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Sourcebook Information

This sourcebook is an unofficial campaign genre book for Risus: the Anything
RPG by S. John Ross.  Risus is available free for download -  sources are listed at
the end of this book.

In this sourcebook, we present cliche s for running and playing a future earth'
campaign where the streets are run by gangs of cyber-bandits, the governments are
controlled by the almighty megacorporation and their vast financial and political
wealth, and lives are extinguished at the drop of a hat.  The only “official” law is
the corporate law.

Players may take the roles of vigilantes attempting to take back their
streets, corporate operatives trying to crush the opposition, or something entirely
different – it s all up to the individual player s and Game Master s tastes.' ' '

Character Creation

Characters are created as presented in the Risus: the Anything RPG  Rulebook
– 10 dice, 1 for hook, 1 for tale, pumps and double-pumps allowed, no funky dice,+ +
and a maximum of 4 dice in any starting cliche.

For those new to the Punk genre, a quick read-through of the common cliche s' '
presented below will hopefully  bring you up to speed quickly.  If you have any( )
questions, consult your Game Master.



Common Cliche'

The following is a list of cliche  common to a Future Punk campaign world.' '
From the lowly street thug to the megacorporate executive, you ll find them all'
here.

Cliche  ' What it s good for '
Cop Whether walking a beat, driving in an armored cruiser with gatling

cannons, or flying around in a personal aero vehicle, your very
presence inspires fear or at least loathing  by the criminal( )
populace.  Your best friends are your armored jacket and your Anti-
Cyborg Rifle full of armor piercing exploding ammo – Does your boss
know you carry that?

Cyborg Whether you re 99' % metal, or only a lowly 65%, you ve got a whole'
lot of power packed onto your average-joe frame, or did you go for
the 9  tall combat borg model with the chest-mounted chaingun?' '
Either way, you re probably stronger, faster, and all around nastier'
than a non- borg, and might be bristling with weaponry That ' ( REALLY
annoys the cops..)

Doctor You re a medical doctor, whether you have the shiny glass-and-gold'
framed diploma that says so or not.  Maybe you went to Med School,
maybe you did a stint in the military, maybe you just practiced until
you started getting things right poor kitties...  - but the point is,( )
now you re not too bad.  You re capable of all manner of doctorly-' '
tasks such as diagnosing and treating illnesses easy task , and( )
stopping the bleeding from a sucking chest wound moderate  to( )
installing cybernetics darn difficult .  You might be a respected( )
doctor with a storefront practice, you may work for a corporate
military group, or you may be a “street doctor”, helping those in need
for little or nothing in return.

Drifter You re a drifter - a rover, wanderer, nomad, vagabond – call it what'
you will.  You probably don t have much cash, and might not smell too'
nice, but you probably have a pack of others like you to watch your
back, your bike, and loan you ammo when you run low.  You can live
off the land, whether it s a mile-high megopolis or the long, dusty'
roads inbetween.



Cliche  ' What it s good for '
Engineer The life of an engineer revolves around making things, and making

things BETTER.  So what if you just built a water-powered hydrogen
turbine gamma ray pistol that can frag a guy at 2 miles?  You know
you can make it BETTER.  Augh!  Augh!  More Power!  Ahem..  Sorry.
You can also perform more mundane tasks like repair damaged
vehicles, cyborg bits, and weapons, as well as improvise working
replacement parts from meager materials.

Executive You re a junior-executive, aka a “suit”.  Probably about as low on the'
corporate ladder as you can get without being a street operative –
or maybe you ARE on the street, keeping an eye on the corporation s'
secrets, assets, or doing field study on the lowlifes, erm, “clients”
that your company caters to.  Either way, you get paid well, you
probably have nice clothes and weaponry, and a nice car.  You
probably also have enemies.  Lots of them.

Hacker Whether you use a souped-up portable pc, or plug the cable directly
into your brain, you re a hacker.  You can write code in your sleep,'
and break a level 6 encryption using a post-it note and a red crayon.
But be careful - in cyberspace  a virus can melt your brain, your rig,
or both in an instant.

Kid Why is there ALWAYS an annoying kid hanging around?  Ok, you might
be good as bait, you might be able to go unnoticed where the
aforementioned 9  tall combat borg can t, but to be really honest,' ' '
you re rather useless ' -; )

Media You re a journalist – might be for the nightly vid, might be a writer'
for the local e-paper, either way, you ve got a knack for getting the'
“dirt”.  You probably have a log of every second of your life for the
last 10 years on microdisc – and probably carry it on you – just in
case you need to look up a long-gone fact for your latest story.

Mercenary /
Military

You re a soldier – might be for the highest bidder, or maybe you'
landed one of those cushy corporate military gigs – they pay your
rent, your ammo tab, your medical, AND your salary – damn that s'
sweet.  Oh, by the way, they implanted a cranial bomb during your
dental visit – but don t worry about that.  Either way, you know how'
to use darn near anything that goes “BANG!”  Be it a gun, grenade,
bomb, or tank.  You re also probably pretty tough – otherwise you d' '
be dead already.



Cliche  ' What it s good for '
Musician Maybe you re a cyber-hippie, or maybe you re a heavy metal 2030-' ' (

Style  rocker with a chrome-plated skull and a guitar that doubles)
as a laser rifle..  Whichever..  Your greatest power is in your flocks
of followers – you can play them just as easy as that powerchord...

Sneak Sneaks, thieves, spies, assassins – they re all generally the same –'
they use stealth and possibly stealth technology  to fill their( )
roles.  Maybe you walk the streets looking for an easy mark, maybe
you break into corporate facilities for data or product, or maybe you
work for the corporation, as an espionage agent, raiding and(
possibly destroying  their competition...)

Street Vendor Maybe you sell “Polex” watches on the street corner, or pirate vid
copies at a swap meet, maybe you act as a “fence”, or even sell the
latest tweak to come out of some college student s lab kit –'
whatever it is, you know how to work the streets, make a profit, and
avoid the eyes of the law.  You also know how to find information –
rumors and the like - which can often be the most valuable
“product”.

Thug You re a common street thug.  You probably own a knife or 2, a gun or'
six, and probably have some body armor you swiped off that head-
shot a few weeks ago.  



Common Hooks

The following hooks are some of the most common, presented here to help you
choose or create some befitting your character.  Feel free to come up with your own
with GM approval, of course .  ( )

Hook Description

Freezes Maybe you freeze under stress, maybe you have flashbacks of the
last big war  during firefights, or maybe you re just a chicken and' ' '
think people won t shoot a unmoving target that s not resisting them' '
Pfah!   Heck, maybe you have full-blown narcolepsy and take a nap at( )

the most inopportune moments...
Memorable You have a memorable face, cyborg exterior, gun, SOMETHING that will

get you noticed and remembered.
Paranoid Someone is out to get you.  Well, probably, at least.  But you also

THINK people are out to get you – your parents, friends, the guy at
thw Kwicky-Mart, thay guy pointing a gun at you...  Everyone!

Phobia You re scared of something..  Not just a little scared either, but jump'
out of your seat, scream like a little girl, and possibly wet yourself
terrified.  

Wanted You re wanted by corporate police, or another, similarly large and'
icky organization.  Maybe it s something minor, like murder pay the' (
fine and off ya go  or maybe it s something worse corporate) ' (
espionage, perchance?  that will get you shot on sight.  Whatever it)
is, it s either a death sentence, or recurrant – otherwise, why would'
it be a hook?



Types of Conflict

These are the common types of conflict encountered in an average game.
Depending on the particular game theme, some of these may not apply.

Conflict When it s Used:'
Cyberspace
Conflict

This is combat in the virtual world, using attack and defense
programs. Your guns and knives will do you no good here, unless
they re 3d modeled and pack a hostile code fragment..  '
Only hackers can normally  participate in this conflict type,( )
though if provided with automated tools created by a hacker( )
others may join often referred to as “skript kiddees” .( )

Personal Combat When two or more  people are fighting each other using fists,( )
knives, guns, grenades, anti-cyborg rifles, rocket launchers, or
other methods.  This will most likely be the most common type of
combat.

Vehicle Combat Vehicle combat is on a larger scale than personal combat.  This
is combat between armored cars, tanks, attack aeros, powered
armor, and the like.  Individuals may also participate in this
conflict type if using a vehicle-scale weapon, such as a rocket
launcher.

When Somebody can t Participate'

As per the standard Risus rules, if someone can t participate in a conflict, all'
participants are granted an additional 2 dice to use.  For cyberspace conflicts, they
must be provided with a terminal and tools by a Hacker, but for other conflicts no
special concessions are required.



Sample Gear

Every hacker has his deck, and every cop has his sidearm, but here we will'
explore those pieces of equipment that have direct game consequence – bonus die
gear, and standalone cliche  gear.'

For a character to purchase a piece of bonus die or standalone cliche  gear,'
they must spend dice equal to 1 2 the value of the item.  For example, to purchase a/
howitzer which adds 2d to their Military cliche, it would cost them 1 cliche  die at+ '
creation.  The drawback being, if this piece of equipment is stolen or destroyed the
dice spent are permanently lost.

The most common type of standalone cliche gear allows the character using it
to have access to a cliche  they had not purchased, such as Hacker 3  granted by an' ( )
AI Cyber-linked Porta-Terminal, or Sneak 2  provided by a Optical Camouflage cloak.( )
Another type of standalone cliche  dice item is a vehicle.  These have their own'
cliche  representing their speed, durability, combat weaponry, whatever.  When in a'
vehicle combat, the vehicle will normally take the “damage” during a round before
the piloting character.  The last type of standalone dice gear is armor.  See the
section on armor below for details.

Though called “Bonus dice gear” some items may actually reduce the dice of a
cliche, representing something inferior in quality.  These items allow a cliche to be
used at a penalty, rather than be disallowed due to lack of equipment.



Weapons

Most weapons are considered tools of the trade, required to use a cliche   at'
full dice.  The exceptions to that rule are those pieces of gear purchased with
cliche  dice, or those awarded by the Game Master.'

Vibro and Mono-Molecular Weaponry 1(+ )
Vibro swords, knives, and other such weapons generate a high-frequency field

around them, allowing them to slice through armor and people  like butter,( )
resulting in a bonus die.  Similarly, mono-molecular weapons being only 1 molecule(
wide  can pass through most armors efortlessly.)

Specialty Ammunition 1(+ )
Ammunition such as hypersonic, armor piercing, exploding, acid-tipped or the

like adds 1 die.  These are normally handed out by GM s in preference to bonus-dice'
guns, as ammo runs out at the GM s whim -' ; )

Anti-Cyborg Rifles 1 - 3(+ + )
Depending on the rifle, and how bad a GM wants a cyborg dead  an anti-cyborg( )

rifle may be from 1 to 3 dice.  These are large, shoulder-fired rifles with internal+ +
recoil suppressors, sound baffles, and gyroscopes that fire rocket-propelled and(
often armor piercing and exploding  ammunition.)

Vehicle-Scale Shoulder-Fired Weaponry 2(+ )
Rocket launchers, heavy railguns, and the like that are intended to be fired

at, or from vehicles are often treated as bonus die gear, due to their increased
lethality.   

Pocket Pistol -2 to -1( )
Pocket pistols, and other similarly cheap to produce, low-quality guns are

available all over the streets in 2030.  The upside, you can steal one from a 12 year
old, the down side, they re garbage.  Horribly inaccurate and small caliber – but it s' '
sometimes  better than walking into a firefight with only your knuckles..( )



Vehicles

Everyone in 2030 has some kind of ride, whether it s an “exec-lite” electric'
scooter, or an ancient Harley Hog, to the latest in cutting edge hydrogen cars,
trucks, motorcycles or aeros.

Characters that have not allocated dice to buying a vehicle are assumed to
have some form of “old beater”, be it a cycle, car or truck.  Nothing fancy, just a set
of wheels to get around.

Old Beater 2( )
This car, truck, or cycle can be best described as “Rust holding hands” - it s'

not gonna stop a bullet for you, and you re not gonna outrun anything faster than a'
10-speed bike and even that s sometimes a race..  but it s better than walking.( ' ) '

Average Cycle 4( )
This is any typical bike, whether it s a plastic sports bike, or a steel and'

chrome chopper.  They re fast, and maneuverable, but they don t protect you from' '
taking a grenade launcher to the face.

Average Car, Truck, or Van 4( )
Not as fast as a cycle, but they also have some level of protection.  After

2010 all vehicles were required to use bullet-resistant glass and body panels,
making these relatively safe to ride around in.

Average armored vehicle 6( )
These are slow, but they re tough – and likely packing guns.  20Mm rapid-fire'

vulcans are the norm, tho sometimes you do find 60mm cannons for those vehicles
used to patrol known “hot spots”.

Assault Aero 5( )
Fast, small and maneuverable, these are the most commonly encountered

airborne vehicles, in use by corporate police forces as well as their military units.
Appearing much like the 20th century ultralight helicopter, these use vectored
thrust engines for propulsion.  Common armaments are 20mm cannons and light
rockets.



Armor

Armor is a special type of bonus die gear.  When in combat, all dice gained from
armor should be of a different color than the rest.  

✗ If a combat round is lost, the dice first come from the armor, only after that is
depleted is the character s cliche  reduced.  ' '

✗ If the round is won without adding the armor value, the round ends normally with
the opponent losing dice.  

✗ If the round is won, but only because of the addition of armor dice, no damage is
scored on either side it glanced off was absorbed by got stuck in  the armor ,( [ / / ] )
and the next round begins.

Common Police Armor 1( )
This is the typical armored vest, used for daily patrol by police.  It is

virtually undetectable under clothing and lightweight, also making it popular with
everyday people.

SWAT Armor 2( )
This is hard armor, issued to cops in hot spots, as well as tactical response

teams and medics.  Normally these are stop-gap troops to try and contain a situation
until the military can arrive to neutralize the situation.

Military Hard Armor 3( )
Large, heavy, and tough, this is the most protective armor to date.  These suits

are often referred to as “Platemail” dur to their resemblance to the historic armor.
Mobility is severely limited in these suits but the protection is unparalled.



Sample NPC s'

Johnny Chromecock

Musician 2( )
Mercenary 4( )
Media 2[ ]

Johnny is a popular rocker, his trademark being his chromed, um, yeah.  Of mediocre
musical talent, he s most popular amongst rebelling preteens.  To try and keep'
himself on top, he also writes reviews of his band under the pen name “Ynnhoj” for
the local epaper.

Billy Joe Bob

Mercenary 3[ ]
Sneak 3( )
Engineer 2( )

Hook:  Wanted by supermegalocorp, inc. For trademark infringement on the phrase(
“Bang, you re dead”  whilst killing a busload of jpop musicians Fine waived for' ) (
murder – justifiable mass-homicide.)

Billy Joe Bob is the new identity given to a ex-corporation japanese assassin after
many years of covert operations.  Instead of retiring, he became a freelancer, and
now he works for the highest bidder.



Sources and References

Risus: the Anything RPG by S. John Ross
www.cumberlandgames.com
Risus is the finest and free est RPG I ve found.  Where else can you download a high' '
quality PDF format role playing system in only 6 pages?  Add another few pages for
the Big List of RPG Plots and you re set for years to come, or something like that' .
Oh yeah, and you need my books, honest.

LordZamiel.is.dreaming
LordZamiel.is.dreaming.org
Here s where you can find all my books in PDF and PalmDOC format. '


