). HC=10 1/2D6.

Sharkman: Popular with lawyers, this resem-
bles nothing so much as a two-
legged shark. It's also a func-
tioning aguaform, with
tull underwater ca-
pability; useful as
well as bein
decorative {and
intimidating).

Game Sto-
tistics: Gills, So
nar, Skin-
change, Skin-
weave, Muzzle
{long), Natural
Fangs, Major
Facial/Frame
Modification {in
cludes dorsal fin B
and webbed
honds/Feet as
well as shaping
face into
shark’s).

17 ,7C0eb total.
Surgeries: 2
Major, 2 Minor,
3 Negligible
(4,60033).
HC=12Dé.




THE FAITHFUL DOG

Man's best friend has touched the hearts of
mankind for untold centuries. The cat walks
by herself, but the dog has long been
heralded for his stea fosfnessiis em-
pathy, his friendliness. Maybe you
want o cash in on this marvelous
reputation {and the emotional con-
tent attached to it}, or maybe you
just really like dogs.

But remember, there's a darker
side to the canine story. The Big Bad
Wolf has long been a bogeyman; the
fox and the coyote are classic tricksters,
and there are few animals with a worse
reputation than the pit-bull, the Tasma-
nian Devil of the canine world. Who
says being a dog means you're
harmless, happy-go-lucky and al-
ways faithful2 Whether you want to
be your own best friend or the fox in
the henhouse, the LupaForm™ pack-
age.is for you!

HERE THERE BE
DRAGONS

Voted the most intimidating exotic form on public
display, the Dragon-Man is perfect for those
wanting to deliver a message on sight. An ar-
mored colossus, nothing stands in the way of @
Dragon-Man. So you can't spit fire. Big deal.
Who needs fire when you have an H&K MP in
your fist2 This form means that you likely won't
need fo use if!

Tempted, but afraid to scare off the girls?
Don’t worry! Independent research has found
that Dragon-Men rate on a sexuality scale along-
side and sometimes even higher than the felines!
There's something about an inhuman tower of
strength and teeth that sends a guilty thrill deep
into the human psyche. After olﬁ everyone_|oves
dinosaurs!

The Thunder Lizards walk the Earth again.
Join their ranks as the Humanisaurus Rex!

EXOTICS

Game Statistics: There are two versions of the

full-form modification. The package
elements can be mixed !::lnclpCl
{ matched to order.
Minor: Minor Facial Modifica-
tion (pointed ears, dog-nose, big
8 brown eyes; pugs and bull-dogs can be
simulated with this procedure), Natural
Fangs, Synthiskin. 1,900eb total. Surgeries: 1
Minor, 2 Negligible (900eb). HC=3 1/2D6.
Maijor: Major Facial Medification, Muzzle
\ [short or long), Natural Fangs, Tail, Digiti-
&, grade Legs, Fur Skinchange. 20,000eb total.
"% Surgeries: 1 Critical, 1 Major, 2 Minor, 2
- Negligible {5,400eb). HC=15D6. (With
Y / long muzzle, 21,000eb total., Surgeries: 1
1 Critical, 2 Major, 1 Minor, 2 Negligible.,
HC=16d6.)
Popular Opfions: Enhanced cy-
berears, enhanced offactories, groft-

ed muscle (for the bull-dog bullies
and big muscle dogs.)

Game Statistics:
Major Facial Modi-
fication, Muzzle
(short), Natural
Fangs, Tail, Scale
Skinchange.
16,000eb total.
Surgeries: 1 Major,
2 Minor, 2 Negligi-
ble {2,900eb).
HC=9dé. Popular
options include
heavy scales, natu-
rat claws {or retract-
ables), combat tail,
enhanced o|focfory
sense, thermo rc:ph
eyes, and groged
muscles. Some like
digitigrade legs for
the dinosaurian
look.

LupaForm™ package. One is relatively minor, the  §
2 otherisa




e EXDTICS
PLAYBEING

They are the true life of any parly. The “erotic
exotic” is always a welcome and popular guest.
And what makes o playbeing different from a
normal exotic? Thase “special extras under the
hood,” so to speak. Lose your inhibitiens. Be-
come a master (or mistress) of the arts of physi-
cal pleasure, Who needs drugs or pleasure-cen-
ter wireheading? Please yourself and others at
the same time, with just o few “enhancements.”

Discloimer: The rumors of persons being
converted o exofic playbeings ogainst their will
by Biotechnica are false; as can easily be seen
below, Biotechnica requires o legal waiver
indicating intent and protecting ogainst
unfounded legal action before allowing any
person to purchase a playbeing accessory
pockage for installotion. Any proven incidents of
playbeing “manvfacture” are due fo
unscrupulous agencies not related fo
Biorecfnica.

Worning: Biotechnica refuses to instoll the
playbeing package in any person without a
signed waiver indicating that the applicant
wishes to become a playbeing ancr obsolves
Biotechnica of all legal responsibility for any
psychological aberations or problems orising
from the playbeing pockage.

Game Stalistics; The playbeing package is
usually added fo an exisfing exotic conversion,
but can be purchased without exotic conversions.
Playbeings usuolly have their ATT scores raised
fo & minimum of 10, up to a maximum of 12.
The package includes o “Mr. Studd/Midnight
Lady™"* implant, Tacti'e Boost (hardwired info
the sexual implant), Chipware socket with the
Maximum Lover chip and a Behavior chip—
specific behavioral slant is chosen by the user to
correspond to his/her emotional patterns and
wishes, in any case the chip stimulates the libido;
plus @ Coniraceptive Implant. 3,000eb total.
Surgeries: 1 Major, 4 Negligible {2,300eb).
HC=3 1/2dé. Optionally, the pleasure impulses
from sexval activity can be ﬁec? into the Tactile
Boost for an additional 150eb. This con lead to
addiction to such aclivity, as well as nervous or
physical overload.




CYBIRWARE

Anchering Cyberfoet
Color Glond Control
Cylech Custom Cyberhands

Dynobor Cyberfingers
Gradiated Subdarmal Armor {lorso)

Kill Display

Kiroshi Oplishield
NanoOplical upgrode
QuickDrow Armhokster
Remote Eye
Retroctoble Vompires
Subdermal Armor [shull)
Subdermal Viewscreen
Tetal Body Flating
Tri-dort Lovncher
Upgraded Skinweave
Wetdrive Access Link
Winch

Zetotech BodyComp

Arosake "Komoku® Loser Mikes
Arascka “Sconway” Sconner Gates
Arascka ECM CommeScrombler
Arascka JatSatter Executive Briafoasa
Argsaka Omnilac Radar Datacior
Ararcka RDAK Spy & Assorsin Remote
Armered Stockings

Aviolonner™

Bell *Bumblebes® Remote Rotocraf
Bug Detecior

Bug Jommer

CCI BRI-3014 Window Trembler
DotoTel 2350AVidphone

DateTel Holotanks

Dototel “Treasurer™ Dakenvotch
Datotel Modem Uniis

DO ProyerWaore

DeckMote

..................................

Diract Dataware EXPERT Series Progroms..........o. s,

D1 "Block Box* Backup Synthomp
DPl Body Rhythm™ Donce Bracslets
Eastman Arts Mindscape®
Cyberholo Art Imager

Eastman KodoGrophix
Hologrephic Comeras

EBM “PCX* Minicomp

Frostech Partoble Cryogenic Cose
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Gaotech Enviroscannar ..o erreeereeserennans

Gibson Botilegeor “Sneck Svit”
Holoscreen holographic viewers
Hybrid™ Wearoble Computer
Kiroshi Optics Heads-Up Disploy

----------------------------------

Kiroshi Optics Ramote CyberCam 20 .......c..coccvcvreccrarrernannns

Mead Electronic Netebaok
MedicGear Combot Medicol Armor
Microtach {IKL-4 WorlSkation
Microtech Virtual Reclity BBS
Militech M73 “Miroge Geor”

----------------------------------

----------------------------------

----------------------------------

Environmental Assimilalion System ..............oe..cconriencnnins

Militech M98 "Ghostevil™ ................

Millitech RPY-400 Light

Multi-Player Adaplor ..........c.vovrrmenmiiiiones
Mymph Parfume .........o.o.ccoenii
OMEGA™ phana tap by Tritech ..............ccoooocrerrnnnnn

Porioble Electropack ...........coo..ocovercennnnne.

Raven Microcyb Net-Vision™

Remote Control Systems
Scholos™ Home Learning System
SecSystems Detentian Collar

.................................

SacSystems Maglod: et

SecSystems Profection Field ... . .
Segaldari Virtval Villgins ..............c..co.ooovvenrn.

Soundmachine Guilar

Teleckonics “Black Book* Microcomp
Telectronics “Scout*Signel Trecker
Telectronics ScanMan™

Full I:lenﬁly SCONNBE .....ooeovrmemerermnimeens

Telactronics Tatletale®

Yoice Strass Anolyzar ..........cuvenreennnn,

Total Envirenment™ .............occoe......

Tritech *Mumbler” White Noise Ganerclor ..o v

Tritech Datoshielding .........ccvvecnvcncas

Video Wall™ .........ccoovemmmeninrirenns

Virtual Reality Entertoinment System ................. .o

VR Unit Upgrades ............cconsimmeeercernnan

WorldSat Communications Flopscreen™ ,.................coovervrinnnn.

WorldSat Cammunications

Lineor Beam Commlink ._.........ccoooevininiin,

Zetatach “E-Buok” Microcomp .........cccoveiierinn.
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