GEEZERPUNKS

You have been here before, my friend. Once
again, turbulent spirits are taking up the fight, the
fight that your generation lost.

Y ou were born after the second world war, part
of ageneration cdled the “Baby Boomers.” Y our
mother and father had lived throughthe war to
end al wars and had come to an inexorable
dedsion: they wanted peace ad prosperity for
their children. Never again the turbulence of war,
never again the horrors of tyranny and injustice
They raised you up to have values, and maybe
they spailed you alittl e, and ye&h, maybe they
sold out to make the American Dream aredity,
but from your point of view, they couldn’t help
it. They didn’t know any better.

Your childhoodin the fiftieswasidyllic and
naive. Cities were small er then, the ar was purer,
the eath was greener. But the seed of corruption
was germinating beneah the surface The
Korean War, McCarthyism, the Hydrogen
Bomb, the Cuban Misdle Crisis. You lived in
fea of afacdessenemy cdled Communism.
And that fear was the dfluviathat fed the
growingtaint that was realing throughout the
country. You didn’t care, though Ed Sulli van,
Elvis and The Bedles ©othed your mind.

The Sixties were your heyday, an age of idedism
and the time when you made your stand. You

can till remember where you were when you
head that Kennedy had been shot. Martin Luther
King Jr. cdled upon you to embracetolerance
and stand up for equality. Timothy Leay
bedkoned you into tunein, turn on and drop aut.
Abbie Hoff man exhorted you to F** k the
System. And Jimi, Jim, and Janice serenaded you
as you dreamed hall ucinogenic dreams of utopia.
But peace ad love were trampled amid gurshots
and the hazeof tea gas. Maybe you were
dragged kicking and screaming to the junges of
Vietnam to be apawn in the chessgame of world
corruption, maybe you sought refuge in the hall s
of higher education or aaossthe northern
border, and maybe the worst possble scenario
occurred and you were ignored completely. The
Sixties were your fight, your revolution... And
they resounded with your utter defed.

The Seventies came and you found yourself
slowly being integrated into the system. You
married, had children, maybe you got divorced.
Freelove becane caua sex and somewhere

along the ling, the purple hazeparted to make
way for the dancing queen. Y ou traded in your
tie-dyes and jeans for a suit and atie. You sold
out. And in so ddng, you becane your own
worst nightmare. Y ou were just like your
parents.

The Eighties saw you becming more and more
of a mg within the system as the world becane a
mockery of your utopia. Y ou built up your 401k
and stock options whil e snorting coke and your
children took up colors and guns whil e smoking
cradk. They cdled your children Generation X -
ageneration without an identity. Probably
because you' d ruined everything for them. The
drug culture of the Sixties was now a vicious
beast run by organized crime. FreeLove becane
agame of Rusdan Roulette with a braceof
incurable, deadly STD’sloaded in the chamber.
Y our children strugded to find meaning and
identity, and you couldn’t help them, because
you'd lost your own somewhere dong the way.

The Nineties came and the United States once
again laced up its boats and went to war. Only
this time, the protesters went completely
unhead. The aash came, and the United States
fell, but you weahered the storm, watching
everything you worked for crumble like sand
between your fingers. Y ou went badk to work
like you always did, working to rebuild whil e the
world around you seemed baund and determined
to tea itself apart at the seams.

The Mill ennium brought more unsettling times.
Violence @ home and abroad troubled your
thoughts, even as emergent technol ogies off ered
you the hope that maybe someone might invent
something to cure humans of their violent
tendencies. Y our children were parents now, and
their children were growing p in atime when
the li ne between man and macdine was
beginningto blur. And for you, time was
beginningto biur.

The Teens came dong before you even knew
they were there. The world around you was
changing so much that you could no longer keegp
tradk of it. You'd worked for nealy five decales
of your life, and retirement loomed before you
now. Y our grandchil dren were aoming of agein
cities of cold, hard plastic and sted, serenaded
by screaming gutars and the staccdo percusson
of gurfire.



The Twenties came, and your grandchil dren
were cdled to their own revolution; soldiers of
chrome and sili con about to be baptized in
gursmoke and blood Y ou were given agolden
watch for your yeas of service and were
shuffled off to aretirement community. You
were expeded to just die quietly, but medica
science has done some anazng things.
Nanotedhnology can rejuvenate your old muscles
and banes. Cloned organs ensure that you have
the heat (and bladder) of athirty yea old. Nano-
asssted injedions of cloned stem cdlsand
infusions of CSFkeep your mind functioning as
sharply as ever. And your retirement benefits pay
for it all.

And now it’s 2027. You're in the seventh or
eighth decade of your life now, and you seethe
pattern repeaing. Y our gred-grandchildren are
beginning their own revolution; dreaming their
own utopian dream. Y ou've been silent for so
long. How much longer can you afford to stand
by quietly while the dhildren rise and fall ?
You're in the twili ght of your life now, will you
go silently into that goochight, or will you rage
against the dying of the light?

HOW TQ CREATE YQUR GEEZERPUNK
(Quick and Dirty Generation Rules).

Stats: You have 50 pantsto divide up between
the 9 stats: INT, REF, COOL, TECH, MOVE,

LUCK, BODY, EMP, and ATT. Y ou may not

have any stat lower than 2 or higher than 8.

Skill s: You have 45 padntsto dvide up between
the 11 skill s. If askill i sfollowed by a bradketed
note, it means that that particular skill i s only
half as effedive against the bradeted
Edgerunrer skill . Your skill smay not exceed 8
at charader generation.

Blend (REF): The same & the Y oganger skill of
the same name. [Stedth]

GoGo (REF): The same as the Y oganger skill of
the same name. [Motorcycle, Driving]

Get Off My Lawn! (EMP): Thisisyour ability to
lead and command athers and acually have them
do what you want them to da

Fossl (INT or TECH): Some of the technology,
slang, music and ather bell s and whistles today

seam to go right over your head. Thisisyour
ability to figure out high-tech devices
(Computers and home dedronics), decypher
today’s music and dang and the like.

Jockstuff (REF): The same asthe Y oganger skill
of the same name.

Keenness(INT): A measure of your
perceptiveness awarenessof your surroundings,
ability to pick up on nuances of behaviour and
the like.

Metriculation (INT): A measure of how well -
educaed you are, how well-versed you are on
current events, and how well you're aleto file
away new information.

Stredfighting (REF): The same as the Y oganger
skill of the same name. [Handgun, SMG, Rifle,
Martial Arts, Dodge/Escape, Brawling/Fencing]

Thief Stuff (REF): The same athe Y oganger
skill of the same name. [Pick Lock, Pick Pocket]

Wisdom (INT): Thisis how stred-smart you are.
Y ou know the placesin your neighborhood that
are best avoided, you can tell the drug-deders by
sight, and you usually know what’sgoingonin
the community.

Venerable One (EMP): Sort of like the oppcsite
of the Y oganger skill Little Angel, you can use
your age & a autch to persuade others. You can
make them think you' re senil e, hard of heaing,
and the like, and also con them into disregarding
the things you do and say as the ations of a
senilit y-demented dd timer.

(Mini-FAQIet: Some of the skill s all otted to
Geezepunks are not trumped by Edgerunrer

skill s. Thisrefleds that fad that the Geezepunks
have had many yeasto perfed these skill sand
techniques. At the sametime, Geezepunk skill s
do not trump the skill s of Y ogangers. Can
Geezepunks upgrade to Edgerunrer skill s? Yes.
Same rules as juvegangers.)



CRACKPQTS

“ Necessty may be the mother of invention, but
lazinessandinseaurity are its godpaents.”

"If I had a dme for evey brilli ant idea I've had
that someone dsetook aredit for, | could buy a
large coffeeat Sarbucks."

They cdl you anerd. A spaz A geek. And yet,
they haul around stuff you've invented like a
cargo cult idalizing crap tossed out of an
airplane. That should make you at least an
archangel in their iddatry, but somehow, you
tend to be overlooked. Maybe it's becaise you're
anerd, and you've devoted your life to creaing
things for the betterment (or the destruction) of
human life. Unfortunately, like many innovators,
you've had credivity and hrilli ance on your side,
but not alot of businessaaumen or legal
knowledge. Most of what you've aeaed was
stolen from you and claimed by people with
ambition. Sure, it's omething that has
disappadnted and deterred you at severa points
inyour life, but it never stopped your urge to
crede. You still come up with the occasional
brilli ant ideaor three you just kegp them to
yourself and wait urtil thetime isright to release
them.

WHAT YQU LOOK LIKE

You're not afashion plate by any means, that's
for sure. You wea glassesin an age where
they've become obsolete. Y ou never could bring
yourself to get contads, eye @rredion surgery
or even cybernetic replacements. Y our true
badge of honor, however, isyour lab coat. It is
the symbal of your authority in the lab and your
achievements in your field. And when you're out
among rormal people, you wea it to set you
apart from the cowd. If you live in a particularly
violent part of town, you might have even hed it
armored up. How you dressunderneah the
labcoat isn't redly important. Y ou could wea the
ubiquitous coverall s of atechie, a meticulous
shirt, tie and dladks, corduroy flood-pants that
rub together noisily and aflannel shirt, or maybe
just your pajamas.

BACKGROUND
Cradpots have along and ill ustrious history of

beingignored, pushed aside, dismissed and
ripped off. The most notorious case of thisis

Nicola Tesla, many of whose works were
credited to the more savvy and cunnng Thomas
Edison. Y ou and those like you have contributed
agrea ded to science and the improvement of
the human conditi on, but have been completely
screwed over by big business Not only did they
take everything you hed to offer, but
occasionaly, they'd turn it into some new and
unique was of taking human life.

Now you're somewhat gurtshy about showing
others your credions. Over the yeas, you and
your pees have formed loase tiesto one another,
and occasionally, you'll coll aborate together, and
show ead other your inventions, but you're still
pretty much aloner.

Because of this, there has never been much of a
Cradkpot community, per se. You're dl fairly
solitary and autonomous from one another. Some
Cradpots have been known to come together
and coll aborate for the aedion of something
new and spedal, but it's rare for you to seek the
company of your own kind. Geniuses of your
cdibre ae generally erratic and rarely sociable.
But Cradkpots do reaognizetheir own kind and
adknowledge them as fell ow Cracpots. And
even if they don’t gather regularly with one
another, they do take comfort in knowing that
they aren't alone, and that others of their own
kind doexist.

SELLING QUT

If you've sold out, you worked in the R&D
department of a Megaaorp with other scientists
and inventors, set to work on projeds the corp
wanted you to pursue and meekly all owing them
to take the best of your ideas and develop them
in ways that you never envisioned. Y ou were
considered avaluable enployee though and a
corporate asst. Which meant that other
corporations wanted you to work for them and
occasionally extraded you at gurpoint to get you
to work for them. Y ou were &le to make quite a
bit of money and amass ®me rporate dout
before you retired.

ASSQCIATIONS

Althoughyou've kept to yourself, you probably
have dedt with some folks who are now
Retirees. Maybe you knew some Hippies, True
Believers and Deelays bad when you werein
coll ege together. Y ou don't think too much about
EZ Riders or Grifters, asthey're much too



shiftlessand non-productive for your tastes. The
rest are so far away from the drclesthat you
travel in that you probably aren’t aware they
evenexist. You get along ged with Hadkers
becaise you urderstand eadt other on many
levels.

GEEZERPPUNK SKILL: MAD SCIENTIST

You are a ¢cedor, an archited, an inventor. To
you, there is no greder thrill than to seeyour
dreams made manifest throughthe dili gent
pursuit of your scientific pasdon. You have a
spedfic field of interest, one that you have
followed for many yeas. The available fields
include: Vehicular Engineaing, Cybernetic
Engineaing, Genetic Engineaing, Wegons
Engineaing, Biochemicd Engineaing,
Eledronics Engineeing and Computer
Engineaing. In any case, it isthisnarrow field in
which you have the bulk of your experience

Spedalizations

Inventor = +2 to Invention
Mr. Wizard = +2 to Scientific M astery
Tinkerer = +2 to Technical Pursuit

Invention: Thisisthe processby which you
design rew innovations. Thisis grictly the
drafting processwhere you put your ideas into a
coherent framework like ablueprint or computer
draft. With this ill, you can reverse-enginee
devices (or drugs or genetic templates) you've
never seen before (Medium), map out existing
designs you urderstand (Easy), crede
improvements or modifications of existing
designs (Difficult), discover new ways of
adapting existing technology to serve diff erent
purposes (V. Difficult), and creaing rext-stage
inventions that are astep up from current
technology (GM's discretion, N. Impassble).

Scientific Mastery: You are very knowledgeable
of the sciences that are inherent in the pursuit of
your field. For instance, a Cradkpot who
spedalizesin Genetic Engineaing would know
biology, some chemistry, biochemistry and
genetics, while aCradkpot who spedalizesin
Wegpons Engineaing would study some
chemistry, physics, and engineeing. All
Cradkpats know advanced mathematics.

Technical Pursuit: You are very goodat
fabricaing and assembling things that fall i nto
your spedfic field of reseach. If your spedalty

isin making wehicles, it'sa dnch that you've
meastered the mechanics needed to make them
run, aswell asthe dedronicsto ogtimizetheir
operation. If your focus is on cybernetics, you
will have had to master basic mechanics and
eledronics.

I[F YOURE A CRACKPOT:

1) Tell me your name, age and sex.

2) Describe what you look like.

3) What isyour field of expertise?

4) Besides your V-trodes, pick four diff erent
things from the li st below that you own or are
currently carrying:

- VMW Cohort (small car)

- Tech Tod Kit

- Techscanner

- DrugAndyzer

- Medscanner

- Apple Dedkpadk Computer

- Retirement benefits totaling $200a month after
rent

5) Where do you live? (Choose one)

- Single-wide trailer in asmall over-50trail er
park.
- Apartment in asssted-living community.

6) Did you sell out? If so, you also get the
following;

- Upgrade your housing to a small house.

- A home laboratory with lots of corporate
equipment given to you by your employers while
you were working for them. Add +2 to all Mad
Scientist skill s.

- Additional retirement benefits totaling $500a
month.

- Corporate stock portfolio worth $10000 (half
valueif liquidated).



DAMN VETS

"The government treated me likea hodker. They
got what theywanted out of me, gave me a few
bucks andleft me totall y f** ked."

"At least | get to park in the handcapped spat.”

Y ou were one of the unlucky ones, one of the
ones that got sent off to war. Y ou spent far too
much time in a steaming dungheg of ajunde,
fighting an enemy that was nealy invisible. And
the only reason that you didn't die there was
becaise you ended up getting manged by a
landmine, shot by one of theirs or one of your
own, crippled in a helicopter crash or some other
gruesome fate that befall s oldiers on thefield.
Y ou ended up going home in a stretcher or a
whedchair, and that's when your own personal
war began.

WHAT YQU LOOK LIKE

Well, you look just like everyone dse, except for
the fad that there are afew pieces missng.
Maybe you're missng an arm or leg and haveto
get around with some sort of prosthetic. Maybe
you were paralyzed and you got stuck in a dhair.
Maybe you lost an eye and had to have aglass
replacement stuck in the empty eye-socket.

BACKGROUND

Vietnam was hell, and the very fad that you
didn't make it out in one pieceis testament to
how bad some of the fighting could be. You
were sent home with amedicd discharge and the
world around you turned monochrome with your
despair. Y ou were disabled, and there was
nothing anyone could doto turn badk the dock.

Y ou soon leaned that the world isn't made for
disabled people. Most of the businesses and
homes badk then didn't come with whedchair
ramps, low cabinets and ather comforts designed
to makelife eaier. You strugged through
physicd therapy, what littl e of it the VA would
allow you, and you strugged with Post
Traumatic StressDisorder. But, more than that,
you hed to fight to regain any semblance of a
life. Most people treaed you as if they wished
you'd just disappea and stop reminding them
that there had been awar in Vietnam.

WEell, you didn't go away; as much as that
inconvenienced everyone dse. Eventually, they
were forced to facefads. The Eightiesrolled
around and people were dragged into Vietham
with you throughthe movies and ather popular
media. They finally woke up to the fad that
you'd been mistreaed and ignored for fifteen
yeas and were till being treaed like second
classcitizens. Things improved alittl e, but not a
lot.

Then the Nineties came axd Americawent badk
to war. The Veteran's Administration tightened

its belt and becane eren stingier, screwing over
these new veterans and tightening the screws on
your generation's vets. And then the VA ceased
to be, alongwith the rest of the US government,
and you were totally screwed.

The next decales were astrugde for you. Maybe
you managed to hold your own, or maybe you
were made homelessby the aash. Either way,
you managed to survive. When the gybernetics
crazerolled around, you saved up your money,
hoping to buy some g/berware and finally undo
the damage done to you by the war. But,
ironicdly, you were now too dd to recave
cyberware, or your nerves had atrophied too
much for corredive surgery.

That's when you and your buddies dedded to
take mattersinto your own hands. Y eé&h, you
might not be &le to get cybernetic implants, but
there was no reason you couldn't use the
improvements in modern technology to help
yourselves get around. Why have awhedchair
when you could have ahover fan or tank tradks
built onto it? Why settle for a hook when you
could affix a more modern prosthetic to your
stump? Why settle for walking around with a
bli nd-man'’s cane when you can now use
Virtuality to get around?

SELLING QUT

Ok, maybe you dedded to work for the Corpsin
the last couple of decales, but let's faceit, you
weren't doing anything redly important. Maybe
some seaurity guard work or maybe you were a
greder at MallMart.

ASSQCIATIONS

Well, you're not too fond of the spit-in-your-face
Hippies, protest-singing Woodstockers, or their
peacelovingilk. Y ou've probably cultivated a



relationship with a Sawbones or two because of
your medicd problems. Y ou don't mind the
Retirees, Old Badges or EZ Riders, maybe
because lots of them served, too. Y ou didn't have
much cdl to ded with the rest, though

GEEZERPUNK SKILL: COMPENSATION

You lost alot inthe war, but you adapted. Y ou
discovered ways to work around your

disahiliti es, and you also discovered new ways to
improve your quality of life, thanksto new
technology and dd-fashioned ingenuity.

Spedalizations

Rigit = +2 to Fabrication
Old Soldier = +2 to Skirmish
Brotherhood = +2 to Mobili zation

Fabrication: You know how to offset your
disahiliti es throughthe inventive use of
hardware. Y ou can adapt Virtuality to off set
blindnessor dedness(Easy), or adapt a battle
glove to serve a a prosthesis (Medium), you can
build aredly fast whedchair or scooter chair or
leg prosthetics with an extra kick (Difficult), a
scooter-chair with tradks that can climb stairs (V.
Difficult) or even ahover chair incorporating
spinner technology (N. Impossble).

Skirmish: You're not asfast as you were bad in
the old days, but you remember how to use a
rifle, and this gedali zaion refledas your ability
to doso.

M obili zation: You can cdl on other veterans
that you've met and befriended over the yeas.
Althoughthey're not in the best of straits
financially, they can help you by givingyou a
placeto stay, food, maybe some mechanicd
assstance and ather aid. In your home state, you
may cdl on 10 veterans per ead point in this
spedalizaion. In other states, you can cdl on
one veteran per ead point in this gpedalization.

I[F YOURE A DAMN VET:

1) Tell me your name, age and sex.

2) Describe what you look like.

3) Describe the manner in which you are
disabled and the drcumstances surrounding your
injury.

4) Besides your V-trodes, pick four diff erent
things from the li st below that you own or are
currently carrying:

- AR-15 Semi-automatic rifle (Civilian version
of the M-16) (RIF +2 N C DC6 30 2ST)

- 20yea old Van (Only if you're NOT blind)

- Asdstant animal (A dog or a monkey)

- Teledronics Techscanner

- Tedch todlkit

- Retirement benefits totaling $200a month after
rent

5) What type of devicedo you use to counteradt
your disability

Blindness
- V-trodes and a set of cameras wired into them
Dedness

- V-trodes and a series of microphones wired
into them

Paraplegic

- High Speed Motorized Whedchair (Top speed:
40mph SDP: 6)

- Scooter with Tank-Tradks (Top spead: 25mph
SDP: 10)

- Whedchair with mounted spinner motor (Top
spead: 40 mph SDP: 10)

Amputee

- Arm Prosthetic with battleglove (DC 5 Crush
DC 4 Punch and DC 6 Wolvers)

- Leg Prosthetic with hydraulic ram legp assst
(DC 6 kick, adds 15 fed to jump)

6) Where do you live? (Choose one)

- Moderate-zone gartment complex
- Double-wide trail er in an over-50 trail er park

7) Did you sell out? If so, you also get the
following:;

- Upgrade housing to an asssted living housing
complex

- upgrade to Cadence Industries Wanderer Van
- Additional retirement benefits totaling $250a
month



DEEJAYS

“ Say tuned, we're about to blast out your cracks
with some kil er tracks from our stacks of wax.”

“ GoooooodMoooooaning Night City!”

You grew up, like most kids your age, listening
to theradio. Badk in those days, you didn’t need
TV or virtuality; radio was the theaer of the
mind, and they played to your fertile
imagination. Y ou remember playing along with
“Let’s Pretend,” chortling at the antics of “Amos
and Andy” and “Fibber McGee ad Molly” and
thrilli ng to the alventures of “The Lone Ranger”
and “The Green Hornet.” Unfortunately, radio
dramas died out with the coming of television,
but you still | oved the radio. Wolfman Jad and
Alan Freed came dongto replaceyour childhood
heroes; rebel DeeJays who dared to play “bladk”
music on the ar in the sixties. From that point
on, you knew that you wanted to be like them; a
radio renegade, spinning tunes and having your
voicebe head.

WHAT YOU LOOK LIKE

There'san old sayingin the radio businessabout
having afacefor radio. Usualy, it was aterm for
being udy, but the true fad of the matter isthat
most people never found out what you looked
like. It was the voicethat mattered, and not the
looks. You look and dressjust like most other
“normal” people in the world. Only behind the
microphone do you truly come out and shine.

BACKGROUND

Well, badk in your day, anyone could be on the
radio. All you had to dowas have adecent voice
and pronurciation, and they stuck you behind the
microphone. Y ou started off on alittle AM radio
station that operated out of an old trailer or
storefront, playing jazz blues and moldy oldies
whil e trying to contain your boredom. And then
college roll ed around and you got ajob working
for the ollege radio station. Now that was your
scene. You found yourself becoming ade facto
leader of the freespeed movement by virtue of
being the guy behind the microphone.

The sixties came and went, and onward came the
seventies. Y ou moved to a popradio station and
had afront row sed to watch as the revolution
died aslow and agonizing deah, replaced by

sappy bubblegum music and the dreaded spedre
of Disco. You kept working, though you still
had your voice Onward into the @ghties and
beyond; whole genres of music cane and went,
and yet you remained on the dr. Video
threaened to shoot you down, but you
maintained atenadous hold on your audience

Y ou moved to a dasscs radio station, one that
gtill played the music from your era. Lots of your
fellow Deelays were shuffled off the ar and
replaced with computers that were littl e more
than automated jukeboxes. L ater, they would
redassfy your music as oldies, another kick to
the dead horse.

Now you and your fellow Deelays are an amost-
extinct breed. They replaced Deelays with
automation, watered dowvn the power of AM and
FM radio with the advent of Satellite and Net-
broadcast radio, and made Deelays obsol ete by
givingthe listeners the aility to hea whatever
they want the moment they want to hea it. You
retired, of course, but you're not dead yet. As
long asyou have avoice you'll find away.

SELLING QUT

Badk in the sixties, DeeJays would sell out all
the time. For dental care, for sex, and for piles
and piles of cash. In exchange, they’d promote a
certain company’s products without the Station’s
approval. Thiswas cdled “Payola.” Selling out
to the Corps was li ke taking Payola; you got

stuff that you redly liked, but you esentially
becamne their voice-puppet and you always felt a
littl e dirty afterward.

ASSQCIATIONS

You have asort of love/hate relationship with
Woodstockers. Y ou love their music, but you
hated havingto be the one to tell them they just
weren't relevant any more. Y ou get along well
with Hippies and EZ Riders, and to some extent
with True Believers. You urderstand Grifters,
but that doesn’t mean you'll | et them pick your
pockets. Y ou also understand Retirees, and can't
redly blame them for selli ng out.

GEEZERPUNK SKILL: SPIN DOCTQOR

Although some believe that Deelays had the
eaiest jobsin the world, there was more to what
you did than playing music and being charming
over the ar. Most DeeJays from your era served



many different rolesin their radio stations. From
maintai ning the transmitter and broadcast
equipment to selling airtime to sponsors and the
constant demands of promotions; you were
constantly at work for your station.

Spedalizations:

And Now the News = +2 to Agenda Setting
Spinning = +2 to Station Operations
Popularity Barometer = +2to Trend
Reagnition

Agenda Setting: Thisisthe subtle aility of a
person in the mediato dired the listener’s
attention to certain events, occurrances, causes
and the like. Basicdly, cdling attention to these
isaues makes the li stener think about them and
discussthem with the people in their lives. While
thisis by no means away of pursuading the
audienceto share your views, it does give you
the means to make them think about it. Y ou can
cdl attention to mgjor scandals (Easy), rank
corporate misdeeads (Medium), environmental
threas or mgjor hedth hazads (Difficult),
behind-the-scenes pdliti cd maneuvering (V.
Difficult) or even spedal interest items that
might normally be of interest only to the fringes
of society (N. Imposshble)

Station Operations: Y ou know how to operate
the equipment of the radio station, but you also
know how to fix and maintain that equipment.
Y ou can handle day-to-day operations and
preventative maintenance (Easy), make minor
repairs to the mixing board, amplifiers and
transmitter (Medium), do remote-operations with
the station’s promotions van (Difficult), cobde
together a pirate radio station out of mail -order
parts and stuff from Radio Shadk (V. Difficult)
and give the station’s equipment a major
overhaul (N. Impaossble).

Trend Reognition: You're very saavy to the
tastes of the masses. You can tell if performers
have star patential (Easy), if new consumer
products will be popular (Difficult), or if new
genres of music will become “the next new
thing” or an urderground favorite (Medium).
Y ou can also advise performers on ways for
them to increase their popularity (V. Difficult)
and predict, to within six months, when a fad
will die (N. Impossble).

IF YOURE A DEEJAY:

1) Tell me your name, age and sex.

2) Describe what you look like.

3) Besides your V-trodes, pick four different
things from the li st below that you own or are
currently carrying:

- A colledion of your favorite music

- A VMW Cohort

- Céell phone

- Your own Pirate radio station (1000watts. See
Media Front for detail s. About the sizeof a
suitcase)

- Retirement benefits totaling $250a month after
rent.

4) Where do you live? (Choose one)

- Medium apartment in the moderate zone
- Small | oft in the good side of town

5) Did you sell out? If so, you also get the
following;

- Upgrade your transportation to a Toyo-Chrysler
Omega.

- Upgrade your housing to alarge-sized suburban
house

- Additional retirement benefits totaling $500a
month

- Legiti mate ownership of your own small FM
radio station.



EZ PIDERS

"Shu up, Juve | been riding since before the
better part of youran dovn yer mommne'sleg.”

"Out here in the wil derness fighting Megacor ps
andBuReloc'son evey side.."

For you, it was al about the odyssey. The open
road was your home, your bike was your
livelihood, your leghers were your badge of
honor. Y ou've been everywhere now, and you
gtill haven't seen all thereisto see You've pissed
on stop signs from Maine to Mexico, ridden
from Florida to Alaska, cooked roadkill on a spit,
gotten drunk on moonshine, smoked loco-weed,
been hurted by the law and the lawlessalike, and
yet you lived to tell the tale. Before the ool apse,
you were outlaws, warriors who aowned the road.
After the llapse, you were just another of the
facdessdispossesed who wandered the
crumbling asphalt between the urban
metropdises. Now, you're just a drifting oldtimer
hoping to stretch out the mil es beneah your
wheds as you ride into the twili ght. Maybe
you're hoping for one last adventure before you
crash head-on into deah.

WHAT YQU LOOK LIKE

You wea ledgher, and alot of it. Leaher jadkets,
maybe with your old biker-gang colors flying
proudly next to Old Glory. Leaher chapsto keep
the road-dust off of your jeans. Leaher bods,
too, for resting on the riding pegs. Y eah, your
leahers have seen almost as many miles as you
have, have saved you from nasty road-rash on
more than a few occasions, and are now so
broken in that they fed like a ©zy cotton
sweaer. Maybe you have ahelmet, too, but only
to keep the bugs out of your hair and tegh. And
then there ae your tattoos. Y ou wea them like
badges of honor. Most of them were given to you
by some guy with a needle, afifth of whiskey
and an ink pen, and then your fellow gangers
gladly pounded them into your skin..

BACKGROUND

Biker gangs were born in the wake of World War
I, formed by war veterans turned outlaws, they
converted motorcycle-riding gentlemen's clubs
into a allture of the vicious. The most notorious
of these gangs, the Hell's Angels, came into

beingin 1957 the aedion of ateenage hellion
named Sonny Barger. Asthey grew, their history
of violence, brutality and drugs grew, aswell. It
was the Hell's Angels who popped the cherry of
the 60's Hippie naivete by brutally stabbing an
18yea old bladk man to deah at a Rolling
Stones concert at the Altamonte Speedway in
1969 Biker gangs were major crime syndicates
in their own right, committing murder, assault,
kidnaping, drug trafficking, white slavery, and
every other manner of violent crime. While
mainstrean Americalived in fea of them, the
bikers themselves were firmly convinced that
they were the last truly freepeoplein America

Joining a biker gang was a straightforward and
vicious affair. Y ou had to endure bedings and
you hed to dish them out. Y ou had to raise hell
and commit random ads of brutality. And you
had to be aleto ride your bike. When you made
it, you were initiated. Thisritual in and of itself
was particularly violent.. Maybe you were
bathed in your own blood o doused in gasoline
and lit on fire; the posshiliti es are endless.. At
the end, you wore their leahers and you becane
one of them.

Y our gang didn't survive long into the new

mill ennium. Age and other fadors began taking
their toll, and the new bike gangs, well, they
made you and your buddieslook like choir boys.
You still rode, sometimes with the Nomads who
lived on the highways and hiways of America,
and sometimes on your own. The road is your
life.

SELLING QUT

If you sold aut and joined the crps, you
probably didn't end up with a position of grea
importance Maybe you were aseaurity guard ar
an outrider for corporate supply convoys. Y ou
certainly weren't aswisein investing your time
or money as others might have been. You
becane aweekend warrior biker, goingto pdker
runs and hike shows on the weekend and trying
hard to avoid beingridiculed for selling out.

ASSQCIATIONS

You used to be semi-friendly with Hippies, bad
when they were till funto party with. You never
had much use for Retirees, Grifters or Cradkpats.
Y ou resped the Tribal Elders and Venerable
Masters, sincethey know what it's like to foll ow



apath. Yourswas aroad, theirs were their tribe
or martial art. You like Deelays and
Woodstockers, espedaly if you can convince
them to play songsyou like. Youtry to look out
for the Damn Vets becaise you resped them.
You hate Old Badges and are wary of Gray
Brigadiers.

GEEZERPPUNK SKILL: ELECTRA GLIDE

Y ou may not be ale to sturt like the kiddies, but
it's never been about stunts for you. You live the
odyssey. Your bikeisn't just some pieceof
disposable plastic aap that you ride to deah and
leave in the gutter, it's a handcrafted masterpiece
like aSwisswatch, and it's the very centerpiece
of your livelihoodand it takes you to places that
apunk juve would never dream of.

Spedalizations:

Livetoride= +2to Chopper
Brawler = +2 to Rumble
Wanderer = +2 to Open Road

Chopper: Thisisyour ability to ride and
maintain your motorcycle. You can popwhedies
(Medium) and spin your whedsto leare
smoking circles of burnt rubber on the road
(Difficult) but you prefer not to abuse your
madine. You can fix flat tires (Easy), convert
your bike from Avgasto CHOOHZ by switching
out the fuel injedion system (Difficult), overhaul
the engine (V. Difficult) and even rebuild it if
you have accesto agoodgarage and parts (N.
Impassble).

Rumble: Y ou may not be & ry asyou used to
be, but you still know how to fight down and
dirty, like they did in the old days. Badk then, it
was up close and personal. Y ou used your fists,
or maybe aknife or chain to work over your
enemies.

Open Road: You know your way around the
highways and byways. Y ou know how to
scrounge up some food (Medium), cook up a
tasty med of fresh roadkill (Easy), navigate a
crosscourtry ride to some placeyou've never
been (N. Imposdgble), find the locd biker
hangoutsin a new city (Difficult), and spot a
speddtrap amile avay (V. Difficult)

IF YOURE AN EZ RIDER,

1) Tell me your name, age and sex.

2) Describe what you look like.

3) Besides your V-trodes, pick threedifferent
things from the li st below that you own or are
currently carrying:

- Slegping Bag

- Leahers (SP 5)

- Kendachi Monoknife (2d6)
- A Medium Autopistol

- Toolkit

4) Where do you live? (Choase one)

- Scuzzy single-wide trailer in atrail er park
- Tenement apartment

5) Choaose the motorcycle you own:

- Harley Davidson Thurdergod (Top speed: 140
mph, SDP: 35, SP: 0, Manuverability: 0)

- Harley Davidson Darkwing (Top speed: 100
mph, SDP: 35, SP: 0 Manuverability: +3
offroad)

- Delta Motors Bermuda (Top speed: 155mph,
SDP: 40, SP: 0, Manuverahility: +2 al rolls)

6) Did you sell out? If so, you also get the
following:

- Upgrade your housing to a New American
Motors Drifter RV, situated in an over-50 RV
park.

- Retirement benefits totaling $250a month

- Medium Armor Clothing (16 SP)



GKFAY BRIGADIER

"Life begins after 60. But yours might endin a
minute."

"We may not get Medicare or Sccial Seaurity,
but I'll be damned if we'll be denied ou resped.”

The old ways don't work anymore. The dderly
are negleded and preyed upon from every
guarter. Corporate retirement benefits are ajoke,
lad of adequate medicd careis rampant, and
you're more likely to be the victim of a violent
crime than to get avisit from your children or
grandchil dren. Unlessthey want aloan or
something. And God help you if you're an
elderly person in the cae of astate nursing
home.

WHAT YOU LOOK LIKE

Y ou don't have alot of money, so you dressin
stuff they pull off the radk at MallMart. The only
thing that seperates you from everyone dseisthe
gray beret you wea. Y ou wea it when you'rein
public to let people know who you are. When
you're on patrol, you also carry a palice baton or
taser to let people know you mean business

BACKGROUND

For you, liferedly did begin at 60. Y ou becane
lessand lessuseful to the corp you worked for,
and they began putting you in a phased
retirement plan. At first, it was pretty swed. An
extra hour off every day, you got home before
Rush Hour redly began and still made exough
money to get by. You haed your 401k and your
corporate stock portfolio. Y ou were set.

And then it happened. Maybe you lost your
spouse, or the corp's CEO ran off to Brazl after
raiding the wrporate retirement fund. Whatever
the cae, you weren't prepared to have to get by
on the pittance you were now eaning.

That's when you joined the Grey Brigade.

What isthe Grey Brigade? It's aloose aalition
of people over 62, formed from the smoking
remains of AARP, the Grey Panthers and ather
associations that lobkied for the well -being of
the Elderly. But there was a diff erent edge to the
Grey Brigade. They have incorporated many
ideas from the Guardian Angels organization,

including patrolli ng their own communiti es.
Whilerich folk like the Retirees live in exclusive
gated communiti es with Corporate Seaurity, you
and your ilk just can't aff ord the same luxuries.
But that doesn't mean you're goingto be eay
victims.

It's not uncommon to see Gray Brigade members
patrolling around their Over-50 apartment
complexesin golf carts or city carswith palice
lights mounted on top. It's aso not uncommon
for them to stage raids on state nursing homes,
freangtheir bretheren who have been committed
against their will s © that their children can raid
their assets (State nursing homes are much like
BuReloc canps for the dderly, where they are
braindanced, drugged, negleded and

mal nourished into submisgon. The average
lifespan of an elderly person in a state nursing
homeislessthan ayea, and is easily paid for
with the remainder of their retirement benefits).

SELLING QUT

Well, it'sa bit late to sell out, but maybe you
found yourself ajob asa Greder at MallMart or
some other demeaning positi on to supplement
your income.

ASSQCIATIONS

The Grey Brigade has contads with almost any
elderly person who might need their help. They
don't discriminate (not even against Retirees or
Grifters) and are mnsidered to be the alvocates
of the dderly, both on the street and in the hall s
of power. As such, they also tend to have very
few enemies. Only the lawless(EZ Riders and
Grifters) tend to give them any trouble.

GEEZERPUNK SKILL: HARDLINER

Y ou are the watchdogs of the dderly, the
guardians of the golden yeas. You take a
proadive gproach to seaurity, to isses
involving senior citizens and the to the
preservation of the quality of l