


Transhuman Space:
Fifth Wave

The Third Wave was infonnation. The
Fourth Wave was biotech. The Ftfth Wave is
a combination of nanotechnology, memetics,
and artificial intelligence, and it's changing
mankind more than the first four waves put
together.

Welcome home. It's different here.

Transhuman Space
In the last decade of the 21st century,

advanced biotech and interplanewy
colonization have lmlsformed our solar
system inlO a setting as exciting and alien as
any interslellar empire. This series, written
and edited by David Pulver, is full of exolic
vehicular technology to he exploited and
improved upon.

Transhuman Space:
Spacecraft of the Solar System

28 different space vehicles and variants for
the Transhuman Space setting, including
both warships and civilian craft. These
spacecraft can he adapted to any science
fiction background or roleplaying system.

Transhuman Space:
Orbital Decay

This book presents a research station in
Earth orbit a great setting for all kinds of
campaigns and a sinister mystery for
characters to solve. Why has the station gone
silent, where did all the biotech researchers
go, and what's that clawing at the airlock
door ... ?

See us on the Web at www.sjgames.com.
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Transhumon Spau is a rich. dense.

and complex seuing, with a huge array of
options for Pes and NPCs - genetic mod
ifications. "programmed allies." special
skills. and so on. These options are fasci
nating, but are potentially intimidating for
beginners. This book provides shortcuts
for new players. and indeed for anyone in
a hurry. including GMs.

Personnel Files is a collection of
detailed, ready-made characters. They can
be used exactly as they are or modified as
required. Each comes with notes covering
possible variants; some also discuss rules
treatments and options. These characters
were designed in a range of JXlints values;
for convenience, they have been grouped
inlO learns of equal value - ready-made
"parties." However. each of them can eas
ily be "broken out" for individual use.

About the Author
Phil Masters is a freelance writer based

in the U.K. He is lhe aulhor or co-aulhor
of numerous books, many of them for
GURPS. and is lhe editor of lhe Origins
Award-winning Munchkin's Guide to
Power Gaming. He doesn't think that any
thing he learned on mat laller job was
involved in crealing this book.

About TRANSHUMAN SPACE
The Transhuman Space series presents

a unique hard-science, high-biotech uni
verse for roleplaying. Set in the solar sys
tem in the year 2100. it is a selling rich in
adventure, mystery, and exploration of the
possibilities of existence. The core book
in me line is Transhumtln Space, by
David Pulver. which presents an overview
of lhe solar system of 2100.

ftBOUT GURPS
Steve Jackson Games is committed to full

support of the GURPS system. Our address is
SJ Games, 80x 18957. Austin. TX 78760.
Please include a self-addressed. stamped enve
lope (SASE) any time you write us! Resources
include:

Pyramid (www.sjgames.comlpyramid/).
Our online magazine includes new GURPS
rules and articles. It also covers Dungeons and
Dragons, Trayeller, World of Darkness, Call
of Clhulhu, and many more lOp games - and
other Steve Jackson Games releases like In
Nomine, Illuminati, Car »W's, Toon, Ogre
Miniatures, and more. Pyramid subscribers
also have access 10 playtest files online!

NeM' supplemenrs and aO,·entures. GURPS
continues to grow. and we'll be happy to let you
know what·s new. F<lr a current catalog, send us
a legal-sized or 9'')(12'' SASE - please use two
stamps! - or just visit www.wareb0ust23.com.

Gamer inpul. We value your comments, for
new products as well as updated printings of
existing titles!

Errata. Everyone makes mislakes. including
us - but we do our besl to fix our errors. Up
to-dale errata sheets for all GURPS releases.

including this book, are available on our web
site - see below.

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A.
and much more. GURPS has its own Usenet
group, too: rec.games.frp.gurps.

GURPSlIet. This e-mail list hosts much of
the online discussion of CURPS. To join.
e-mail majordomo@io.com wilh "subscribe
GURPSnet-L" in the body. or poim your web
browser to gurpsnet.sjgames.com.

The Penonnel Files web page is at
www.sjgames.comllranshumanlpersonnell.

Page References
Rules and statistics in this book are specifi

cally for the GURPS &sic Set, Third Edition.
Any page reference that begins with a 8 refers
10 the GURPS Basic Set-e.g.• p. 8102 means
p. 102 of the GURPS Basic Set, Third Edition.
Page references that begin with CI indicate
GURPS Compendium I; those thai begin with
TS refer 10 TronshunuuiSpace. lbe abbrevia
tion for this book is PF. For a full list of abbre
viations. see p. el181 or the updated web Iisl al
www.sjgames.comlgurpslabbrtvs.hlml.



The main section of this book presents a
number of personalities of the Trans
human Space world, placed inOO
groups by their value in character
points. These may be used "as is,"
for instant PC or NPC parties. or
the individual characters may be used
on their own.

BRRRymORE
COnSULTRnCy

Helena Barrymore and her associates are
more-or-Iess nonnal Pes in Transhunum
Space; they are all roughly 100 points. As
investigators, they have a number of unique
advantages ...

HELEnft BftRRVmORE
90 POinTS

Centenarian business
consultant - or detective?

Age 105: 5'5"; 85 Ibs. A stick-thin,
sharp-featured Caucasian woman of
indctenninate age. with ash-blonde
hair and a teltlUre to her skin which
hints at her years.
ST 9 [-10); DX 1I [IOJ; IQ 15160];

HT 12110 [20J.
Speed 5.25; Move 5.
Dodge 5.

Advantages: Ally (Programmed)
(Conez...Qhao ·'Adroit." see p. 57;
15 or less) [9]; Comfonable
Wealth (10]; Contacts (Cape Town
police detective; skill 15; 9 or less)
[2]; Contacts (Mid-ranking Ithem
ba eltccutive; skill 15; 12 or less)
(8); Cool [I]; Immunity to Disease
(Pennanent carcinophage nanOo
mods; Limitation: Affects cancers
instead of disease, -70%) (3);

Independent Income (5]; Panimmunity
2 (Permanent Immune Machine

nanomods) [5]; Reputation +I (As
a capable problem-solver, in the'
Cape Town commercial world)

[I]; Slow Regeneration (Permanent
DNA repair nanomods; Umitation:

Only heals radiation. -60%) [4].

Disadvantages: Age (105) [45]; Pacifism
(Self-defense only) [-IS]; Reputation-2
(Prone to interfere; Among Cape Town
police detectives; 7 or less) [-I);
Reduced Hit Points -2 HO]; Skinny
[-5]; Sense of Duty (fa old friends and
colleagues) [-5J.

Quirks: Doesn't drive a car (prefers taxis
and trains); Loves a good mystery;
Regards mind and body as largely
inseparable; Still thinks of herself as a
Westerner. but actually feels most at
home in Africa; Thinks that money is
more for spending than for saving. (-5]



'SIdlls, Administration-14 [1];Agrooo
my-IS [2J; Anthropology-12 [II2J;
Am> Knowledge (Cape Town}-l5 [IJ;
Am> Knowledge (Africa}-l7 [4J; Artifi
cial lntelligence-12 (112]; Anist-12
[I12); Bard-14 [I]; Beam Weapons
(Electrolaser}-l3' [IJ; Cartography-13
1112]; Computer Operation-IS [I];
Cooking-14 [II2J; Deleel Lies-14 [2J;
Diagnosis-12 [II2J; Diplomacy-16 [4J;
Ecology-12 [II2J; Economics-14 [2J;
First Aid-15 (1]; History-I 2 [1f2); Inter
rogation-IS [I]; Intimidation-13 [In];
Leadership-IS (I]; Memetics-12 [I];
Naturalist-13 [I]; Oral Literature-12
[112]; Orienteering-13 [112]; Photogra
phy-13 [II2J; Physician-12 [II2J; Pr0
fessional Skill (South African Law
Enforcement)-l3 [112]; Psychology-16
[6J; Rese=h-14 [IJ; Riding (Horsej-9
1112]; Savoir-Faire-15 II]; Survival
(Desert)-14 [I); Survival (JungleH4
[I); Swvival (Plains}-l4 [II; Teaching
16 [2].
• Includes +2 for IQ.

lAnguages, Afribans-13 [II2J; English
(nativej-15 [OJ; French-14 [IJ; Spanish
13 [II2J; Swahili-13 [II2J; Xhosa-1J
[II2J; Zulu-I 3 [II2J.

Equipnu,"', 100' spool of Cufftape (0.5
Ibs., SIO); Electrolaser pistol w/recog
nition pad and smartgrip (J lb.•
$1,800); Emergency medkit (1 lb.•
S150); Infrared communicator (0.25
Ibs., S130); Medium-range radio com
municator (0.5 lb.; $100); Permanent
artery cleaner nanomods ($5.000);
Self-destructing nanobugs X2 ($400);
Spare cash, $3,459.

Software (installed on DVI): 3D social
telepresence ($200); Basic VR program
($200); HUD targeting ($250); Italian
13 skill sel ($100); Mugsho< ($100);
Off-the-shelf Lifelike VR avatar ($1);
Tactics-12 skill set ($100).

Background
Born in Philadelphia at the end of the

20th century, Helena Barrymore was
blessed with natural good health and intelli
gence. She always regarded her body and
mind as one unit; she kept herself in trim
because it felt better, and always thought

Hekna Barrymore's
Age and Point Value

He~ Barrymore was designed as a 100
point character with the Age disadvantage. The
"base age" for this disadvantage in Transhu
IftGII SptM:e is 70, and she has both car
cinophage and DNA repair naoomods., each of
which increase the start date foraging by 10. so
she swted making aging rolls at 90.

She made an appropriate number of aging
rolls, using the more detailed system in
GURPS B;~Tech (p. BIOIl3). With her
Wealth level, she rolled against HT+7, and as
she has anery cleaner nanomods. she is partly
protected from HT loss. Thanks to these advan
tages. all she suffered was a I-point reduction
in OX. She is therefore now a 9O-point charac
ter; however, she is appropriate for use as a PC
in games with lOO-point starting characters.

(When she reaches 110. and stans making
aging rolls every 6 months. she may want to
think harder about cellular rejuvenation.)

about the most efficient and comfortable
way to achieve her physical goals.

She also developed both conscience and
curiosity. After graduating in economics

, with a focus on developing world issues,
she found a series ofjobs over the following
decades with aid agencies, charities, and
govemment departments. Although most of
these jobs concerned aid and disaster relief,
a number involved assisting with reorgani
zation of law enforcement agencies. and she
learned some relevant skills. She watched
the development of the SAC, and even
helped with it in small ways. Although she
never abandoned her sense of herself as a
Westerner, she came to feel most at home in
Africa.

Panly because of her close exposure to
relative poverty. Barrymore never felt com·

. fortable accumulating the sort of wealth thai
became normal in the developed world.
Although not a spendthrift or a soft touch.
she developed the attitude that wealth was
meant 10 be us~d, not hoarded. She invested
wisely in medical treabnents, which com
bined with her good health and regular
exercise to keep her aCtive into "old age."

but she never pursued more radical life-
extension strategies.



In 2094, an old friend and occasion
al lover, Francesco Dellagaria, was killed
in a plane crnsh in Kenya. At the funeral, she
learned mar. an unSuccessful altempl had
been made to brnimcan him before deam.
She investigated and found !hat a copy of
the botched scan still existed. Employing all
her experience in dealing with bureaucra
cies, she acquired COfl(rol of the scan and
worked with some capable AI programmers
to patch and stabilize it restoring some frag
ments of DeJlagaria's per.;.onality.

This stretched her available funds while
reminding her how much she liked chal
lenges. She has reactivated her largely dor
mant personal company to provide herself
employment and a slightly beller income.
Although in theory, she offers commercial
consultancy services, she cannot compete
with large. AI-based mercantile companies;
however. she is building a reputation as an
all-around problem solver. She knows Cape
Town, Africa. and people: she can solve all
sorts of problems and mysteries efficiently,
legally, and quietly.

Motivations
Barrymore is keeping herself interested

in life. She likes solving problems, of any
and every SOIt, and is fiercely loyal to her
friends and colleagues. She likes to keep up
to date in any topic she thinks is related to
her work. past or present. She is aware that
much of her knowledge is out of date. and
that she has forgotten too much of what she
once knew, but her broad experience is rep
resented in her IQ score.

She is no technophobe, and happily uses
nanomods and advanced medicine to stay
alive and active. However. she can't con
vince herself that radical changes to her
body wouldn't impinge on the integrity of
her mind. She doesn't like what she's heard
of cellular rejuvenation. and the idea of
being brainpccled makes hershiver.lfit was
the only way to stay alive. she might go
for it, but otherwise - no thanks.

Variations
Barrymore is a competent character.

but she's been careless with money and the
years have taken their toll. A version who'd
gritted her teeth, found the cash. and under
gone (successful) cellular rejuvenation as
an alternative to fading away could have
respectable physical attributes: one who'd
husbanded her resources better might have
higher weaJth and some impressive Pr0
grammed Allies. This makes it easy to
upgrade her character sheet to any desired
point level.

She and her two colleagues can be easily
relocated to most other Fourth or high Third
Wave cities: just change some details in
their biographies and specific skills.

fRnncEsco DElln6nRIft
100 POIRTS

A spider who's the fragment of a
ghost of a brilliant man.

Age 5 (since recreation; has some mem
ories going back around 50 years): 2'
across: 26 Ibs. A standard-looking Volkspi
der; the slight reinforcements to his body
shell are not obvious to casual inspection.
He usually wears a lightweight goods
carrying harness.

ST 6 [01: DX II (10[; lQ 131301: HT 11/6
10j.
Speed 5.50; Move 5.
Dodge 5.

Advantages: Alertness +1 [5): DR +2 (total
DR 5) [6]: Ghost Mind Emulation 117]:
Volkspider (with Complexity 7 small
computer) [71).

Disadvantages: Absent-Mindedness [-15):
Broad-Minded HI: Congenial (-I);
Curious [-51: Poor (-15]; Reprogramma
ble Duty (Limitation: No master, -60%)
1-10): Sense or Duty [-101 (To Africa).

Quirks: Doesn't like light aircraft: Opera
buff: Talkative. [-3]

Skills, Accounting-IO 1112): Acting-12 (I):
Administration- I I [In); Agronomy- I I
(112): Anthropology-II [I): Area
Knowledge (Africa)-l3 [I): Com
puter Operation-I 3 {I); Criminology-I I
(In]; Driving (Automobile)-10 [lJ:



career, he got to know Hele
na Barrymore, although he
hadn't seen much of her
since the 20805.

In 2094, Dellagaria was
traveling in a light airplane
which crashed in Kenya due
to mechanical failure. Del
lagaria's employers found
his body in time to put it on
life support and keep it
breathing for a while. but
there was substantial brain
damage, and an attempted
brainpeel was declared
unsuccessful.

Barrymore, however,
refused to abandon an old
friend. She acquired the
brain image and succeeded
in having some of Della
garia's personality restored.
after intensive work by a
small team of hired special
ists. They then managed to
nurse the damaged person
ality back to functionality. It

only has an echo of Della-
garia's old intelligence. but it's more com
plete than anyone thought they had a right
to expecL

Legally. Dellagaria is Barrymore's ward.
and she has extensive control over him and
responsibility for his affairs. In practice. she
tries to treat him as an equal as far as possi
ble. and makes sure that he has sole access
to some financial resources. He "Jives" in a
room in her apanment, which has been
adapted to provide for his limited physical
needs and continuing therapeutic program.

Barrymore also employs Dellagaria as an
assistant in her consultancy business. While
this was originally a way to give him
something to do with his time and make
him feel useful. he has increasingly proved
a genuinely helpful associate. Aside from
the fact that he retains a fair amount of use
ful knowledge, filtered through an unusual
semi-anificial viewpoint.. he can sometimes
go places and do things impossible for a
human employee. Even in Third Wave
regions, an ordinary-looking Volkspider can
often wander around and barely receive a

second glance.

Economics-IO lin]: Electronics
Operation (Communications)-12 IIJ:
Frrst Ajd-12 [II2J; Gambbng-II [1I2J;
Gesture-12 [112); Natura1iSl-IO [1I2J;
Psychology-13 [4); Sbadowiog-12 [IJ;
Stealth-II (2J; Streetwise-II IlnJ;
Survival (PIains)-11 [In): Teaching-II
[1I2J.

I LAnguages: English- J2 [t]; French- It
(lnJ: Italian (native)-13 [OJ: Swahili
11 [II2J.

Equipment: Self-destructing nanobugs
($200); Spare cash: $340.

SoftwOl'e (all installed on internal comput
er): 3D social telepresence ($200);
Basic VR program (S200); Mugshot
(Sloo); Skill sets: Law-II, Research
13 (SI50); Street-level map of South
Africa ($10).

Background
Francesco Dellagaria was an Italian-born

international traveler and charity worker
who spent most of his career in East Africa,
assisting with the administration of vari
ous medium-scale projects. During his ,-- q ...



the rather low-.eost cyber·
shell in which he is
installed. The laner was

due partly to Barrymore's
relatively limited funds. but

more to the restricted control abi!·
ities of a rather shaky AI. To
increase his point value, assume
that the restoration/therapy
process was more successful,
reducing his disadvantages and
possibly improving his skills
slightly. For a more humanlike
character, install the same person
ality in a bioshell (preferably
cloned from his original body) or
a Cyberdoll cybershell.

If Oellagaria is used as a PC
while Barrymore (perhaps in
slightly upgraded form) is an
NPC. he can treat her as a Patron.
Alternatively. Dellagaria can be
defined to be an NPC Ally for a
PC version of Barrymore. Nelson

Buthembai can be treated as an
Ally for either.

Ghost or Fragment?
Strictly speaking. Dellagaria is not a ghost. but a

fragment; the attempted brainpeel produced a vel)'
poor image. and it's taken Helena B~!n?re and the
people she hired years of work to bong him even to
his current patchy and strange state. However, the
gaps in his mental structures are so glaring that Del
lagaria can only acknowledge that they are there and
work around them - the process of restoration and
therapy has given him a new set of memories, and left
him completely familiar with his own capabilities
and limitations. He's not, in truth, Francesco Della
garia - he's a new individual who owes something to
that human being. As some of his disadvantages
reflect his state as an "incomplete ghost," he has been
permitted to take more than some campaign limits
would allow.

Because the scan was so incomplete, it had to be
patched onto the structure of a standard AI. and the
programmers were legally required to include v:mous
control codes in that structure; hence Oellagana has
Reprogrammable Duty. However, Helena Barrymore
has sole authority over those codes. and she absolute·
Iy refuses to use them.

Variations
Dellagaria is limit

ed - mentally by the
injuries he suffered
before his brainpeel,
and physically by

Motivations
Dellagaria is an incom

plete being. trying 10 find his
place in the world. The
human on whom he is mod
eled always liked to feel use
ful. to his friends and to his
adopted homelands, and he
retains this anitude. In fact, it
has been strengthened by the
loss of much of the rest of his
personality, becoming the
hook on which he hangs his
sense of self.

Unfonunately, his capacity
for self-motivation remains
sketchy and unreliable: if he
loses interest in something. he's
prone to wander off or look for
some more interesting angle. One of
Buthembaj's tasks is to keep an eye
on Dellagaria in quiet times. to stop him
from losing the plot and getting into trou
ble. Dellagaria's therapists have encour
aged him to develop a very human sense
of curiosity, but this may have gone too
far, getting him into different sorts ~f

trouble. Barrymore IS

hoping that he'll
develop a more bal
anced sense of interest
in the world as time
goes on - if she can
keep him alive (and
sane) long enough.

Dellagaria often puts on a
fair act of NAI-Ievel stupidi
ty. although he has to be
careful; some people might
vandalize a "dumb spider"
for fun. He therefore often
works with Barrymore's
human employee, Nelson
Buthembai, when a job
requires legwork on the
streets.



nElSOn BUT"EmBftl
100 POinTS

Smart on the streets of Cape Town.
Age 19: S'S"; 155 Ibs. A good-looking

young black man, usually wearing a vari·
rcloth suit (set 10 a simple, bright color
scheme) and heavy sunglasses.

ST 12 [201: DX 12 [201: IQ 13 [30): HT
12 [20J.
Speed 6.0; Move 6.
Dodge 6: Parry g (Judo).

AdYanlages: Acute Vision +1 (2J: Attrac
tive [5); Composed [5J: Light Hangover
[2); Reputation +2 (For generosity. in
his home neighborhood) [3J.

Disadvantages: Poor [-15]; Sense of Duty
(To everyone he knows personally)
[-IOJ; Slatus -I [-5J.

Quirks: Fiddles compulsively with his var·
idelh suil; Wears his "sunglasses" virtu
ally all the time (loves the high-tech
optics); Prides himself on pragmatic
ethics; Slightly lazy about physical

work. but likes doing useful ''thinking
stuff'; Thinks biomod transplanlS are a
bil cn:epy. [-5J

Skills: Acting-13 {2l: Area Knowledge
(Cape Town)-13 (I): Bartender-II [112]:
Blackjack-12 [I]; Computer Operation
12 (I12J: Computer Programming-IO
[1(2); Dancing-II II); Detect Lies-II
[I]; Diplomacy-II rll; Fast-Talk-II
[1121: Filch-II [JI: Fi"l A;d-12 (112):
Holdout-12 [I]; Judo-I214]; Lockpick
ing-II (112]; Scrounging-12 (112);
Shadowing-14 [4J: Sex Appeal-IO fll2);
Sports (Soccer)-lO fll2): SleaJth-12 [2):
Streetwise-t2 (I J; Survival (Urban}-ll
(112]; Swimming-It [112); Traps-II
[112).

Languages: Afrikaans-II {II2J; English
12 [IJ; Xh= (native)-l3 [OJ: Zulu-II
[II2J.

Equipment: Arachnoweave vest (1 lb.,
SI50); Blackjack (I lb., S20): Infrnred
communicator (1/4 lb., $ 130); Medi
um-range radio communicator (0.5 lb.;
$ I00); "Sunglasses" with anti-glare and ,
infrared optics (0.5 lb.; $337); Varicloth

casual clothes (2 suits.
each I lb., total S3OO):
SpaJecash: S163.

Background
Nelson Buthembai

is the grandson of an
old friend and col
league of Helena Bar
rymore. allhough she
insists thai she didn't
hire him just because
of thaI. In fact. he's a
little more complex
Ihan the archetypal
Fourth Wave street
operator, thanks to he!"
teaching. He's very
smart. quick. adapt
able, and forward
looking enough to
retain a sense ofethics.
Barrymore says that
he displays "grace
UDder pressure" (and
likes people who gel
the reference).



Now lhat she's decided to bUst him, she
primarily employs him as a legman and
courier. He knows the city Slreels and their
inhabitanls, and is sharp enough 10 pass
almost anywhere around Cape Town with
out too much trouble. If business lakes him
further afield. with or wilhout her - well
lhat jusl tests his adaptability. So far. he'~
mostly passed lhese tests.

The other half of his job is keeping
Francesco Dellagaria out of trouble and
focused. This is a balancing act, but for

Buthembai. wilh his barely Founh
Wave background. working wilh a
cybershell is prelly cool.

Buthembai isn't as good wilh
technology as he'd like, and some·
times looks for excuses to learn
more. but Barrymore poinls out
lhat he's often effective at what he
does because he d~sn " rely on
flashy. overly detectable. or unreli·
able gadgels-anyway, they've got
Dellagaria. He understands her
poinl, but feels slightly patronized
by lhis argument. She insisls lhat
it's not simply an excuse to avoid

I decent tools; he wonders if she'd
say something different iflhey had
the tools. It's lhe nearest he and his
boss come to a serious falling out.

Motivations
Buthembai is driven by loyalty

and ambition. His idea of loyalty is
a mixture of slreel·]evel mutual
back·scratching and old·fashioned
clannishness: his ambitions are
solidly materialistic. but include
prosperity for his group. Which
motive comes first isn't always
predictable, but he's unlikely 10
forget either entirely in any situa
tion. Like many individuals from
his sort of background. he'd like

10 gain access to the sort of resources
and tools he sees in the hands of Fifth
Wave visitors and corporations, but
he's learned to be patient and method·
ical- which gives him some chance of
achieving some of his ambitions. one
day. For now. he justifies the varicloth
clothes and the fancy personal optics
to himself as the lools of his adopted

tr.lde.
If he's hired by someone else. they

should understand that his flISt loyalty is to
his friends, family, and neighbors. He'll do
his besl to earn his fee, especially if he feels
that Barrymore would be disappointed in
him ifhe failed, but he doesn't put his neck
on the line for money if he can help it. He
does classify Dellagaria as a human being,
a friend, and someone 10 whom he owes
loyalty.

Barrynwre Consultancy as Pes
Helena Banyl11Of<, Francesco IleUagaria.

and Nelson Buthembai can serve as a three·
person team of I()().point Pes for a game SCI

in South Africa -or. with a few modifications.
in many other ThirdIFowth Wave regions. As
a local commercial consuhancy with a ten·
dency 10 end up working as private detectives,
they can also make useful NPC contacts,
allies, or shon-tenn hired help.

They balance on the edge of financial via·
b~lity. a1dlough they are increasingly finding a
RIche. More comprehensive commercial
advice is generally available from larger com·
panies wilh powerful Als and huge databases,
~hile detective work - either involving crim·
mal cases or personal problems - can usually
be handled by professionals with access to
high·tech resources and tools. What Bany·
more ConsuJtancy bas to offer is ground-level
knowledge, ingenuity. and experience.

The company will almoSI invariably oper
ale within the Jaw, but ooneofthem are fanat·
ical about this. If they can get away with
bending a rule or two in a good cause, or If
they feel that that the good cause is over·
whe1nUng, lhey will do wbaI <bey think is
best. Although they look a little unusual for
the part, they should be played very much in
the classic ''private detective" style.



Variations
A more "cinematic" Buthembai on the

same lines would have better altrib-
~__ utes; some extra advantages such

as Combat Renexes. Tough·
ness, or Intuition: and more
and belter skills. A version of
the character who'd gained
more access to high technolo

gy through his work would
focus on technical skills. have a

bener wealth level. and perhaps
have some Jow-power Programmed

Allies. However, any treatment of Buthem
bai which takes him much beyond 150
points represents a radical change to the
character.

See p. 10 for a discussion of lreating
members of Barrymore Consullancy as
NPC Allies for each other. Of the lhree.
Buthembai is perhaps the most obvious
NPC material, being a fairly typical "Streets
Contact" type.

C-C+
RECOUERY

Kurt Cassel's team of 15().point "Vacu·
urn Cleaners" is a slightly more powerful
group. but still within the "humans and
~enetic-upgrade humans" category men·
110ned on p. TS 110.

KURT CnSSEL
150 POinTS

The captain (and manager) of a
motley crew of freelance vacuum
cleaners.

Age 38; 6'0"; 160 Ibs. A handsome man
with dark hair and green eyes: usually casu
ally but stylishly dressed in "spacer style:'

ST 12 [201: DX 13 [201: [Q 13 [301:
HT 12 [101.
Speed 6.25; Move 6.
Dodge 6.

Adl'lUlJages: Ally (Programmed; Cashal
ton 61-T (see p. 55), on the ship's

backup computer, 15 or less) 16];
Alpha Upgrnde [351: Charisma +1 [51:
Claim to Hospitality (Family in Ger
m~y) Ill: Contacts (SDR executive;
skill 18; 6 or less; usually reliable) (3);
Immunity to Disease (Permanent car
cinophage nanomods; Limitation:
Affects cancers instead of disease.
-70%) (3); No Degeneration in Zero-G
(permanent microgravity biochemistry
nanomods) [3]: Slow Regeneration
(Permanent DNA repair nanomods;
Limitation: Only heals radiation. -60%)
[41: StaluS +1 [OJ': Very Wealthy [30).
• Free from Very Wealthy.

...
(l •

to·

Disodva".loges: Alcohol Intolerance [-IJ;
Attentlve [-I]; Gluttony [-5); Proud
(-I): Sense of Duty (fo all spacers)
[-10]; Sleepy Drinker [-II; Truthfulness

[-51; Weak WiIl-2 [-16j.



Quirks: Always eats traditional Ger-
man food when it's available; Finds
VR overlays irritating when he's try
ing to concentrate, and complains
audibly; Strong affection for Sandra
Chou; Trusts Als with languages. but I

regards using them for social skills as
stupid; Wants to reduce the company,
debt quickly. [·5]

\ Skills: Administration-12 [I]; Area
Knowledge (Earth Orbital Space)-14
[2]; Astrogation-ll [1/2]; Beam
Weapons (Eleclrolaser)-14'" [1/2];
Computer Operation-12 [112]; Diplo
macy·11 [1]; Electronics Operation
(CommunicationsH2 [I]; Electronics
Operation (SensorsH2 [I]; First Aid
13 [1); Free Fall·14 [4]; Gunner
(BeamsH3'" [1/2]; Guns (Missile)·
14' [In]; Law-IO [In]; Leade"hip
13'" [I]; Mechanic (Fusion Drives &
ReactorsHI [112); Merchant-II (112];
Piloting (High·Performance Space
craftH4 [4); Savoir-Faire-15... • [0];
Vacc Suit·14 [4].
• Includes bonuses for IQ and

Charisma.
.... Free from Status.

lAnguages: English·12 [I]; German
(native)-13 [0].

Equipment: Arachnoweave vest wlIFF
transponder (I lb., $250); Electrolaser
pistol wlIFF interrogator, recognition
pad, and smartgrip (I lb., $1,900);
Emergency medkit (I lb., $150); Life,
support pack (5 Ibs., $500); Medium
full helmet w/tiny cheap computer,
multiview optics, and medium-range :
radio communicator (4.35 Ibs., $790); ,
Medium nanoweave vacc suit wlIFF
transponder (20 lbs., $3,100); Micro
missile pod wlIFF inlerrogator, recog
nilion pad, and smartgrip (0.62 Ibs.,
$1,080), plus 20 rounds of solid
ammunition (2 Ibs., $90); Permanenl
pore cleaner nanomods ($500); Perma
nent looth cleaner nanomods ($1,000);
Portable mechanic tool kit (20 lbs.,
$600); Short·range radio communica
tor (0.125 Ibs., $25); Thruster pack
w/5 spare cylinders (20 Ibs., $2,150);
VIG w/liny cheap computer and anti
glare oplics ($557); VR gloves

(0.25 Ib,.• $500). (In theory. Cassel
has over $100,000 in spare cash, but
much of this is commiued to paying
off debts, renling temporary accom
modalion, etc.; he is unlikely to spend
more than a few thousand on "adven
turing equipment" without very good
cause.)

I Software: Installed on VIG or helmet
computer: 3D social telepresence
($200); Basic VR program ($200);
HUD largeling ($250); Mugshot
($100); Off·the·shelf lifelike VR
avatar ($1). Installed on ship's backup
computer: Language skill sets, all
skill-14: Cantonese, French, Italian,
Japanese, Mandarin, and Spanish
($1,200); Other skill sets: Accounting
14, Diagnosis·14 ($1,000).

Background
Kurt Cassel came from a prosperous

, family in soulhern Germany, and even
, aside from his Alpha Upgrade genes, he

was bright and highly motivaled. After
university, he joined Satellite Debris Re
moval Inc., the main "Vacuum Cleaner"
organization responsible for keeping
orbital traffic hazards under control
(described in more detail in the upcoming

ITranshuman Space: High Frontier).
Over time, he proved himself as a pilot
and team leader, while committing his

, salary wisely to both medical nanomods
and investments.

, Recently a large legacy, added to his
I savings, let him consider striking out on

his own. His relationship with Sandra
Chou gave him a motive to stay in space,

I and he decided that there were slill oppor
tunities in debris recovery. However, his
funds didn't cover even the deposit on the

I sort of spacecraft he wanted, and the
. banks he approached proved doubtful

about his plans.



Then a group ofcompanies came to
him wilh a proposition. They would
bankroU him, providing a mortgage on the
ship, on the condition that he took on an
extra panner. a SAl wilh space skills which
they wanled to see in operation. Cassel
accepled., perhaps a little faster than was

wise. Fonunately, lhe AI, "Eilard
Gamma," proved tolerable, and a
human engineer compleled the new
ream.

Afair proponion ofCassel's weaJlh
is tied up in this business, although he
still has accessible funds. He rents an
apanment on an HEO station which is
also C-C+ Recovery's registered
office; on visits to Eanh, he stays wilh
relatives or in hOlels.

Cassel lacks an AI in his VR inter
face simply because he finds perma
nent VR displays slightly distracting,
prefers to rely on his own skills and
judgment when dealing wilh other
people, and finds it easier to work
wilh physical ship conuols than virtu
al "images." Hence, he keeps his use

of his VIG to a bare minimum Eilard
makes slightly chilly jokes about his com
mander rarely visiting him at home.

As the ship's pilot and commander, Cas
sel holds the command codes for its backup
NAI and has built a working relationship
wilh it, insofar as this is possible.

Motivations
Cassel is smart, "goal-oriented,"

and sometimes a little 100 focused
wilhout actually being rash. He'd
like to tum up paying work which

would substantially reduce his
debts, and he sometimes takes slight

ly too many risks as a result; SDR psy
chological reports said that he lacked some
elements of self-restraint Still, he hasn't
survived as a spacer by being stupid. The
loyalty he commands is enhanced by his
own dedication to anyone he sees as a col
league, as weD as his natunll truthfulness
(which is one reason why he didn't advance
very far in a large organization).

Living in space, wilh limited culinary
~ facilities, aggravates what would probably
be a minor facet of his personality planet
side: his love of good food and drink.

C·C+ Recovery as PCs
c-e+ Recovery is the debris elimina

lion and saI""8" ccmpony set up by Cas
sel and his crow under Ihe """""","p or
Ihe companies which support<d Ihe cre
arion of Eilard Gamma. Its one substantial
asset is a spacecraft. the rangenl#! (see
p. 15). The densest concentration of
debris is in LEO, but work there and in
OBO is dominated by existing compa
nies, so C-C+ looks farther afield, espe
cially in the Lagrange points, but also in
HEO and even Lunar space. Shuttling
between distanl orbits is expensive. often
demanding slrap-Oll fuel tanks and boost
ers. 10 Cassel plans schedules carefully.

As. PCs, the learn are working folks
with an attitude which may get them into
_. Po. NPCs, lhey'd make good
c:ontaeIS. shcxt-tenn hirelings, or business
rivals. Either way, Cassel is their leader,
capable bul essenlially Ihe firsI lIJnOflg
equals.

Fortunately, he's learned to bum off his
indulgences through exercise. and the Tan
genie's missions are rarely long enough for
his supply packages to overburden the gal

, ley ... but his crew try to steer him away
from station restaurants. He avoids bars
unless socializing wilh someone seems to
be essential; by some glitch in his genetic
modifications, alcohol goes to his head and
then knocks him out.

Variations
For a slightly upgraded version of

I Cassel, raise his attributes or skills a little.
, An older version, kept in peak condition by
good genes and medical treatments, could

\ have impressive abilities. Making Cassel
FIllhy Rich wilh a level or two of
Multimillionaire would turn him /"",,00/
into a more independent adven
turer-captain, wilh fewer or no
financial obligations, seeking to
maximize his return on investment
the fun way. Conversely, reducing his
weallh would make him more of an

employee. His crew could be treated as
Allies.



EllllRD
GlImmll

150 POinTS
An independent
digital mind with a
ship to run.

Age 9 (but with older
legacy code). EiJard's
VRltelepresence avatar
lakes the form ofa weath·
ered bronze statue of a
man, modeled on Rodin's
'Thinker."

ST-I-];DX 12120];IQ
12 [201; HT 12 [OJ.
Speed 6.0.

Advantages: Citizen
SAI-8 [1I5J; Lan-
guage Talent +I [2];
Patron (University of
Toulouse team; 9 or less) rIO).

DisadvanJoges: Duty (fa creators; 12 or
less; not life·threa[ening) (-5]; Hide
bound [-5]; Intolerance (Leaders of large
groups) 1-5); Nosy [-I); Mwnfnune
(High-capacity; includes Machine Body)
1-9J; Reputatinn -J (For amazing rude
ness; Among space industry executives;
10 or less) 1-2); Uncongenial I-I).

Quirks: Bone-dry sense of
irony; Enthusiastic sculplUre
lover (often la1ks about how he learned
about body language from these things);
Gains emotional satisfaction from pilot
ing a ship; Has a strong image of him
self as "male," bUI no interest in
biological sex as such; Strong dislike for
fannal hierarchies. [-5]

Skills: Appreciate Beauty (Figurative
sculpture)-7/13 [1(2J; Area Knowledge
(Earth Otbital Spnce)-12 IIJ; Astroga
tion-12 (2}: EleclrOnics Operation
{Communications)-12 (2]; Electronics
Operation {Sensors)-12 [2]; Gunner
(Beams)-13· (Ii; Mechanic (Fusion
Drives & Reactors)-lO [1(2); Piloting
(High-Perfnnnnnce Spac=aft)-lJI4).
• Includes bonus for IQ.

Languages: English-12 [IJ; French
(native)-l3 (OJ; Gennan-12 [I}; Man
darin-II 1112); Spanish-II 11121.

Software (stored on own computer): 3D
social telepresence ($200); Language
skill sets: Cantonese-14, Japanese-14
($4()(); Mugsho' ($100); O!he' skill
sets: Computer Programming-13, Psy
chology-IJ_ Resean:h-14 ($600); VR
database (lifelike customized copy of
the Mus6e Rodin, customized avatar, 10
assorted standard avatars for "visitors")
($10.030); VR manage< ($500). S""",
cash: $4,170. (Eilard's VR "mansion" is
paid for oot of his "home equity," most
of the resl of which is tied up in bonds to
provide for future upgrade or mainte
nance needs and to ensure his restora
lion in the case of his physical
destruction.)



Background
Eilard Gamma is one result of a project

at the University ofToulouse. sponsored by
various European space companies. which
aims to produce an AI optimized for a role
in a spaceship's bridge. Eilard was actually
quire a success ... except for one lhing. In
auempting to inculcate a high capacity for
independent operation and a willingness to

take decisions, the researchers produced
a pe~ity with an ineradicable dis
Wle for rigid hierarchies and large
groups. Eilard can lake suggestions.

but he doesn't respond happily to orders
from people he doesn't know; he would
make a very poor corporate employee.

Eilard was repealedly. suikingly rude to
the project sponsors, and the researchers
knew that even if they could resolve the
issue lhrough personality modification, lhis
would violate the teons of their research
license. So they. and the sponsors, located a
Vacuum Cleaner who was lJ)'ing to scram·
ble togelher a business case to go freelance
and offered him a deal - a loan on very
favorable terms. conditional on Ellard being
pan of the crew. Fortunately. Kurt Cassel
accepted

The TANGENTE
c-c+ operate a fairly standard SreptDe-<:lass

Debris Recovery Vehicle (DRV), as described
in TrruuhumtUI Space: High Fro","r. This is
designed to intercept and deal with debris in
LEO; it takes the fonn of a stubby cylinder
(100' or so long and 30' to 40' in diameter),
largely made up of a fusion torch drive and
tanks of waler for reaction mass, with two broad
radiator ''wings.'' II has an sAccel of0.18 G and
a della~V of6.54 mps. can carry around 30 tons
in internal cmgo bays, and has external cradles
for up 10 250 IODS. It has a 2.5-MJ laser and a
pair of robot arms.

However, ils only aceommodatioo is an okl
model basic bridge, which feels cramped with
the class's nonnaI crew complement of three
and imposes life support endurance problems.
For longer missions, C-C+ sometimes has 10
stow spare supplies in the hold and improvise
arrangemenls.

Since then, Eilard has quickly
developed a rounded personality,

although he never has learned to suffer fools
gladly (or at all) or to work well in a large
group. He has developed a whimsical inter~

est in human an, especially the sculptor
Auguste Rodin. In quiet times, he hands
routine control over to the ship's backup
computer, loads up a suite of VR software,
and invites people he likes into his "home"
- a lifelike virtual copy of the Musee Rodin,
the sculptor's house in Paris, decormed in
19th-century style and with many of
Rodin's works dotted around the place.

He still uses the name he was given in
Toulouse, but he has come to regard it as
rather "formal"; he prefers nicknames in
dealings with colleagues. He acquired
"Rodin" and ''Thinker'' before he realized
that they were rather feeble jokes, and now
he claims that he likes them, as they repre
sent a tribute to a genius. 1lle rest of the
crew aren't quite sure if he's joking.

Eilard is officially the Tangenre's Sys
tems Operator, although in practice he and
Cassel swap between this role and piloting
while Derek Repton takes on the SysOp's
usual mechanical jobs. His Duty disadvan
tage reflects the fact that he's contractually

obliged to work with his designers on
occasion; they want continuing feed
back on his performance and develop
ment, and are legaUy entitled to run him
through occasional nonintrusive tests
by the terms of their research license.

Motivations
It's possible to forget thai, beneath

the straight~faced irony, behind the face
of a masterpiece, Eilard is still very
young. This means much the same with
him as it does with a human being,
despite the legacy code incorporated
into him. He's brash,laCIless, and prone
to a11-too-<:Iever personal remarks, and
he mistakes recycled ideas from his les
sons for the originality which he still
lacks. He also likes proving himself
through his work., although he now
understands that too much obvious
enthusiasm makes him look naive. For
nmately, he's fairly good at what he
does.



Company Languages
II may seem strange. but despilC:

having a German caplain. a French
AI. and a lot of French sponsors. the
Tang~nte's crew use English as their
main language. This is partly because
it is what they best mUlUally compre·
hend. and partly because in 2100, the
primary language of aerospace traffic
control is still English. Of course, if
lhey want to communicate privately
with a little secrecy, they have other
options.

Variations
EiJard could be as smart or dexterous as

the OM will find plausible; remember that
he's an experimental model, afler all. Con
versely. he could have known or hidden
flaws.. (Equally. he could have a Secret.
having been aSsigned to spy on his col
leagues or someone else. by his sponS<n or
by an E.U. agency wilh secret connections
to the proj<ct.)

He could also have
a different body, either
permanently or occa
sionally. A cyberdoll
Vessel would let him
operate as a more
"nonna'" character;
assigning a tech-spi·
der or bush moot as
his main or only
cybershell. and adding
a few more skills,
could make him very
capable indeed.

Eilard also makes a
good model for an
NPC ship's AI. proba
bly treated as an Ally
by the captain for
game purp>ses. After
all. he'd be just as
happy with any olher
sort of small, inde
pendent. spacefaring
outfit

SftnORft CHOU
150 POinTS

Genetically adapted to be good in
free faU - SO that's her job with this
crew.

Age 23; 6'7"; 160 Ibs. A fairly typ;ca!
Tennin spacer with orienlal ancestry, Chou
is usually dressed in tight leather wilh
strategically placed holes.

ST 8 [OJ; DX 14 [45J; IQ \I [10]; Hf
1211\ [20].
Speed 6.5; Move 6.
Dodge 6; Parry 10 (Karate).

Advantages: Acute Vision +2 [4]; Ally
(Programmed; Patelsoft "Friend 1<," see
p. 62; 15 or less) [l2J; Comfortable
Wealth [lOJ; Aesh Pockets (I lb. capad
ty) (2); Immunity to Disease (Permanent
bacteriophage nanomods; Limilation:
Known bacteria only, -60%) [4]; immu
nity lo Disease (Pennanem virus hunter
nanomods; Limitation: Known viruses
only. -60%)[4]; Language Talent +1 [2];
Tennin [24].



Dis4dwultsges: Easy to Read [-IOJ;
Incompetence (Acting) [-I); Sense of
Dmy (To close friends and her crew)
[-5).

1QuU*s: Enjoys confusing people who are
used to gravity; Reckons that money
solves most problems; Somewhat suspi·
cious of governments; Strong affection
(or Kun Cassel; Treats Duncanite ideol·
ogy as a bit ofajoke. [-5]

ISJciI1.s: Acrobatics-13 [2J; A= Knowledge
(HEO)-IO [lI2J; A= Knowledge (L5
stations)-l2 [2J; Astrogation-II [lI2J;
Beam Weapons (Electrolaser)-14*
[II2J; Carousing-II [I]; Computer
Operation-12 [2]; Electronics Operation
(Communications)-IO [I]; Electronics
Operation (Sensors)-9 [II2J; Free Fall
20·· (4]; Karate-IS [8]; Mechanic
(Fusion Drives & Reactors)-9 [112.];
Piloting (High-Performance Space
craft)-13 [II2J; SlreelWise-9 [112]; Vacc
Suil-14 [8J.
• Includes bonus for IQ.
•• Includes +3 from genetic type.

IlJuIguagn: Cantonese (native}-12 [0];
, Englisb-ll [I]; German-II [I];

Mandarin-IO [II2J.
Equipmml: Arachnoweave suit wlIfF

transponder (2.5 Ibs.• $3(0); Electro
laser pistol wlIFF interrogator and
=gnition pad (I lb.• $1.400); Life
suppon pack (5 lbs., $5(0); Mechanic's
mini-tool kit (2 Ibs., S4OO); Medium full
helmet w/multiview optics and medi
um-range radio communicator (4.25
Ibs., $770); Medium nanoweave vacc
Suit wlIFF transponder (20 Ibs"
$3,100); Permanent pore cleaner
nanomods ($500); Permanent tooth
cleaner nanomods ($ 1,(XX»; Short-range
radio communicator (0.125 Ibs., $25);
Tbruster pack w/5 spare
cylinders (20 Ibs.. $2.150);
Spare cash; $585.

Software (installed on
implant): 3D social telep
resence ($200); Computer
Programming-12 skill set
($100); Customi=llifelilce
VR avatar ($20); Language
skill sets: French-12,lapan
ese-12 ($100); Mugshot
($ 1(0); Other skill sets:

FllSt Aid-13. Mechanic (Chemical
Rockets)-l2, Mechanic (Fission Drives
& Reactors)-l2, Mechanic (Fusion Dri
ves & Reactors}12, Mechanic (Laser
Rockels)-12 ($250); Standanl neural
VR program ($500).

'Background
In 2075. the Duncanite corporations of

, the Main Bell established a zero..G station,
, now known as "'The Shack," at the Earth
,Moon L5 point (see Tronshuman Spau:
,High FroniUr), Soon, a few Earth-born
~ individuals applied for membership, c1aim
, ing sympathy with Duncanite ideals, Those
who subsequently slarted families naturally
chose to have their children adapted for
!space; some opted for the full Tennio
I package.

Sandra Chou was one of that first gener
ation, but her parents were acting more out
of economic opportUnism than libertarian
idealism, and maintained a rather flippant

'attitude to the local memes at home. Sandra
itherefore grew up less suspicious of non
Duncanite society than DlOSl of her peers;
she also developed the sense that she was

,never entirely at home anywhere.
She traveled to other L5 and LA colonies

for education, and evenrualJy took work in
, the space construction industry. Her Tennin
'adaptations were rare enough in the inner
system that she was perceived as useful to
have around, but her essential rootlessness
meant that she never stayed in any job for
very long.

1ben she met Kurt Cassel. What was at
first a casual fling rapidly developed into a
business partnership, and somehow he put

'together a package which made him the
owner of a salvage company - and Chou its

I EVA specialist. Suddenly, 'her life has
turned a little bit serious,

Sandra Chou is brigh~

very quick, and genuinely
capable. However, growing
up with a slightly cynical
view of her native culture
has left her with patchy
social skills, including, as
she~If puls i~ "zero tal
ent for hiding stuff," She
does her best work inside a
spacesuit



DEREK REPTOn
150 POinTS

operation skills, perhaps even com- ,
mandofherown ship. UC-e+ Recovery

does well, this is indeed how she may'look
in a few yean.

A ship's engineer with opinions or his
own. And be won't
let you forget it.

Age 20; 5' 10";
~ 160 Ibs. A robustly
I built man, clean

shaven and with
c1ose-cropped blond

I hair. He usually wean
practical "spacer" garb.

ST II [IOJ; DX II (10]; IQ!4 [45J; lIT 12
(20].
Speed 5.75; Move 7.
Dodge 5.

Ad>anIDgn: AOy (Programmed; Paldsoft
"Friend K," see p. 62; 15 or less) (12J;
AOy (Programmed; Tenzan nD-2OObis,
see p. 62; 9 or less) (25); Comfonable
(IOJ; Genefixed Human (0]; Inunwti!y to
Disease (Permanent bacteriophage
nanomods; Limitation: Known bacteria
only, -60%) (4J; Less Sleep I (3J; Manu
al Dexterity +2 [6]; No Degeneration in
Zero-G (Pennanent microgravity bi~

chemistry nanomods) [3]; Slow Regener-
ation (Permanem DNA repair nanomods;
Limitation: Only heals radiation, -60%)
[4].

, : DUodwutlagn: Broad-Minded (-I]; Com-r
, pulsive Behavior (Arguing with people

he knows) [-5]; Intolerance (Nanosocial- ,
isIS) (-5J; Obuvioos (-3J; Stubbonmess
(-5J; Weak Will-! (-8J.

Quirks: Casual Green System believer,
Engages in a fair amoont of self-mock
ery; Fancies himself as an inventor;
Mildly obsessed with space technology;
Quiet wilh strangers ... at tint (-5J

Skills: A= Knowledge (LEO)-I2' (1I2J;
Annowy (Spaceship Weaponry)-12'
[112]; Anificial Intelligence-II [112];
Chess-13 [112]; Computer Operation

-14 (IJ; Compu<er Programming-12 (I J;

Motivations
The key to Chou's current lifestyle is.

of course, her'1'elationship with Cassel.
She's nor. infatuated. but she doI!ssee him as
a partner in more than a business sense. The
affair is, in a way. a classic case ofopposites
attracting. Cassel's focused detenninalion
implies the sense of purpose that (boo

; sometimes wants; Qlou's "free spirit" sym
,bolizes the independence which Cassel
dreamed ofafter years working for a c0rpo
ration. As a native of Earth. Cassel embod
ies the history which Chou feels she lacks.
while Cassel has a romantic dream of the
infinite frontier where Chou. a child of
space, seems to belong.

Or perhaps lhis romantic over-analysis
means more to the couple's friends than it

. does to Chou and Cassel themselves. Actu
ally, the pair have a lot more in common
than they have differences. Both like work
ing in space. both would quite like to get
rich. and both are very good at their jobs.
Their romance is genuine, but if they should
ever drift apan, they'd both survive.

Meanwhile. Chou is coming to see her
crew as more of a family than she's known
for years. Kurt is a bit unsubtle. Eilard is the .
kind of kid brother who big sisters want to
srrangle, and Derek needs to get a life - but,
weirdly, the whole thing rums out to be fun.
The one thing that worries her is the sense
that th~ might see her as a mother figure.
She didn't ask for (hil( job.

Chou is a rootless person who's found a
place to stay, and who is developing rapidly
as a result. Where she goes next remains to I \

be seen.

Variations
For a lower-point-value version, simply

take Chou's story back a few yean, reduc
ing her skills (and wealth level) appropri
ately. She might have left home early if she
actively disliked her family or The Shack,
and tried to get on in the world without the
experience she needs forher lifestyle. In the
extreme case, she could have disadvantages
such as Oueless or Indecisive.

For a higher point value, increase her IQ
, and skills. and add some more Programmed
Allies or upgrade the skills and IQ of her
AI. A very powerful version of this char
acter would have more spacecraft



Driving (Automobile}-9 (112);
Electronics (Sensors}-II (112); Elec
tronics Operation (Communications}-12
[II2J; Electronics Operntion (RoboIs)
12 [II2J; Electronics Operntion (Securi
ty Systems)-12 (112); Electronics
Operntion (Se""",}-14 [2J; Engineer
(Spacecraft Drives}-12 [IJ; F"", Fall-12
(4); Gunner (Beam Weapons)-ll' [II2J;
Guns (Missile}-12* [112); Mathematics
12 [I J; Mechanic (ChenUcaI Rockels)
13 [I); Mechanic (Fission Drives &
Reactors}-l4 [2); Mechanic (Fusion Dri
ves & Reactors)-15 [4]; Mechanic
(Laser Rockets)-12 [112); Mechanic
(Robotics)-12 (112); Musical Instrument
(Thba)-II[II2J; Physics-12[IJ; Piloting
(High-Performance Spacecraft}-9 (112);
Running-IO [I); Shipbuilding (Space
ship)-l3 [IJ; Vacc Suit-14 (2).
* Include bonuses for IQ and penalties

for Oblivious.
Lllnguages: English (native)-13 (0);

French-12 [II2J.

Equipment: 200' of duct tape (2.5 lbs.,
S5); Arachnoweave vest wlIFF
transponder (I lb., S250); Armoury
mini-toolkit (2 Ibs., S4OO);
Chemscanner (2 Ibs.• SI.ooo);
Electronic lockpick (1.5 Ibs.,
$750); Electronics mini-toolkit
(2 lbs.• $4(0); Field scanner (2
Ibs., $1,(00); Life support pack
(5 Ibs., $5(0); Light full helmet
w/multiview optics and medi
um-range radio communicator
(3.25 lbs.. S750); Light
nanoweave vacc suit wfIFF
transponder (15 lbs., $2, I(0);
Mechanic mini-toolkit (2 lbs.,
$4(0); Micro-missile pod
wllFF interrogator and recog-
nition pad (0.62 Ibs.. S58O).
plus 20 rounds of solid ammu-
nition (2Ibs., $90); Shan-range
radio communicator (0.125
lbs.• S25); Thrus'" pack w/5
spare cylinders (20 Ibs.,
$2.150); Spare cash: $499.

Software (installed on implant):
3D social telepresence ($200);
Language skill sets: German
12, Japanese-12, Spanish-12
(SI50); Mugshot (Sloo);

Off-the-shelf lifelike VR avatar ($ I);
Other skill sets: Chemistry-12, First
A;d-13 (SI5O); Standanl neural VR
program (S5OO).

Background
Bom into an English family of relatively

modest wealth, Derek Repton developed a
talent with machines and the dedication to
use it He studied a wide range of technical
topics, but focused on spacecraft technolo
gy. Like many bright, practical individuals
from his background, Repton had a clear '
idea where he thought the opportunities lay
- in space.

However, once he got there - his fare to
orbit paid by a potential employer who took
him on for a year for assessment - it
became clear that his ego and argumenta- ,

,tiveness were going to be a problem. That
flfSt employer didn't offer him a longer
term contract, but Repton chose to take a
cash payout rather than his fare home. He
was unlucky (or perhaps too much himself)
in subsequent interViews and assessments,
until Kurt Cassel and Sandra Qlou came
along. They needed an engineer, and they
decided that they could handle Repton.

.uJPJ,,,,,,,,,.,



Playing C·C+
These four ctwacters are a viable

learn, although they have obvious limi
tations. One of them is effectively
"built into" their ship, and another
functions best in zero gravity (although
she's not totally disabled in gravity).
Furtbennore, they have limiled combat
capabilities; anything more than a bar
room brawl is Likely 10 leave them
maimed. 1lle TangenJe has a weapons
locker, but it usually remains locked.
Their ship has a laser, but it's no SDV.

This, however, misses the point The
group is designed for space-based
games, chasing mysteries and profits
all across the Earth-Moon system.
(Their ship could even land or take off

So far, both sides have found thai the ~
I deal has gone more or less as they hoped.
That said. the rest of the crew does occa
sionally wonder how to shut Derek up.

Repton has two Programmed Allies. 1lle
I first is a fairly standard VO LA! (native in
English. trained in German and Japanese,
wilh Area Knowledge of LEO). The second
is a salvaged Tenzan THI·200bis, wilh
Mechanic specializations in Fusion Drives
and Reactors (raised to skill 14) and Plas
ma Sails, and Electronics Operation
(Communications) skill at II; howev-
er, old damage and Repton's software
tinkering have left it with an excessive
concern for its own safety (Cow-

, ardice), and it spends much of its time
being repaired or adjusted. (If its avail
ability roll doesn't come up. assume
thai it's in a workshop.)

Motivations
Repton is a technology addict who

gets on better with nonsapient
machines than with people. The
fact that he's quite aware of this fact
doesn't change it. He's in passable
physical condition - panly thanks to
goOO (fixed) genes and panly [0 his
realization at an early age that a slob
wouldn't gel a job in space - but he's
much more oriented IOward mental

from !he Moon, in a pinch.) Such
games should keep comba( to a mini
mum; in 2100, serious fighting is the
province of annorcd cybersheUs and
specialist soldiers. If C-C+ get into a
fight, it should be short and scary for
them. If they, as NPCs, come into vio
lent conflict with anned Pes, they will
promptly concaet an appropriate law
enforcement agency.

Not that investigating the debris of
140 years of space mght. warfare. and
runaway progress is automatically safe,
of course. 1beir work takes them to
some strange Lagrange Point stations,
and may unintentionally annoy some
powerful people.

I, concerns. He goes running, when he gets
the chance, and daydreams as he runs.

His chief virtue, if one can call it that, is
that he doesn't have many irralicnaf preju
dices. He doesn't judge people too quickly,
though that's partly a kind of laziness. His
other major problem is that he rates himself

. a bit higher than he merits. He does make a
\ fair number of jokes about himself, but
, none of them cut through to the core of his

vanity. He thinks that he's gOI the poten
tial to become a successful inventor,
although it's far from clear that he has
the patience required. He does dislike
nanosocialists, who he thinks oppress
inventors.

The tuba playing is just a hobby, not
a vice. He's got it under control now.
Really.

Variations
Replon is a focused engineer-tech-I

nologist. The only changes that would
make sense are higher technical skills,
better Programmed Allies, and greater
wealth to pay for better equipment. A
slightly more comic version of the
character could have Clueless. Con
fused, Easy 10 Read, or various Odious
Personal Habits. As a skilled "techie,"
he'd make a useful Ally or Contact.



mEET THE
PRESS

nus news team is an entirely serviceable
group. if a bit small. As reporters. they can
~go many places and meet many people who
might otherwise be inaccessible.

flnTOInE COHEn
200 POinTS

jAn Ishtar upgrade with a eye for
lnews - and glory.

Age 31; 5'11"; 140 100. A typical Ishtar,
slim and good-looking, c1ean·shaven. His
brown hair has narural blond highlights.

\Cohen is always weU-dressed but never
flamboyant.

Sf 10 [10]; DX 12 [10]; IQ 14 [45]; HT
12 [10].
Speed 6.0; Move 6.
Dodge 6.

AdwuUDg..: Ally (Programmed, "Owles
foster-M," see p. 56; IS or less) [15];
Ally (Programmed, Marwari "Daniel
Jloone," see p. 60; IS or less) [9J; Ally
(Progranuned, Newshawkf7.-6, see
p. 61; 15 or less)[6]; Ally (Programmed,
Patelsoft "Friend K," see p. 62; 15 or
less) (12); Charisma +1 [5]; Contacts
(Mid-ranking Mwwari executive, skill
15; 12 or less; usually reliable) (8]; Con
tacts (Genetic Regulator)' Agency inves
tigalOr, skill 13; 12 or less; unreliable)
[2]; Contacts ("Connected" Parisian
underworld liJ<er, skill IS; 9 or less)[2);
Cool [I]; Ish.... Upgrade [25]; Patron
(Old friend in a Ew"opean news corpora
tion; 6 or Jess) [5]; Reputation +2 (As a
capable joomalist, in the media world;
10 or less) [I); Reputation +2 (As an
investigative reporter, 7 or less) [3];
Sensie Talent +2 [4]; Status +1 [01·;
Wealthy [201.

• Free from Weahhy.

DisDdvanloges: Nosy [-11; Reputation -I
(For an annoying ego, in the media
world) [-I]; Reputation -2 (Forego
mania, in the media world; 10 or

Reporters in Play
As Pes. Cohen and his team will be in

the business of rmding facts and getting
them 10 the public. They'U figbt if they
have to. but they sbouJd mostly face
investigative scenarios. As NPCs. they
can act as background color. nuisances.
poecntiaJ victims in need of professional
proeection - or a serious threat to any
secrets which the Pes want to proteet.

less) [-I]; Reputation -2 (For snooping
and prying. among the famous and
powerful; 10 or less) [-2J; Secret
(Manipulated public biographies) [-5].
Jealousy is Cohen's optional Ishtar
Upgrade disadvantage.

Quirks: Interested in low-tech image tech
nologies; Loves ferreting out the truth;
Mostly ethical about his work; Regards
conspiracy theorists with deep suspi
cion; Sincerely believes in the impor
IIDlCe of his job. (-5]

Skills: Acrobatics-IO [I]; Acting-13 [1]:
App=;ale Beauty (Pho<ography)-9/15
[112]; Area Knowledge (France)-l3
[112]; Area Knowledge (EarthH4 [1];
Area Knowledge(LEO)-13 [112]: Bam
17' [2]; Beam Weapons (Eledrolaser)
13" [112]; Carousing-II IIJ; Computer
Operation-13 [112]; Detect Lies-12 [I];
Diplomacy-1St (lJ; Driving (Automo- I

bile}-IO (l12}; Electronics Operation
(Communications}-12 (112]; Fast-Talk
131 [112]; Free Fall·1O [112]; Hidden
Lore (Strnsbomg)-12 [II2J; History-II
[112]; InteUigence Analysis-II [112];
Memetics-IO [112]; Photography-12
[112]; Psychology-121 [112]; Resean:h
13 [1); Savoir-Faire-I8§ [OJ; Sensie
Interface-14§§ [IJ; Sex Appeal-12#
[II2J; Video Production-14 [2].

• Includes bonuses for Cbarisrna and
Voice.

•• Includes bonus for IQ.
t Includes bonuses for Memetics and

Voice.
+- Includes bonus for Memetics.
t Free from Status default; includes

bonus from Voice.
§§ Includes bonus from Sensie
Interface.

# Includes bonus from Voice.



just put the right stresses on the truth.
His family, while not rich, was never

poor, and his career has been driven by
luck and good looks as much as by lalent
Those negative opinions were carefully
presented; Cohen reckons that audiences
will think of him as a natural star who

, can't help treading on a few toes.

Cohen's real secret is arguably that he's
a serious reporter. That is to say, he cares
about the truth, and he holds interviewees
to a higher standard of honesty than he
holds himself. However, he only asks
questions which he feels are genuinely in
the public interest, or at least harmless
entertainment If anyone ever revealed the
truth about him - well, he'd have the grace
to take it with a smile. then make a point of
going one up on anyone who seemed to be
gloating.

bJnguages: English-13 [I]; French
(native}-l4 [0]; Gennan-12 [In];
llatian-12 [In]..

EquipmettJ: Arachnoweave suit wnFF
oansponder (2.5 Ills., S300); Electro
laser pistol wllFF interrogator and
<e<ognition pad (I lb., SI,4(0); Light
nanoweave suit wlIFF transponder (2.5

Ibs., $850); Medium-range ""==!~:::::::::::::;;;:::;;;:::;;;:::;;;:::;;;::::::::::::::=:::::!
radio communicator (0.5
Ills., SIOO); Permanent JXl'"
cleaner nanomods ($500);
Pennanent tooth cleaner
nanomods (S 1,000); Senso-
ry downlink implant (inc.
surgery) ($8,400); Sensory
uplink implant (inc. sur-
gery) (SIO,6OO); Shon-
range lasercom (1.3 Ibs.,
S312); Spare cash: $718.

Software: On implant: 3D
social telepresence ($200);
Customized lifelike VR
avatar ($20); Language skill
sets: Cantonese-14, Japan
esc-14, Spanish-14 (S600);
Lifelike neural VR program
($4,000); Mugshol (SIOO);
Other skill sets: Area
Knowledge (Eanh)-I 5, Tac
tics-13 ($400). On Iwme Ai:
Language skill sets: Arabic
13, Ilalian-13, Japanese-13,
Spanish-13 (S400); Mug
shu< (S I00).

Background
The Antoine Cohen story has

already been the subject of a
couple of unauthorized online
biographies. The poor parents who
scraped together the cash to give their
child an Ishtar upgrade; the good school
record (and the sideline in gymnastics); the
rise to news media stardom - limited as
yet, but growing - all this is documented
... as are the less than flattering opinions
of many former colleagues, who call him a
pushy grandstander.

Actually, those biographies. while never
authorized. were carefully handled, even
supervised. Cohen feels no shame about
this; it's all a game he prides himself on
playing well. He hasn't told any lies,



He's got genuine reporter instincts.
Show him a real story, especially one
involving wrongdoing or corruption, and
he's on it in an instant Of course, in the
media-saturated world of 2100, it's hard to
find serious secrets, but Cohen works at
this. After all. it wouldn't do for people to
think that they're better reporters than
Antoine Cohen.

Going freelance lets Cohen chase the
stories which M finds interesting and
i~rtant, and allows him to demonstrate
his talents (and it also lets him make a bit

I more money). Even with modem technol·
ogy, he needs backup, so he's got the best
(after all, he recruited them); a two--person
team who keep him live and on line wher·
ever he goes. Of course, freelancing means
that he has to sniff out stories the big
organizations miss, despite all their
resources - but, hey, no problem.

Unusually, Cohen uses both a wearable
and an implant AI; he regards the fonner
purely as a business tool, and often leaves
it at bome. He also has authority over one
of the team's buzzbots, and additional AI
support in his Paris apartment He only
carries a weapon when there's a specific
danger.

Motivations
EVcyODe has heard about the sacred

du[y of the press and bow sunlight is the
besl disinfectant Cohen can laugh cynical
ly with anyone else al thal - except that, at
bean, he believes it As he says to his team,

it confuses people when someone with his I

looks asks a question which proves he's
done the legwork.

Still, he enjoys a lot of trivial stories too.
They pay the renl and keep his fans amused.
He tries IlOl to hurt anyone lOO badly ... but
in a world where almost everything is pub
lic knowledge, if you know where to look,
he reckons it's people's own fault if they do
things which 1aler embamlss them, and it's
not his fault if he's smarter than them. (And
if tMy actually seem to be SrnaJ'ttt lhan him,
that just makes him delenIlined to bring

them down.) People wbo know about
Ishtar psychology recognize the pattern

in Cohen much better than he does himself.
He really doesn't see that it's jealousy driv·

i ing him not just to be an ethical investiga
tive reporter, but to be the most ethical
investigative reporter.

He collects antique photographic prints.
and he rarely misses an auction. He's com
petitive about that, too.

I Variations
To raise Cohen's point total, increase his

'Wealth. positive Reputation. and IQ, and
treat his team as Allies. For a lower·value i

I"starting" version, reduce his Wealth, trim
some skills and Programmed Allies, and

,maybe give him a Du[y to a pennanenl
I employer.

ILUDWIG BRnun
200 POinTS

,A catboy chauffeur, pilot - and
bodyguard.

Age 17; 5'10"; 130 Ibs. A typical slim
:Felicia "eatboy" with mid-brown fur. usual
ly smanly bul ruggedly dressed and often

Iwearing heavy "sunglasses."

ST 9/10 (0); DX 15 [2OJ; IQ 12 (20); HT
1lI1O (0).
Speed 6.5; Move 6.

, Dodge 7; Parry II (Judo).
IAdvanJDges: Alertness +1 [5]; Ally~

granuned, GenTech BR-Secretarial, see
p.58; 15 or less)(9J;A1ly (Programmed,
Newshawkf7-6, see p. 61; IS or less)
[6J; Comfortable (10); Extra Starting
Cash (One month's earnings) [I]; Feli·

I cia IT (114); Fitl5].

'DisodvtUlJDges: Broad-Minded [-I); Sense
of Duty (Employen;)(-5].

Quirks: Awards scores from I to 10 to
unsolicited passes from humans, and
sometimes tells them their SOOI'e; Enjoys
bossing LAJs around; Collects cynical
stories about media SlarS (bur is careful
not to pass !hem on to the wrong pe0
ple); Wants to increese his piloting expe
rience; Will always stand rather than sit
w;!h his back to the door. [-5)



plus 100 rounds of homing solid
anununitiOf! (0.56 100., $8); Sensory
down1ink implant (inc. surgery) ($8,400);
SOOn-fange lasen:om (13 100, $312);
''Sunglasscs'' with anti-glare and infnued
optics (O.5Ibs., $337); Spare cash: $632.

&ftwan (Of! implant): 3D socia1 telepres
once ($200); HUD targeting ($250); lan
guage _ ....: Cantonese-l2, ltalian-l2,
Japanese-12 ($150); Mugsho< ($100);
Off-the-shelf lifelike VR avatar ($1);
Standard neural VR program ($500).

Background
One of the first balch of ''postban'' Feb

, cias, Ludwig Braun was created (0 lhe
order of an E.U.-based media conglomer

; ale, nominally for chauffeur and pilot
, duties. Actually, his main role was to be a

stylish bodyguard and fashion accessory
for the group's executives. He was trained
to be fully effective in a security role; in

quiet times, he also found himself
acting as a courier and even as an
extra in dramatic productions.

Nonetheless. he was treated
well (if only 10 avoid PR pr0b

lems), and developed a rounded
personality with a range of interests.

When he achieved legal maturity, he
decided thai he wanted a change of
scene. Anloine Cohen, who'd encoun
tered him on past jobs, was smart or
lucky enough 10 spot this and came
through with the most interesting offer
- acting as a driver. pilot, personal aide,
and, if necessary, bodyguard for a free
lance newsgathering team. This job is a
whole lot chancier than
Braun's old corporate
employment. but with
typical Felicia cockiness,
he remains sure that he
can handle anything that
comes up.

Like many free bi~

roids, Braun has had a
series of different info
morphs in his implant
His original _ had
a very bland. paternal
personality. and was
replaced twice by his
guardians as his own

'Skills: Acrobatics-14" [I]; Area
Knowledge (E.U.)-Il [1I2J; Area
Knowledge (LEO)-Il [1I2J; Beam
Weapons (E1eari>laser)-17' [IJ; Body
language-lit [IJ; Dancmg-13 [II2J;
Driving (Automobile)-14 [I]; First Aid
12 [1J; !'roe FaIl-14 [IJ; OWlS (Pistol)
\7' [I]; Judo-I5 [4J; Karate-14 [2J;
Performance-II [IJ; Piloting (Vertol)
14" [112); Savoir-Faile (Servant)-l3
[2J; Tactics-9 [II2J; Vacc Suit-tO [II2J.
• Includes bonus for IQ.
•• Includes bonus for Penect Balance.
t Includes bonus for Alertness.

lAnguages: English-IO [112]; French~1I

[I); German (native)-l2 [0); Gesture-II
[112].

Equipment: Electrolaser pistol wlIFF inter
rogator and recognition pad (l lb.,
$1,4(0); Light nanoweave suit wlIFF
lnlnSponde.- (2.5 100., $850); MeWum
""80 radio conumunca.,.. (0.5 100., $100);
Pistol. (4mm) wlIFF inlemlgatOr, recogrU
tioo pad, and srnartgrip(I.5IOO., $1,200), 1..-,.......

Bioroids and~l
Braun has one big problem as a member of

a gkJbe-trottioa news Iea!ll; be's unmisIabbIy a
bKJroid. That's fine m some places, lriclty in
0Ihen, and impossible in a few. In Europe, be's
a free citizen, ahhougb be medI oc<asiooaJ
pn:jucfice and a lot of impatiDeot curiosity. If
the learn ..vets to __ jurisdictions,

Cohen has to sign documents IaI<ing legal
responsibility for him, wbich can be irritating,
but the team takes it as part of life.

If the team pursues a story leading to one of
those few areas where biorolds are actively per
scculed, violently enslaved, or prohibited (_
Iy small countries with extremely cooscrvative
cultures or governments, and a few radical spece
communities), Braun will just have 10 stay out.
He'd quite possibly volunteer to infiItme some
places in the guise of alocal_eoae<I bicroid,
buI his coUeo&ues have a J<aIislic: idea of his
skills and would IlIIlt him cui of Ihia. If Cohen
decided thai there was good reasoo 10 go in
without Braun's proccction, BI'1IUD would sil in
the .-... safe ..... monitoring his coUeo&ues'
_ fidgeIing. and daydreaming abouIlac-
lies for • fd rescue mission.





TllmllRII CHUlKOUII
200 pomTS

When the news has to get through, she
is the one who makes sure it does.

Age 32; 5'9"; 125 Ibs. A slim, wiry
woman with a short asymmetric hairstyle,
dressed brightly and quite stylishly but
almost always with a few high-tech tools on
her person.

ST 10 [OJ; DX 12 [201; IQ 14 [45J; HT II
[101·
Speed 6.0; Move 6.
Dodge 6; Pany 6 (Kamte).

IAdv6ntages: Ally (Programmed, Cortez
Ghao "Faraday," see p. 57; 15 or less) [9J;
Ally (Programmed. enhanced Tenzan
TIlI·2OObis, see p. 62; 15 or less) [75];
Ally Group (Programmed, 5 New·
shawkl7-6s, see p. 61; 15 or less) [l2J;
Genelixed Human [OJ; Panimmunity 2
(Permanent immune machine nanomods)
[5J; Pious [5J; Reputation +2 (For techni
cal skill, in me European media business)
(3); Status +1 [OJ'; Wealthy [2OJ.
• Free from Wealthy.

Cohen's Team
Cobcn and his two assislanls are designed

to function as an "advenlUring group," but
they arc news gatbeaeas, not "fightc:n." Even
aside fnxn Iheir limiled combaI capabilities,
they cannot afford to get into avoidable
fights. Snuuter reporters prefer to avoid
being identified with one side or the other in
an armed conflict, unless their own nationaJ
origins make this inevitable. but they also
can', be seen as rnenacc:s. loose cannons, or
factions in themselves.

ObvM>usly, the proscnce of Ludwig B.....
on the Ieam implies 1baI they',. far fnxn per_
fectly paci/islic. He may be called. "dri_
01' "assistant... but Feliciu are widely
thought ofas professional fighlas. SliD, ....
a combe:l:-eapabIe c:scm iso'l quite die woe
as a soklicr.

Of course. the subjccl of an investigation
somelimes bDns nasty. This is a ICam which
sometimes pushes its luck.

DisadvanlDges: Code of Honor
("Pirnte's'1 [-5J; Pacifism (Cannot kill)
[-15J; Post-Combat Shakes [-5J; Uncon
genial [-I J.

Quirks: Believes in dealing with leaders,
not underlings; Builds her close friend
sJUps through online interactions; Occa
sionally auends Russian Orthodox
services; SlighLly nervous of zero.G;
Swears repetitively (in Russian) when
things go wrong. [·5]

I SIcilJs: Administration·13 [1J; Area Knowl
edge (EartIt)-14 [IJ; Area Knowledge
(E.U.)-I4 [lJ; Beam Weapons (Ele<:lro
laser)-) 3· [II2J; Computer Operation·15
[2J; Computer Programming·12 [I);'
Diplomacy-12 [I]; Driving (Automo
bile)-ll [I]; Electronics (Communica
tions)-l2 [I]; Electronics (Robotics}-l2
[1]; Electronics Operation (Conununica
tions)-14 [2]; Elecb'Onics Operation
(Robots)-l3 [IJ; F.mA;d-13 [IIlJ; Free
Fall-IO [112]; Intelligence Analysis-II
[IIlJ; Kanlle-IO [IJ; Law-II [IIlJ;
Mathematics-12 [I]; Mechanic (Fuel
ceWelectric motor}-l2 [112]; Mechanic
(Robolics)-l4 [2J; Photography-14 [2J;
Savoir-Fairo-16" [0]; Video Produc
tion-I4 [2J.
• Includes bonus for IQ.
•• Free from Status.

I Languages: English-12 [1/2]; French
13 [IJ; Gennan-13 [lJ; Geslllre-l3
[112]; Russian (native}-l4 [OJ.

I Equipment: 200' of duct tape (2.5 100.,
$5); Chernscanner (2 Ibs., $1.000);
Electrolaser pistol wllFF interrogator,
recognition pad. and smangrip (1 lb.,
$1.900); Field scanner (2 Ibs., Sl,()(X);
Goggles with anti-glare and infrared
optics (O.Slbs., S337); Light nanoweave
suil wlIFF transponder (2.5 lbs., S850);
Medium-range radio communicalor (O.S
Ibs., Sloo); Medium-range radio direc
tion finder {O.5 Ibs.• SSOO}; Permanenl
pore cleaner nanomods ($500); Penna
nenl lOOth cleaner nanomods (Sl,OOO);
Portable elecrronics toolkit (to Ibs.,
$900); Ponable mechanic toolkit (20
Ibs., $600); Sensory downlink implant
(inc. surgery) ($8,400); Short-range
Iasen:orn (1.3 Ibs., $312); VR gloves

(0.25 Ibs., $500); Span: cash, $2,645.



S<Jjlwan (usually insUllled on DVI):
3D social teJepresence ($200); Basic
VR program ($200); HUD targeting
(S250); Language skill sets: Cantonese
14, Italian·14, Japanese-14 (S600);
Mugshol (SIOO); Off-tile-shelf lifelike
VR avatar ($ I); Other skill sets:
Accounting-13. Mechanic (Gas Tur
bines)-14. Merchant-14 (S6(X); Teleop
eration (VR control: one copy each in
DVI. one buzzbol, and tech-spider)
($7,500).

Background
A third-generation child of the

small "Russian Diaspora," Tama
ra Chuikova was born in Stras· I
bourg and brought up in towns all
over Western Europe, as her fam
ily moved around in pursuit of
work. Nonetheless. they main
tained a strong Russian cultural
tradition (and Tamara sliD has a

distinctive accent in every other
language). Her home life was generally
happy, but she had 10 cultivate
a lot ofonline friendships in
order lO preserve a sense of
slability. As a resull, she is

,very comfortable with com-
munications leChnologies.

She also rumed out to be
very bright and quick-wit
ted, if a little narrowly
focused, and entirely ready
to move around a 10l in the
course of her employment.
It was only natural for her
to gravitate to media work.
After a number of corporate
jobs and shan-tenn free..
lance conb'aCts, she gained
a small reputation, bul she
also made some tem~
enemies with her tendency
to take inunediate and pro
ponionate revenge for
slighlS, and her preference
for working in small teams:
narrowed her options.

When Anloine Cohen
approached her with a job
offer, it didn't take much
persuasion. 1be only snag

was that both Cohen and his driver-
bodyguard have massive overconfi

dence problems. Ql.uikova was shocked to
find herself the calm. cautious member of
the team. When she remembers, she lries to
live up to this. but most of the time she's too
busy with the gadgets.

Chuikova takes responsibiliry for the
team's main array of buzzbots, releasing
them to view an area from aU sides once it
becomes clear that there might be anything
to see. In addition to the buubots and her
DVI AI, she has a Tenzan tech-spider,
whose panicular skill specializations are
Mechanic (Robolics)-12 and Mechanic
(Fuel celVeleclric motor)-ll (note its slighl
Iy increased point value). Much of the time,

rit simply acts as an extra pair of eyes and
hands, or perl"onns routine maintenance,
but she acquired the space-oriented rT'KKie1
because the team's assignments sometimes
take them into orbit, and she is far from
confident of her abilities in free faU; she
prefers to remain strapped in a seal while
the cybershell attends to zero-G tasks.



Although her focus is on
the intelleclUal and social,
Chuikova realizes that her work
might sometimes become physi·
cally dangerous. Hence, she has
studied a couple of useful com·
bat skills, though she instinctive
ly Iw.les real violence.

Motivations
Chuikova is paid to bring infonnation

out of difficult situations. She's primari·
Iy a technician, but she's also good at the
administrative side. Her difficulty with
large groups of people nowadays mostly
leads her to insist that small groups get
things done better. She usually finds the
senior individual in a given situation and
persuades that person to give her priori
ty. With practice, she has improved a
moderate innate talent for dealing with
people. She doesn't flirt or bribe,
although she may sometimes flatter; she
treats people as competent, and then per·
suades them that the competent thing to

do is to help her.
She does have a rather black and

white view of life. Having adopted
a career, she intends 10 be as good
at it as possible. She believes in
being straightforward with her col·
leagues and anyone who's straight·
forward with her, and in getting her

own back if anyone proves hostile.
Her code says that doing someone

physical harm (especially lethal harm)
is always wrong, so her revenge is finan
cial or social, rather than violent ... but
is no less overwhelming for all that.

Variations
A younger version of OlUikova, just

starting out in her career, could lack most of
the Programmed Allies and some of the

Wealth. Reducing her IQ and some of
her skills would also be possible.

Increasing her point value is just as doable,
but might make her rather an implausible
figwe. After all, anyone that rich and smart
as she might end up being would hardly
work as a freelance reponer's sidekick.

u.s.
mflRSHfllS

Three U.s. deputy marshals;
one big red planet This team is
full of advenruring possibilities,
either singly or as a group, and

they're powerful enough lO handle most

normal crises.

CftRUnft UILLftREftl
250 POinTS

She really wants to study the
geology of Mars. Being a U.S.
Marshal is just a sideline.

Age 36; 5' 10"; 140 Ibs. A fit-looking
Hispanic-American woman with medium·
length hair and handsome but slightly
weathered features.

ST II [10]; DX 12 [20]; IQ 14 [45];
HT 13 [30].
Speed 6.25; Move 6.
Dodge 7; Parry 9 (Bnlwling).

Advantages: Ally (Programmed, Conez·
Ghao "Faraday," see p. 57; 15 or
less) [9J; Acute Vision +I [2J; Attractive
[5]; Claim to Hospitality (Truckers·
Guild) [3]; Combat Reflexes [15]; Com·
fonable Wealth [10]; Contacts (U.S.
Anny Rangers Captain, skill 18; 9 or
less) [3]; Cool [I]; Deep Sleeper [5J;
Genefixed Human [OJ; High Pain
Threshold (10); Immunity to Disease
(Permanent bacteriophage nanomods;
Limitation: Known bacteria only, -6()%)
[4]; Immunity to Disease (Pennanent
carcinophage naoo-mod.s; Limitation:
Affects cancers instead ofdisease. -70%)
[3]; Irrununity to Disease (Permanen,

virus hunter nanomods; Limitation:



Known viruses only, -60%) [4];
Legal Enforcement Powers [10); MaJs..
Adap<ed (Andras!e biomod) [!4J: Patron
(Conunonwealth Marshal's 0fI"K:e; 12 or
less) [3O}; Slow Regeneration (Pennanent
DNA rq>air nanomods; Umitation: Only
heals rndiatioo. -W%) (4).

DisadJ1ontogts: Charitable [.15]; Duty
(Depuly """,hal; 60< less) [-21: Sense of
Duty (fo the Commonwealth and the
funu. of Man)[-IOJ.

Quirks: Believes in "minimum-impact"
colonialism; Keeps her romantic life
totally separate from work; Likes solving
people's short-term problems; Loves the
wilderness; Very dry sense ofhumor. [-5J

Skilu: Administration-12 [112]; Area
Knowledge (Mars}-IS [2]; Annoury
(Rifles and Handguns}-l2 [112]; Beam
Weapons (Electrolaser}-13· [II2J;
Brawling-12 [lJ: Cartography-13 [lJ;
Chess-13 [lnJ; Climbing-12 [2J; Com
puler Operabon-14 [IJ; Diplomacy-II
[In]; Driving (All-Terrain VelUcle)-13
[4]; Ecology-II [112]; Elecuonics

Operation (Communications}-13 [1);
Electronics Operation (Sensors}-12
(InJ: Fin! A1d-15 [2J; Forensic,-II
[lnJ: Geology-15 [6J: Gun, (Pistol)
IS· [2]; Interrogation-12 [ltlJ; Law-I 2
[IJ; Leadership-14 [2J: Low-G Righ'- I
10 [Itl]; Mechanic (Fuel CellJElectric
Motor}-12 [112]; Meteorology-I 2 [ltl];
Orienteering-14 [2]; Photography-12
[Itl}; Research-13 [I]; Savoir-Faire-13
[lnJ; Stealth-II [I); Surveying-13 [II:
Survival (Martian Desett}-14 [2]; Tac
tics-13 [2]; Tracking-I 3 [I]; Xenobiol
ogy (Tem:,trial)-12(ln].
• Includes bonus for IQ.

lAnguagts: English (native}-l4 [OJ; Man
darin-12 [In): Spani'h-14 [2J.

Equipment: 100' spool of cufftape (0.5
Ibs., SIO); Arachnoweave vest

wllFF transponder (I lb._ $250):
Armoury mini-toolkit (2 Ibs.,
S4OO); Electrolaser pistol wllFF
interrogator, recognition pad,
and smartgrip (1 lb., S1,9C.X»;
Emergency medkit (I lb.,
$ 150): Inertial compass (0.5 lb._
S125); Infrared communicator
(0.25 Ibs., $130); Light infantry
helme' (1.5 Ib,., $30): Ligh'
nanoweave suit (S Ibs., S7S0);
Medium-range radio communi
cator (O.Slb.; SIOO); Permanent
pore cleaner nanomods (SSOO);

'1 Permanent tooth cleaner
nanomods (S I,000); Pistol
(4mm) wlIFF interrogator,
recognition pad. and smartgrip
(1.5 Ib,., $1,260), plu, 50
rounds each of solid, plastic,
and homing APS ammunition
(O.84 Ib,., $9.60): Portable
mechanic tool kit (20 Ibs.,
S6OO); Sho.rt-range lasercom
(1.3 Ibs., $312): "Sunglasses"
with anti-glare and infrared
optic, (0.5 lb.; $331); Sp=
cash: $1,985.40.



Software (installed on DVI): 3D
social telepresence (S200); Basic
VR prognun (S290); HUD tJUge'
ing ($250); Language skill
sets: Cantonese·14, Japanese-14
(S400); Mugshot (SI00); Off-the
shelf lifelike VR avatar ($ I); Tac
net (SI.000).

Background
Born the daughter of American

scientist·colonist parents in the
"college town" of Nix Olympica,
Carlena Villareal grew up with an
interest in science which eventually
focused on areology. She also
became almost painfully consider
ate and kind·heaned. She adopted
the "colonialist" meme without
becoming panicularly "green"; she
thinks it's in humanity's best inter
ests to spread across Mars (and the
rest of the solar system), but if this
can best be achieved by modifying
people rather than the planet, that's
fine with her. She loves the Martian

. wilderness, and she wants to share
(that beauty, so long as it isn't
destroyed in the process.

She found a job in the Common
wealth Aerological Survey Depan
ment, and spent the next few years
doing as much fieldwork as possi
ble. Her progress up the administra
tive ladder may have been a little
slow, but she gets a lot of job satis·
faction. Once she'd settled in, she
also received a standard request to
be deputized as a U.S. Marshal, and
agreed.

A couple of years ago, she was assigned
to lead a leam with the task of filling in
gaps and checking anomalies in the Com

monwealth's database. Neither
she nor anyone else expected that
this would lead to her having to
"get out her badge" so regularly,
though in retrospect, this might
have been predictable. Or per·
haps not; whereas they're only
rarely ordued to take action
(hence their low-value Duty), the
tearn has a proactive style and a
tendency to be in the wrong

Deputy Mars1ulls
U.S. government resources are spread thin on

Mars. Hence, a tot of people end up doing two
jobs, even lending a band with law enforcemenl
- the Martian Commonwealth has dusted off
!he concep< of !he pan·lime, deputiud U.S.
MarsbaI.

VdlareaI and her ream are example marshals.
allhougb their main jobs and natures give them
more inleresting cases than most teams.
1bey've had basic training in law enforcement,
but they aren't supposed to have to do more than
report possible problems, load the wanted and
missing persons lists into their AIs, and occa
sionally provide the professionals with backup.

Of course, U.S. law doesn't necessarily hold
in the wilds, away from the established
colonies. But Martians lend to pragmatism; if
there's a problem that needs fixing, whoever's
closest with the righl lools (physical or legal)
does the job. If Villareal's team catcb Chinese
criminals who've been stealing from Saudi car
avans, and the nearest dome happens to be run
by Peru, thaI's where they'll be banded over.
and quite likely where they'U SWld mal. II's
only when cases tum out 10 have a political ele~

ment that dUngs get: messy.
Deputy marsbals have jurisdiction across the

entire Commonwealth - and. informally, any
where on Mars which isn't covered by someone
else's law (including local space). They can also
instigate low-level investigations, sometimes
covenly, although they're then expected to jus·
tify themselves in deta.il later. This is treated as
I()..poinl Legal Enforcement Powers.

place at the right time. Villareal claims it's
a knack. She's proud of the good she's
done. though she'd sometimes rather get
on with her scientific job. One recent inci
dent has given her (and her team) a good
name with the Martian Truckers' Guild;
others have given her fast reactions to
trouble.

Although some of Villareal's equip
ment is Commonwealth issue, it can be
treated as personal property for practical
purposes - another consequence of the
pragmatic, infonnal nature of frontier

government. (The other side of the



,DIIUE O'COnnOR
250 POinTS

Some rich kids run away from
their families. This one ran to
Mars and joined the govemmenL

Age 25; 6'; 160 Ibs. A slrilcingly
handsome Ziusudr.l parnhwnan, clean· I

I shaven, with darlt red hair, an easy
smile, and a cultured manner.

ST 12 [20); DX 12 [10); IQ 14 [30);
HT 12 [10].
Speed 6.0; Mo'e 7.

I Dodge 6; Parry 6 (Judo).

Advantages: Ally (Programmed,
enhanced GH-L Nightingale, see p. 59;
15 or less) (6); Charisma +2 [10]; Claim
to Hospitality (Truckers' Guild) [3]:
Handsome (Increased from Attractive)
[10]; Immunil)' to Disease (pennanent
carcinophage nanomods; Limitation:
affects cancers instead ofdisease, -70%)
[3]; Legal Enforcement Powers [101;
M...-Adapled (Andras" biomod) [14];
Patron (Commonwealth Marshal's'
OffiCe; 9 or less) (15); Slow Regenera
tion (Permanent DNA repair nanomods;
Limitation: Only heals radiation, ..fJO%)
[4); StaWS +1' [0); Wealthy [20); Ziusu
dr.i Parahuman [75).
• Free from Wealthy.

Disadvantages: Out)' (Deputy Marshal; 6
or less) [-2]; Reputation -2 (As a cocky
womanizer, among Martian-American
colonists; 7 or less) [-1]; Stubbornness
[-5); Weak Will·1 [.g].

Quirlcs: Despises people who think lhat
wealth makes them superior; Dislikes
the idea of exploiting other beings; Fre
quently comments on how much he can
or can't put in his messages home to his

family; Makes jokes

/=~==~=~;;;::=::::::::~ about his youth
(actually cover·
ing sensitivity on '
the topic); Some
what lecherous,
but steers away
from colleagues.
[·5)

coin is that she has to pay to maintain
or replace it.) She can often get tern·
porary use of other government
resources - hence her Patron advan·
lage. She wears a "tech-oriented" AI
because she sometimes has to per·
fonn emergency repair work of all
kinds.

Variiltions
To lower Villareal's point total, reduce

\her attributes a little, or lose advantages
such as Attractive or Combat Reflexes. It
would be hard to make her much more
powerful, although in a cinematic c~·

paign. she might have better combat skills
and. maybe. martial arts
training or govemment
supplied biomods to
make her more ofa "spe-
cial agent" (which would
also imply a higher Duty
level). She could also
have the other members
of her team as Allies.

.Motivations
I Villareal loves people - so much that
she has to limit herself to small doses. It's
not that she minds crowds, or is obsessed
with open spaces, but she'd hate to be stuck
in an office. She likes meeting new people,
quickly learns about them, and often ends
up trying to help them. Living in a city
would overload her, whereas heading out
into the wilderness gives her the chance to
solve big problems without missing too
much sleep.

But she's not stupid or totally unselec·
tive. When people are being exploited, she
has to make other people stop what they're
doing. This, applied to the huge area ~f

Mars which she now knows very wen, IS

why her team keeps geuing into interesting
situations.

Although she isn't an especially private
person, Villareal long ago learned to keep
her romantic life totally separate from her
work. Her reasons combine a couple of
early bad experiences with a personal the&
ry of leadership. Her team members don't
even have any idea where her personal
tastes lie.



Skills: Appreciate Beauty-lO [II2J;
Bard·14* [112]; Beam Weapons
(ElectrolaserH4*· [I]; Carousing-II
[1]; Computer Hacking-lO [112];
Computer Operation·13 [112]; Driving
(All-Terrain Vehicle)-I0 [112]; Ecology
II [112]; Electronics Operation (Com
munications)-12 [112]; Electronics
Operation (Sensors)-12 [112]; Erotic
Art-9 [112]; Fast Talk-14 [2]; Fi"t Aid
13 [112]; Forensics·11 [112]; Gambling
12 [1/2]; Geology-13 [2]; Guns
(Pistol)-I3** [1/2]; Holdout-I2
(112]; Judo-lO [112]; Judo Sport-
12 [4]; Law-II [112]; Lilenlture-
II [112]; Orienteering-12 [112];
Piloting (Vertol) I I [I]; Planetol
ogy-13 [I]; Research-14 [2];
Running·9 [112]; Savoir-Faire-
16t [0]; Savoir·Faire (Dojo)-I3
[112]; Sex Appeal-I 3 (4]; Survey
ing·12 [112]; Survival (Martian
Desert).! 3 [I]; Xenobiology
(Terrestrial)-12 [112].
• Includes bonus for Charisma
.* Includes bonus for IQ.
t Free from Status.

Languages: English (native)-I4
[0]; Spanish-12 [I].

Equipment: 100' spool of cufftape
(0.5 Ibs., $10); Arachnoweave
vest wlIFF transponder (I lb.,
$250); Electrolaser pistol wlIFF
interrogator, recognition pad,
and smartgrip (I lb., $1,900);
Inertial compass (0.5 lb., $125); ~

Infrared communicator (0.25
Ibs., SI30); Light infantry hel-
met (1.5 Ibs., S30); Light
nanoweave suit (5 Ibs., $750); Medi
um-range radio communicator (0.5 lb.;
SIOO); Permanent pore cleaner
nanomods ($500); Permanent tooth
cleaner nanomods ($1,000); Pistol
(4mm) wlIFF interrogator, recognition
pad, and smartgrip (1.5 Ibs., $1,260),
plus 50 rounds each of solid, plastic,
and homing APS ammunition (0.84
Ibs., $9.60); Sensory downlink implant
(inc. surgery) ($8,400); Sholt-range
lasercom (1.3 Ibs., $312); "Sunglasses" ,
with multiview optics (0.75 lb.; $6(0);
Spare cash; $3,733.40.

Software (installed on implant): 3D I
social telepresence ($200); Two cus·
lOmized lifelike VR avatars (one for self, I
one for AI) ($40); Deluxe neural VR~ I

gmm ($500); HUD targeting ($250);
Language skill sets: Cantonese·13,'
Japanese-13, Mandarin-13, Spanish-13 i
($400); Lifelike neural VR program 1
($4,000); Mugshol ($100); Other skill
sets: Area Knowledge (Mars}l4, Erotic !
Art-II, Lilenlture-12, Tactics-12 ($400);,
Teleoperntion (direct control) ($5,lXX)). !

Background
Some would say that David O'Connor I

, was fortune's child. Born in Los Angeles, l
the son of a family rich and flexible-minded I

\ enough to make him a Ziusudra parahuman, ,
he grew up fit, smart, and adaptable. Of,
course, anyone like that who wants to be .
taken seriously has to prove that he's capa- I
ble in his own right, even going out of his (
way to find places where people will judge:
him by his achievements rather than on his 1
background. However, Dave O'Connor

Imay have gone· further than was strictly
necessary. After graduating (with



Motivations
Although his looks, chann, and

wealth make many people think he's
lOO good to be true, o'Comor isn't a
bad person, and he genuinely wants
to prove himself on his own lerms.

I He even has the sense to know that
he has a lot to learn. However, his
choices have been driven much more
by rebellion than by real idealism,
and he's never entirely lost the~
gance and other attitudes that come
with his upbringing. He thinks of his
slubborn streak as detenninalion;
people who dislike him just think.
he's spoiled.

Although O'Connor is something
of a womanizer, his relationship with

, his teammates is strictly platonic. He
sometimes tells people that that he
and Villareal long ago came to an
unspoken agreement aboul this, and
be's smart enough 10 know thai
might almosl be true - but actually,
whatever~ mighl choose to lry, ytl
Iareal would keep him at a distance.
As for Xan, he thinks that relation
ships with bi~ds can lOO easily
seem exploiWive, which jusl isn't his
style.

distinction) from Harvard, he declared
his intention to emigrate to Mars.

His family wasn't entirely happy with
this, but they decided it was better not to
stand in his way; after aU, there was nothing
to say that he wouldn't come back in a few
years. (An Andraste can always be reversed.
given the money.) They thought that his
decision to work for the govulunenl was a
little odd - private corporate work would
su~lybe better paid1- but David explained
that he wanted to do scientific work. of a
type which the Manian Conunonwea1th
was sponsoring. so they accepted that, lOO.
They'd learned by now that it wasn't worth
arguing when he'd made up his mind. They
wished him well, and saw him off al Quito.

Villareal's Team as NPCs
These rbrce characters can have two basic func

tions as NPCs in a game or adveoture set on Mars:
lhey know Ihe wildemess.1Ild they _ m a pan
time: basis. me law.

Anyme wbo -. guides. advison, a =cue
JlOIlY,OI COIlIllCU wbo know Ihe pIand IIld ils dan
gen, can ask llIOIIlld 01 seek help from C0mmon
wealth agencies; boIb I*bs can ad 10 ViDareaI's
...... In thM """',Ihe Pes sIlouJd reaIizc: Ihallhese
NPCs are law-abi<ting IIld serioos-mindcd, but
friendly IIld helpful if lhey dOIl't have ....... 10 be
suspicious. They're also smarI and observant Pes
wbo are up 10 anything illegal should ..... care
ruDy. It wouldn't be terribly hard 10 defeal the bio
in a smlighl figh~ but they'.. compeImt with
weapons IIld ruUy capable ofdiving for cover IIld
yelling for help -Illd they have good friends and
official sponsors who'd be wry unhappy if any
thing happened 10 lhem.

They're also capable ofshowing up in the event
of less serious illegalities. breaking up brawls or
laclding petty criminals whom lhey eateb in Ihe
act. Fur1hennoI<. o'Connor IIld Xan have plot
hooks buried in _ bockgrounds. o'Connor's
family might want news of him. or even c0mmis
sion tomeOOe to persuade biro 10 come home.
while Xan bas a link 10 Ihe Martian lliads. If
someone waots diem investigaled without the
investiptors' giving too much away, the Pes
c:oukI tate on wbaI: might seem 10 be an easy job,
m1y 10 find Ihat it's actually~ compIi<aIed.

Since then, he's wrinen to them
much more than they've written to him.

He still seems 00 like his work. and
they hope thai he's exaggernting the
risks he takes. (He is, but DOl much.)
They lell themselves that all lhis
may just be a phase - and these
days. rich kids can afford very long
phases.

O'Connor doesn't complain lOO
much about the way Villareal keeps
dragging the team into "marshal
work." Whereas she's motivated by a
sense of dUlY, he has a need (0 prove him-

I
self. In addition, it makes for good stories to
tell girls in dome bars. and investigations

,sometimes make him use his considerable

.,!!!.!==:::::===========~~ charm - which he does enjoy.~ O'Connor's implant AI has
learned Mathematics-8 and Writing·

I 9 - hence its slightly higher point
value.



Xan, the Triads, and Secrets
Sally is an exceptional ZR-3. The minimal

assumption is that this is a matter of luck.,
good ttaining. and at most some very minor
experimental tweaks by Triad technicians.
However. it's perfectly possible that there's
more involved.

The simplest twist would be that the Triads
had tweaked the design to make acombat spe
cialist (perhaps even an assassin). Being
quick. adaplllble, and (1Il<lSI of all) robus~

would make her useful in either role - as
would being double-jointed. In thai case,
Sally bas been lucky to find a niche which
suits her talents, and the worst dUll could hap
pen to her would probably be discovering the
full truth &boot her origins. Of coone, if the
Triads nun out to have a Dumber of bioroid
soldiers as capable as Sally, Martian law
enforcement win have a problem on their
hands. It'. also possible dUll the Triads would
tty to-= or observe her for study.

In a more paranoid game. Sally may have
been modified ofter she was confiscaJ<d. by
the Commonwealth. She was very new back
then. and her memories could have been
adjllSled during her early training. Knowing
bow to build hWDllD-looking combat bioroids
would be handy for any government. even if
policy and pubhc opinion -. the creation
of infiIlralorS and assassins a little difficult In
this case, her place on Vill....l'. team could
constitute hiding her in plain sight while con
ducting field Irials.

least to the leoer); Listens to European
classical music at every opportunity;
Very respectful of her implant [-4]

I Skills: Acting-14 [4]; Area Knowledge
(Mars)-12 [112]; Beam Weapons (Elec
trolaser)-l6* (I]; Camouflage-12 [112];
Cartography-II [112]; Computer Oper
ation~12 [112]; Cooking-12 [112]; Dri
ving (All-Terrain Vehicle)-15 [4];
Ecology-1Q [112]; Electronics Opera
tion (Communications)-12 [I]; Elec·
tronics Operation (Sensors)-12 [1);
First Aid-13 [lJ; Geology-IO [lnJ;
Guns (Pistol)-I?· [2]; Holdout-II
[In); Karate-12 (IJ; Law-IO [lnJ;

To lower O'Connor's point value,
reduce his attributes or make him an
Alpha Upgrade or even just a Genefixed
Human (or do both!). He might control
less of his family's money, lowering his
weallh level. He could also have more

and worse "rich kid" disadvan
tages, such as Odious Personal
HabilS.

To raise his total, give him
more AIlcybershell Programmed
Allies or higher skills (reflecting
more experience). Markedly
higher attributes, martial arts
training, and the like would
make him flagrantly cinematic
(which might suit some games,
of course).

SlILLY HlIn
250 POinTS

Creature of the Triads turned U.S.
government agent.

Age 10; 5'6"; 135 Ibs. A bioroid wilh
the look of a somewhat fleshy Chinese
woman of indeterminate age, wilh short.
straight hair combed back.

ST 12115 [30J; DX 14 [3OJ; IQ 13 [30J;
HT 14 (20J.
Speed 7.0; Move 7.
Dodge 8; Parry 9 (Karate).

Advantages: Alertness +1 (5J; Ally (Pr0
grammed, GenTech BR-Secretarial,
see p. 58; 15 or less) [9]; Claim to Hos-
pitality (Truckers' Guild) [3]; Combat
Reflexes [15]; Composed [5]; Double
Jointed [5]; Fit [5]; High Pain Threshold
[10); Legal Enforcement Powers [5];
Strong Will +1 [4]; Toughness (DR 1)
[IO}; Patron (Commonweallh govern-
ment; 6 or less) [13]; Slow Regeneration
(Pennanent DNA repair nanomods;
Limitation: Only heals radiation, -60%)
(4J; ZR-3 BiOl"id [48J.

Disadvantages: Duty (Deputy Marshal; 6 I
or less) [-2]; Gullibility [-10]; Status-I
(-5J; Strugghng [-IOJ.

Quirks: Careful to stay in lhe background
most of lhe time; Law-abiding (at

.A'-.



Mechanic (Fuel CelVElectric
Motor)-II [1121; Orienteering·12
[I); Resean:h-II III2J; Shadowing-II
(112); Stealth-15 (4); Surveying-13 [2J;
Survival (Martian DesertH2 (I]; Tac·
ti<:s-IO [112].
• Includes OOnus for IQ.

unguages: Cantonese·t1 (112]; English
(notive)-l3 [OJ.

Equipment: Infrared communicator (0.25
100.• S130); Ught infantry helmet (1.5
100., S3O); Light nanoweave suit wllFF
transponder (5 lbs., S850); Medium
-range radio communicator (0.5 lb.;
$100); Pistol (4mm) w/lFF interrogator
and recognition pad (1.5 Ibs., S760),
plus 50 rounds each of solid, plastic, and
homing APS ammunition (0.84 Ibs.,
$9.60); Short·range lasercom (1.3 100.,
$312); "Sunglasses" with anti-glare
optics (S37); Sp= cash; $70.40.

Softwan (imlalled on implant): 3D social
telepresence (S2OO); HUD targeting
(S250); Language skiU sets: Japanese
12. Mandarin-12, Sparush-12 (SI5O);
Mugshot (SIOO); Off-the-shelf lifelike
VR avatar (SI).

Background
Sally Xan became a ward and employ·

ee of the U.S. Manian Commonwealth
through a quirk of fate. In 1J:I}I, American
law enforcers busted a Manian Triad opera
tion near Robinson City, confiscating a
number of illegal bioroids. However, it
turned out that
these beings had
been grown on
American territory,
and although
someOOdy presum-
ably owed Xiao
Chu money for
bootleg use of their
ZR-3 Mars Ops
design (see Yousheng, p. TS 117), they were
legally American. Handing them over to the
Chinese was neither mandatory nor politi
cally viable. although the U.S. government
did pay Xiao Chu a nominal fee 10 resolve
copyright issues.

Thus. "Sally" and her siblings were
brought up by the Conunonwealth, which
was only 100 happy to gain some extra, very
willing, Mars·adapled workers. (ZR·3

bioroids are designed to be worka
holics.) Sally proved especially
bright, quick, and healthy; some
American doctors pul this down
to luck, but others suspected thai
the Triads were experimenting
with an augmented design. She
was eventually assigned to aero
logical work. Her leammates
like her well enough. and IJy not

, to exploil her willingness 10
work long hours in dirty jobs,
but they aren'l SO broad-minded
as to lack entirely their society's
attitude about bioroids.

Sally is vel)' capable in spe
cific ways, but terribly naive
about many things. This some
times makes her seem a little
stupid, but that's deceptive;
she's learned the old oppressed
minority trick of straight-facing
through tricky situations, which
sometimes.belps with investiga
tions - although she can easily
be fooled when otM1'$lie to her.



Although as an American bioroid.
Sally has a distinctly inferior legal
and social position,.as a lJ'USled gov
ernment agent, she's allowed a fair
amount of autonomy and some per
sonal resources. She has her own
quarters, and she's slowly developing
a private life. She's also pennined to
select her own equipment

Sally has narrower Legal Enforce
ment Powers than her teammates.
1bey have to supervise her, and she
can't initiate investigations. Even
viewed as government property, how
ever, she represents the authority of
the Commonwealth.

The fate of the other bioroids con
fiscated along with Sally is left to the
GM to determine.

Motivations
With her workaholic tendencies and

naivete, Sally can be both helpful and
annoying to her colleagues. She seemingly
(jves to serve, and her co-workers often
have 10 order her to slow down. Her work
defines her self.

Sally's core problem is her workaholic
tendencies, not excessive humility or a poor
self·image. 1be Commonwealth teehs and
educators who brought her up sought 00
ensure that she developed a strong, inde·
pendent personality, partly because they
sometimes had sapient-rights campaigners

, looking over their shoulders, panly because
they look professional pride in creating
capable beings. Although she accepts her
position, Sally has clear opinions, and if she
decides that a human is wrong, no matter
how arrogant or powerful, she'll quietly but
determinedly work around him. She tries to
avoid humiliating humans - that just leads
to b'OUble - and she finds it safer to stay in
the background, but she woo't put her neck
on the (jne because of someone else's

incompetence. 1be only snag is that an
asserove human can all too easily con·
vince her that she's mistaken about
things when she isn't

Variations
Sally could easily have her attrib

utes lowered to something closer 00
the ZR-3 norm, and some or all

of her advantages removed (especial·
Iy the more combal-oriented ones).
She would still be an interesting char·
aeter, with reasonable DX and physi·
cal skills and a smattering of broader
knowledge.

A version with a significantly high
er point value would have to be the
product of some kind ofTriad attempt
to produce a soldier or assassin
(which could be a Secret in itself, or
imply other disadvantages). This
would imply higher attributes and
maybe a few more advantages, possi
bly augmented by extra training after
the Commonwealth realized what
they'd caught. Of course, this could
be partially balanced by a higher Duty
and, probably, Enemies. Alternative

ly, simply raising her Wealth level a lit-
tle would allow her a better selection of
arms and armor.

fT EpSllOn-4
This specialized strike force probably

works best as a team, supported by Execu
tive Decisions Incorporated (see p. TS94).
However, removed from their employ, any
one of these characters would make a for
midable ally or adversary for most PC
groups.

JULIO mODTERII
300 POinTS

New York cop turned mercenary
~ sergeant. It isn't that big a career
change, really.

Age 34; 5'11"; 160 lbs. An umenwk
able-looking man of Hispanic descent, with
a knack for talking to people.



ST 12 [2OJ; DX 13 [3OJ; IQ 14 [45J;
HT 12 [20J.
Speed 6.0; Move 6.
Dodge 7; Parry 9 (ToofaIWrestling).

Advantages: Ally (Programmed. EDI
"Bhisti; "'" p. 58; 15 or less) [9J; Ally
(Programmed. Wolatech Hugin, see
p.63; 15 or less) [9J; Charisma +1 [5J;
Combat Reflexes [15]; Comfortable
[10]; Comacts (ED! manager, skill 15; 12
or less; completely reliable) (I2); Cool
[I]; Filter Lungs (Pennanent lung clean
er nanomods) [5]; Fit [5]; Genefixed
Human [OJ; High Pain Threshold [IOJ;
Immunity to Disease (Pennanent car
cinophage nanomods; Limitation:
Affects cancers instead of disease.
-70%) [3J; Less Sleep -I [3]; Military
Rank I {5]; Panimmunity 2 (Permanent
Immune Machine nanomods) [5]; Patron
(EDI; 12 or less) (SO}: Reputation +2 (As
a good sergeant. within ED); 7 or less)
[I); Slow Regeneration (Permanent
DNA repair nanomods; Limitation: Only
heals radiation, -60%) [4J.

DisDdwznJlzges: Duly (To ED!;
I 12 or less) [-IOJ; Sense of

Duly (To his unit) [-5J.
,Quirks: Enjoys navel; Polite

about religion, and dislikes
people who aren't; Pushes
his team 00 improve their
c1ose-quaners skills; Slight~

Iy cynical about people gen~

eralty; Unwinds by going for
loog walks alone. [-5J

Skills: Acrobatics-IO [II2J:
Architecture-12 [II2J; A=
Knowledge (New York
Cily)-14 [I]; Annowy (Bat
l.lesuit)-12 (In]; Annoury
(Rifles and Handguns)·13
[IJ; BanI-I3' [112]; Banle
suil-14 [I]; Beam Weap::ms
(ElcclrOlaser)-IS·· [I];
Body Language-12 [IJ; Box
ing-13 [2J; Camouflage-13
[1I2J; Cornpuler Operation
13 [II2J; Criminology-13
[I J; Demolition-13 [I);
Detect Lies-12 [1J; Driving
(Automobile)-II [II2J; Fast
Draw (Magazine)-l3j [II2J;

Fasl-Draw (PistolH3t [In); Fast
TaIk-12 [II2J; First A1d-14 [1); Rxwanl
Observer-12 [112]; Free Fall-12 [IJ;
Gatnbling-13 [I J; Guns (Light Automat
ic)·IS" [In]; Guns {Missile)-14"
[II2J; Guns (Pistol)-I7" [4]; Holdoot-12
[112); InlelTOgation·13 [I]; Intimidation·
14 [2J; Law-II [112); Leadership-16' [4);
Nuclear·Biological-Olemical Warfare· I3
[I); Orienteering-12 [II2J; Professional
Skill (NYPD Law Enforcement)-l4 [2);
Psychology·11 (112]: Savoir-Faire {MiIi·
tary)-l4 [IJ; Speed-Load (Pistol)-l3 [I);
Stealth-12 [IJ; Sttategy-12 [1J; Street
wise·I3 (I}; Swimming-I 2 (1I2J: Tactics·
IS [6J; Tonfa-12 (2J; Tournament Lore
(Pistol Shooting)-13 (In]; Vacc Suit-12
[II2J; Wrestling-12 [IJ.
• Includes bonus for Charisma.
.. Includes bonus for IQ.
t Includes bonus for Combat Reflexes.

lmIguages: English (native)-l4 (OJ; Span·
ish-14 [2J.



fT EPsllon-4 STAnDARD EQUIpmEnT
EDI provides members of their low·pro

file fire teams with an array of standard
equipment. Note, however, that this malenal
remains corporate property, and only equip
ment which company officers consider
appropriate to the current task will be avail
able. Employees may sometimes add per
sonal purchases. but if it gets the team in
trouble. that's a sacking offense - and really
stupid behavior can get an employee thrown
to Jocallegal systems.

All EDI-issue weapons incorporate IFF
interrogators, recognition pads (programmed
for every member of the unit), and sman
grips. Annor incorporales IFF transponders;
vace suits and battlesuits incorporate hive
packs, with one hex each of paramedic and
repair crawler cyberswanns. (11le latter are
programmed to repair the suits; internal
ducts permit the paramedic swann access to
the wearer.) Other swanns may be issued as
appropriate to the mission. Clients being pr0
tected are usually loaned arachnoweave or
nanoweave armor (or nanoweave vacc suits).
including transponders.

All "packages" include a VIG array or
helmet with a computer on which lIle indi
vidual's personal "Bhisti" Al (see p. 58) can
run. This compUler will also always have
HUD Targeting, Mugshot, and Target Track·
ing (10 targets). and the system wiJI also
incorporate multiview optics. Area Knowl
edge and Language skill setS are added as
appropriate for specific assignments. All
employees have implant communicators;
larger communicators and infrared or laser
systems are issued when necessary.

Very Low-Profile Assignments (e.g. very
discreet bodyguard duties): Arachnoweave
armor (usually a full suit. worn as under
wear). and pistol-sized. concealable
weapons.

Low-ProfilelNon-Obtrusive Assignments
(e.g. semi-secret bodyguard work. infiltra
tion): Light or medium nanoweave armor
(usually a full suit concealed under bulky
"civilian" garb) over arachnoweave. and at
least two pistol-sized weapons. or a police

armgun. 4mm POW. or assault pod if this
can be concealed effectively. If melee com
bat seems possible, shock gloves and tonfas
are also available. Specialists may carry
microbot hives. For low-level riot or crowd
control work. soldiers may be issued either
electrolasers or recoilless rifles loaded with
tangier or tear gas rounds.

Low-Profile Vacuum Assignments:
Nanoweave vacc suit (medium or heavy,
depending how much physical activity is
expected), with laser sensors and near-miss
indicators. over arachnoweave, with match
ing helmet and life support pack with air
tanks, and thruster packs if appropriate.
Clamshell cuirasses may be added for
"medium-risk" assignments; smartsuits are
available if the mission commander can
demonstrate need. Weapons are hard to con
ceal with vacc suits. but troops will usually
either have two or three pistol-sized
weapons in discreet pouches, or practice
carrying PDWs or assault pods in a non
threatening manner; most troops prefer
recoilless rifles if they anticipate serious
action in zero-G.

Frontal Assaults and "Intimidation":
Vosper-Babbage Centurion banlesuit with
life suppon pack and air tanks, with
chameleon. IR cloaking. laser sensors, and
NMI, worn over arachnoweave. plus
thruster packs and radar deteclOrs for zero-G
missions. A battle rifle with gyrostabilized
harness is standard issue; some troops may
be assigned AMRs. if heavily annored
opposition is expected. or recoilless rifles
for zero-G work.

Because the EDI troops described here
are usually on company business, they don't
have personal possessions or software listed.
ex:cept where these rate a mention in the
notes. Players using these troops as Pes are
welcome to spend their personal cash. but
remember thai they aren't likely to bother
buying personal weapons; they're a hassle
when traveling by civilian transport, and
they get to play with much bigger toys in
working hours anyway.



Equq,IMnl: See FT Epsilon-4 Sran
diJrd Equip~nr, p. 38. Montera favors
light. versatile weapons, and virtually
always carries a pistol.

lSoftwan: Montera usually runs a Tamet
program and several Complexity 5 Area
Knowledge and Language skill sets

r appropriate to his current mission.

'lJackground
Sergeant Julio Montera is unusual among

lcombalant employees of Executive Deci
sions Incorporated (p. TS94) in that he
lcarne to the company not from a military
!background, but after 13 years in the New
York Police Department. Of course, it
helped that five of those years had been
spent in a SWAT team. It also helped that
the company recruiters noted his leadership
and tactical skills. Once that potential was

confirmed., they gave him an interest
ing job: leadership of a new "Low
Profile Fue Team," Fl' Epsilon-4.

Montera is shrewd, smart in a
highly practical way, and gives and
receives considerable loyalty. He's
also an excellent tactician, with par
ticular skill in wban actions. His team
usually deploys on planetary sur
faces, although company doctrine
requires that they receive basic zero
G training, to preserve flexibility.

IMotivations
Montera changed careers simply because

he wanted to see more of the world. To him.
policing and soldiering are both just inter
esting, paying jobs that fit his talents. He's
got a code of ethics, but he doesn't worry
too much about subtleties; he wouldn't
shoot an unarmed civilian, but if somebody
points a gun at him, his people, or his
employer, he reckons that anything that fol
lows is thLir faulL He doesn't mind admin
work, although he appreciates the fact

Ithat EDI demands slightly less of it
than the NYPD.

He still has some "cop habits,"
including a weary but tolerant cyni
cism about human motivations. This
makes him even-tempered and resistant
to ideological subversion.

Jmn-PIIUl DllnwlIY
300 POinTS

IHis squad needs a point man. That's
something he can handle.

Age 27; 6'2"; 190 Ibs. A burly, heavy
\featured Canadian with receding short,
Iash-blond hair.

·ST 14115 [45]; DX 13 [30J; IQ \I [IOJ;
HT 12 [20[.
Speed 7.25; Move 7.
Dodge 8; Parry 9 (karate/short staff).

IAdvanlogts: Acute Vision +1 (Retinal
enhancement) [2]; Ally (Pro
grammed, EDI "Bhisti," see p.58;
15 or less) [9]; Comfortable [10];
Enhanced lime Sense (Pennanent
brain booster nanomods) [45];
Extra Fatigue + I (Boosted heart)
[3]; Fearlessness +2 [4]; Filter
Lungs (Pennanent lung cleaner
nanomods) [5J; Fit [5J; Genefued
Human [0]; Hard to Kill +1
(Boosted heart; Enhancement:
Bonus also applies to aging rolls
and against bean attacks, +20%)
[6J; High Pain Threshold [IOJ;
lmmunity to Disease (Pennanent
carcinophage nanomods; Limita
tion: Affects cancers instead ofdis
ease, -70%) [3J; Increased Speed ,
+1 (Nerve booster nanomads)
[25]; Panimmunity 2 (Pennanent
lmmune Machine nanomads) [5];
Patron (EDI; 12 or less) [SO]; Slow
Regeneration (Pennanent DNA
repair nanomcds; Limitation: Only
heals radiation, -60%) [4].

Disadvanlogts: Chummy [-5]; Duty
(To EDI; 12 or less) [-10]; Obliv
ious [-3]; Sleepy Drinker [-I].

Quirks: Dislikes all kinds of
politicking; Doesn't believe in
gradual escalation - starts fights
with his best shot; Gets senti
mental when listening to music,

drinking. or otherwise relaxing a
101; Likes clear goals and specific

objectives; Taciturn. [-5]

Skills: Acrobatics-IO [lnJ; Acting (Fak
ing innocuousness)-7/13* [112];



Annoury (Banlesuit)-9 [In];
Annoury (Rifles and Handguns)
9 [112); Baltlesuit-II [2J; Beam
Weapons (Electr6laser)-lS·· [2];
Camouflage-Il [I]; Computer
Operation-IO [112]; Demolition·
9 [In]; Driving (AU·Terrain
Vehicle)-ll [In]; Fast-Draw
(P;Slol)-13t [lI2J; Fint Aid-IO
[II2J; F= Fall-12 [IJ; Gunner
(Rltilgun)-12 [112]; Guns (Light
Automatic)-14" [I]; Guns (Mis
sile)-l3"" [112]; Guns (Pistol)
.IS"'2]; Guns (Rifle)-14" [IJ;
Hiking-IO [lI2J; Holdout-IO [lJ;
Karate-12 [2]; Nuclear-Biologi
cal-Chemical Warfare-IO [l];
Orienteering-9 [1/2]; Savoir·
Faire (Military)-I0· [I); Shon
Staff-12 (2J; Sport (Soccer)-II
[II2J; Stealth-14 [4J; Tactics-9*
[2J; Vacc Suit-II [2].
• Includes penalty for Oblivious.
•• Includes bonus for IQ.
t Includes bonus for Enhanced

lime Sense.
LanK'U'le" English (native)-II [OJ;

French-IO [I).

Equipment: See Ff Epsiloo-4 Stan- .
darrJ Equipment, above. Danway IS

often equipped to handle close combat

Softwan: Danway makes minimal use of
programs aside from his "Bhisti" and
any skill sets and data displays vital to
his current task; he prefers to minimize
distractions.

Background
A former Canadian Anny trooper (born

in Winnipeg, Manitoba), Jean-Paul Danway
changed jobs to EDI to get away from anny
politics, which were rampant in his old unit,
and was almost immediately assigned to fT
Epsilon-4. His primary job is to act as ''point
man," going first into any situation, ~hether
this involves stealth or speed, and he: s been
given some pennanent nanomods to
enhance his effectiveness in this role.

Although Danway mostly uses firearms,
it's not impossible that his role will lead him
into c1ose-quarters combaL He's trained for
this, and often carries a shock glove or short
staff.

Danway isn't a big talker, and he's more
of a follower than a leader. EDI manage
ment doesn't believe that he's command
material, although his long-tenD career
might take him into training duties. He's
neither stupid nor indecisive, but he was
drawn to the military life by a preference for

I well-defined objectives and a Stnlctured
environment.

, Motivations
Danway needs people around him. but be

doesn't understand them very well; military
life at a low rank suits him. He's straightfor
ward, but slightly smarter than people tend
to assume, and he: believes in taking fair
risks for what he sees as fair rewards. He
doesn't have any problem with mercenary
soldiering as a career, believing that, in an
imperfect world. someone's gOl to do it
However, he's never ron into any ethically

I complex situations since he joined EDI.
, While his baining would probably carry him

through, he'd be very careful if he wasn't
certain who was aetualJy hostile in a



EDI lIS II PIITROn

combat situation (his Enhanced Tune
Sense might belp there), and 1_ be'd
worry - a WI- if he wasn't sure he'd done
the right tJUng.

On me other hand, given me clear objec
(bves lhat. he prefers, Danway likes to get the
job done quickly and reliably. He believes in
using appropriate levels of force - but no
less than is appropriate.

FT Epsilon.4 Variations
Ff Epsilon-4 was designed as a plausi

ble but low-key mercenary fire team,
with training and augmentations of a type
and quality which a col'JXlration such as
EDI might provide. To reduce their point
value, they'd probably have to be rede
fmed as fTeelancers: eliminate the Patron,
reduce their nanomods and Programmed
Allies, and limit equipment to whatever a
small outfit could muster (perhaps even
what the individual characters can afford
out of personal funds). Such a unit would
Iprobably have a tough time of it, looking
for private security jobs and having to be
careful not to bite off more than they
could chew.

For playa' groups wOO want sua;ghtforwartl
taerieaI oombo! ottventur<s, with clear _
and good support. Executive Decisions lncorpo
rated's mercenIries make a good choice. They
are less likely to sit around bored than soldiers in
national militaries, and while chey expect mili
wy levels of discipline, mey have a less cum
benome cbain of COOlIIlllIld than some amDes.

However, this setup _ provides oppomm;
ties for ethical quandaries lD! IDllIlII ommgu;
ties, d thal's _ the players enjoy. Bema a
bigh-profile _ cuporalion. EDI can',
indulge in too maD)' dubious ventures, but when
all's said 8Dd done, it's still a profit-driven mer·
cc:nary company. JI's unIikdy ID commit atroei·
tics, but it may well walk away from situations
when: the riglll tJUng to do ;. to stay. If the Pes
disobey sucb orden, they may be oble to get the
~y to f"'live them for the sW: of good
PR, bo~theOM shouldn't forget the bo«om line
wilen depicting compony officers.

To upgrade the team, give them even
more biomods and nanomods, and
assume that intensive VR training can
raise their OX, IQ, and skiD levels to
whatever their raised point budget can
afford. AJJ.y of them could be PCs with
some or all of the others as NPC Allies.
Of course, high-intensity frontal assaults
are always best left to cybershells; in a
,Fifth Wave force, human troops must
,find specialist, low·key roles. For an
,extreme variant, make Ff Epsilon-4 into
ghosts of troops who were killed in
action, using whatever humanoid or

I
vehicular cybershells the current mission
demands.

In game terms. as a PaIron. EDI is a "very
powerful" O<gani2ation (uguably, ;t's aetUa1ly
even bigger than that. but only local offices
are likely to help individual employees) which
doesn'l provide equipment for employees (0 use
privately. Middle management will aid employ
ees when they can. as a way of reinforcing loy
alty, and other unit members can also help on
occasion; frequency of appeanmce is "quite
often,· (12or Jess). The netCOSl for a nonnaI EDI
employee: is rhus 50 points. (Senior or well·
regarded EDI emploY'<' may ""';ve the sup
port of the full power of the compony, or be
aided Il'IClre often. while new and unproven or
annoying troopS may get less help.) In rt:turn, it
imposes a Duty; for most troopS. this has a fre·
quency of 12 or less, and so is worth ·10 points.

(Note, incidentally, that dropping the Patron
advantage, treating 001 as '1ust anodler employ·
er," would reduce the members of FT Epsilon-4
to 2SO-poinc characters.)



WHY "low PROfiLE fiRE TEflm'7
Ff Epsil0n-4 is a fire team - a combat

unil. capabk of engaging enemies in banJe
and destroying them. That's what "rr'
stands for. although the compony nll<ly
uses the fun term in public. for the sake of
PRo However. the team is also labeled ''low
profile" - although only sonw of their miS"
sions men. this tag.

The team isn'( really an optimized "pure
combat' unit. In Ftfth Wave armies.. fuJl
scale battlefield operations are (ideally)
handled by RATS and other cybmhells.
Humans and bioroids, even with state-of·
the.-art biomods and battJesuilS, are sup
posed to be limited to support roles.

However. EDI, being a security compa
ny rather than a national anny. sometimes
has to compromise. It takes on a lot of
bodyguard missions and perimeter proteC
tion in civilian areas.. and the: odd hostage

SimonE UnDERHILL
300 POIDTS

A soldier and a thrill seeker with all
the advantages money can buy
including a sniper rine.

Age 22; 5'9"; 150 Ibs. A darl<-haired
New Zealander, with Alpha Upgrade good
looks and a quick if unconvincing smile.

ST Jl/13 [10]; DX 15 [45]; IQ 12 [20];
HT 12 [10].
Speed 6.75: Move 6.
Dodge 7; Parry 7 (Karate).

Adyantages: Ally (Programmed, EDI
"Bhisti," see p. 58; 15 or less) (9): Ally
(Programmed, Wotatech Hugin, see
p. 63; 15 or less) [9); Alpha Upgr.lde
[35); Deep Sleepec [5); Enhanced TIme
Sense (Pennanent brain booster
nanomods) (45); Extra Fatigue +2
(permanent respirocyte nanomods) [6];
Filter Lungs (Permanent lung cleaner
nanomods) [5]; High Pain TIrreshold
(No-shock glands; Limitations: Limited
use. 4 per day. -20%; Nuisance effect,
-lOX and IQ when activated and

rescue task which requires careful inftJtra
lion of an area before the final assault. Its
members also have to do a lol of talking 10
people. whether clients. "'neutrals... or jour
nalists. and even in 2100. bwnans IeOd to
respond _ lO other hwnans than lO
machines - especially if the IaIIer are com
hal cybershells bristling with weapons.

Units like fT EpsiJon-4 me a compro
mise - the best small combeI force that can
still present a hwnan face 10 the world.
Members ofsuch a unit may have to talk as
well as shoot. so they should preferably
rate at least average on sociability; this
team isn't perfect in that regard, but they're
not aclually disastrous. 'Their standing
orders are to divert all press and public
interest to the company Memetics Depart
man if possibk. and if not. let Sergeant
Montenl do the lalking.

for one hour afterward. -20%) (6);
Immunity to Disease (Permanent car
cinophage nanomods; Limitation:
Affects cancers instead of disease,
-70%) [3); Oxygen Stornge (permanent
respirocyte nanomods) [14]; Patron
(EDI: 12 or less) [50]: Slow Regenera·
tion (pennanent DNA repair nanomods;
Limitation: Only heals radiation, -60%)
[4]; Status +1* [0]; Very Fit [15];
Wealthy [20].
* Free from Wealthy.

Disadvantages: Callous [·6]; Duty
(To EDI; 12 or less) HO): Odious
Personal Habits (Sarcastic) [·5); Over·
confidence HO).

Quirks: GeneraUy keeps her word (when
she remembers); Interm.inently gener·
ous to her friends; Physical thrill-seeker;
Regards most uses of VR with casual
contempt; Slightly impulsive. [-5]

SIdJJs: Battlesuit-12 [I 112]·; Beam Weap
ons (Electrolaser)-l6** [112]; Camou
flage·13 (2); Carousing-9t [112];
CLimbing-15 [2]; Computer Operation
II [112]; Driving (Automobile}-14 [I];
F"" Aid-12 [I]; F= FaII-J3 [112];



Guns (Missile)-18·* [2]; Guns
(Rifle)-l9' [4]; Karnle-IO [O)t;
Karate Sport-13 [I]; Nuclear
Biological-Chemical Warfare·IO
[1/2]; Parachuting-14 [1/2]; Pilot
ing (Ultralight)-13 [1/2]; Piloting
(Vertol).l4 [I]; Powerboat-13
[1/2]; Savoir-Faire-12f [0];
Savoir-Faire (Military)-lOf [I];
Skiing-12 (112); Stealth-15 (2);
Tactics-8f [lJ; Vacc Suit-II [I].
* Bought up from Vacc Suit

default.
*. Includes bonus from IQ.
t Includes penalty from Callous.

Savoir-Faire is free from Status.
:j: Default from Karate Sport.

LangUllges: English (native)-12 [0].

Equipment: See FT Epsilon-4 Stan
dard Equipment, above. Under
hill tends to be equipped for
long-range combat, often taking
any excuse to carry an AMR
(with articulated harness) if she
doesn't expect to have to run
around much.

Software: Underhill often has a Tac
net program running in addition
to her standard EDI-issue AI, to
help her locate and prioritize poten
tial targets.

IBackground
Simone Underhill comes from a pros

perous New Zealand family who made
sure that their child had critical genetic
advantages. She grew up testing those
advantages at every opportunity - or, as
some of her teachers put it, stretching her
luck and addicted to adrenaline. She tried a
few unremarkable jobs, but eventually
joined EDI.

Her enthusiasm impressed the
recruiters, who rarely took someone with

lout prior military experience or obviously

Iapplicable skills; they decided that her past
poor discipline could be controlled. So far,
they've been right, more or less, and I
Underhill has worked her way up through
intensive virtual training (which bores her)
and a series of low·key assignments
(where she was being subtly watched and
educated) to a posting as fT Epsilon4's
"ranged support" specialist

The company have given her various
nanomods to augment her effectiveness,
adding to her Alpha Upgrade and the
enhancements she'd bought for herself.
She's a useful part of tile team, and the other
members have learned to put up with her
sarcasm in exchange for her flashes of gen-

erosity and effectiveness in covering
their backs. However, her good luck
to date and innate advantages have
made her dangerously cocky.

A more cinematic treatment of
Underhill might well give her the
Daredevil advantage; it would fit I
her style.



FT EpsiJoll-4
Team RelDtions

Mosc of the members of FT EpsiIon-4
Jd on fairly wen. in a profcssiooal sort of
way; they don't have a huge amount in
rommoo exc<p< their job, but I!w', • big
"excepl." and !bey do sociaIi>c wbeo off
duty. Faruq doesn't drink. but he toleraJes
the otheB' drinking to ",lax, wilh the odd
cynical remark about the effects. In
action, they're all business. especially if
Montcra is doing his job.

The one partial exception is Underhill.
Her teammates realize that she's increas
ingly inclined to push her luck too far.
and they haven't yet found a way to
restrain her effectively. If r:b.is ever leads
to seriolu probiems., they might cover for
her. or they might leave her 10 get out of
he< own mess, depending 00 the detail,.

Motivations
Underhill's job title rather obviously

translaleS as "sniper," and people who know
her find her casual ease with the role slight·
1y worrying. She's by no means a sociopath;
she can lell right from wrong. and takes no
pleasure in killing for its own sake. but
she's not lerribly long on empathy either. In
her way of thinking, stuff happens. and if
she has to make it happen 10 olher people
sometimes, so it goes. 'The main lhing, for
her, is that she has an interesting time.

Off duty, she comes across as happy-go
lucky and enthusiastic, if a little detached.
She's med several highly active hobbies in
her life. and would investigate albers if she
had time to spate.

EDI as Adversaries
Cenain types of "adventurous" Pes will

very likely collide wilh EDI as adversaries.
sooner or later, and Fr Epsilon-4 represents
possible specific opponents. When this~
pens, the players should understand that
they have a serious fight on their hands.
EDI are skiDed professionals wilh a lot of
team spirit and a willingness to invest in
good training and equipment. On the other
hand. they aren't unbeatable.

For one thing, they have a rational
concern with the OOttom line. That's not

to say that they'll back off as soon as their
property is threatened - after aU, morale and

, damage to their reputation also factor into
theircaJculations - but they don't take jobs
that don't pay, and they always consider
their corporate image. EDI troopers are
mercenaries, not patriots or fanatics; they
aren't especially keen to die for any cause.
On the other hand, like smart armies
throughout history, EDI makes sure that its
soldiers have a lot of mutual loyallY, and
they might risk a lot for each other or the
honor of the team.

The company tries hard to recover
, employees who are taken prisoner. This

might involve paying a ransom, if that looks
safe and certain; on the other hand, the com
pany is very good at hostage rescues, and

I doesn't pull any punches when that's the
mission. Conversely, ifEDI troops take Pes

. prison..-. they'll play by the book ... unless
the Pes give them grounds for real person

. at hostility.
EDI has a number of standard tactical

doctrines, but also knows about the dangers
of predietabililY. Its tactical AIs have minor
randomizing processes built in, and its offi·
cers always try to work up multiple plans in
any situation, rather lhan sticking to just one

I page of the book.

"nssnn fnRUQ
300 POinTS

Soldiering in 2100 is a high-tech
business. Meet the technician,

Age 24; 5'10"; 155 Ibs. A youthful
looking, healthy Arab-American, dressed
appropriately for the cUlTent mission.

ST 12 (20); DX 13 [30]; IQ 14 (45); HT
13 (30).
Speed 6.5; Move 6.
Dodge 7.

Advantoges: Ally (Programmed, EDI
"Bhisti," see p. 5g; 15 or less) (9); Ally
Group (Programmed, 20 Wolalech Hug
ins, "'" p. 63; 15 or less) [36J; O>mba!
Reflexes (15]; Contacts (Nanodynamics
military systems engineer, skill 12; 12 or

less; completely reliable) [6]; Cool [I];



Filter Lungs (permanent lung cleaner
nanomods) [5]; Fit [5]; Immunity to
Disease (pennanent carc:inophage
nanomods; Limitation: Affects cancers
instead ofdisease, -70%) [3]; Panimmu
nity 2 (permanent Immune Machine
nanomods) [5]; Patron (EDI; 12 or less)
[50]; Peripheral Vision [15]; Slow
Regeneration (pennanent DNA repair
nanomods; Limitation: Only heals radi
ation,~) [4].

Disadvantages: Attentive [-I]; Duly (To
EDI; 12 or less) HO]; Intolerance
(Bioshells) [-5].

Quirks: Always worries that opponents
wiD find any blind spotS; Fascinated by
emergent intelligences; Practicing (if
imperfect) Muslim; Strong sense of pri
vacy. [-4J

Skills: Armoury (Battlesuit)-14 [2];
Armoury (Electromag Weapons)-12
(II2J; Armoury (Rilles and Hand
guns)-l3 (II; Armoury (Vehicular
Armor)-l2 (II2J; Bamesuit-13 (IJ;
Beam Weapons (ElectrolaserH4*
(112]; Camouflage-14 [I J; Computer
Hacking-IO [1f2.]; Computer Opera
tion-IS [2]; Driving (AU-Terrain
Vehicle)-12 [I]; Electronics Opera
tion (Communications)-12 [112];
Electronics Operation (Computers)-
12 (112); Electronics Operation
(RobotsH5 [4]; Electronics Opera
lion (Sensors)-14 [2]; First Aid
-15 [2J; FotWard Qbserver-13 [I];
F"", Fall-13 [2J; Gunner (Beams)-
13 [II2J; Gunner (Railgun)-l3 [II2J;
Guns (Light AutomaticH5* [I};
Guns (Missile)-l6' [2J; Guns (Pis
tol)-l4* [112.]; InteDigence Analysis-
12 [I]; Mechanic (Fuel celVelectric
mo<or)-l2 [II2J; M",hanic (Gas tur
bines)-l2 [II2J; M",hanic (Robo<
ics}-14 [2J; Merohanl-12 [II2J;
Nuclear-Biologjcal-Chemical War
fare-13 (IJ; Orienleering-12 (112];
Photography-12 [112]; Piloting

(Vertol)-ll [112]; Scrounging-13
[II2J; SIGINT CoIlrx:tionlJamming-12
(IJ; Speed Reading-12 (II2J; Stealth-ll
[II2J; Sttalegy-ll (II2J; Tactics-12 [IJ;
Traffic Analysis-tl [112.]; Vac.c Suit-12
[II2J.
* Includes bonus for IQ.

lAnguages: Arabic-14 [2]; English
(native)-l4 [OJ; Spanish-12 [II2J.

Equipment: See FT Epsilon-4 Slarl/kmJ
Equip"uml, p. 38. Faruq invariably adds
a lot of specialist gear, including at least
one microbot hive and a toolkit or two.
For self-defense, he usually carries a
POW, an assault pod, or, on "high inten
sity" missions, a battle rifle.

Software: In addition to standard EDI pro
grams, Faruq's virtual interface has
swann conlrOller software for the
microbots he's currently deploying and
teleoperation (VR control) software to
enable him to run a buzzbot directly.
(Each of the buzzbots also has such soft
ware.) Faruq also usually runs a target·
tracking program capable of handling
up to 100 targets, patched into whatever
senson the learn is currently employing.



Background
Hassan Faruq is an American citi·

zen whose family' has been in the
country for four generations; mey
aren't especially prosperous, and sev·

1eral of them have gone into the army
as a way out of their limited back·
ground. Faruq also followed this path;
after five years, though, he decided
lhat private security work might be
better still. EDllooked at his state-of·
me·art technical skills, hired him, and
(after a brief assessment period)
assigned him to FT Epsilon-4 as its
systems specialist. Now he spends
much of his time operating reean
drones, cyberswanns, and other robot

, ic devices, ahhough thanks to VR train-
ing, he's also competent in old-fashioned
combat.

Note that a "systems specialist" in 2100
is concerned as much with reconnaissance

Ias weapons maintenance or communica
tions. The team depends on Faruq to build
an accurate picture of their targets before I

they act. and to analyze opponents when
they themselves are attacked. He controls a '
large number of armed recDn buzzbots,
although he'll often keep many of these in
reserve or flying long-range patrols; in

many silUations, having all 20 of them
involved would be confusing or look
overly aggressive.

Faruq also usually has a number of
microbot swarms available, for recon
naissance, close support, and other
duries; see the box, below, for possible
types. If the team is using a vehicle, he
often ends up acting as the driver; after
all, it usually be carries "his" buzzbots,
microbot hives, and sensor arrays, and
mounts other equipment which he is
qualified to operate.

Despite his liking for technology,
Faruq never blIsts it without supervi
sion. He's especially careful of oppo
nents sneaking up on him or the team

in action, and he's unconsciously
, trained himself to be highly alert to things
I happening on the edge of his vision (which

makes him very good at operating multiple
insbllments).

Motivations
Faruq sees his job as a way to economic

advancement. He wouldn't enjoy treading
on people to gain an advantage, but his
background was poor enough that he's
strongly motivated to do what it takes to get
on. Mostly, though, he just likes technical

I

EDI miCRODOTS
Team members may carty the foUowing

microbol types:
Aquatic Recon: Swimmer chassis. battery

power, surveillance package. S2,6fXlIJlex.
ArrQ Oversight: Dust chassis, banery

power, surveillance package. S7001hex.
Ctlpturr: Used to infiItraIe an area and facil·

itale the takiJig of prisooers for interrogation.
Hopper chassis, disguised as insocts; bancry
power, hypo package. loaded with a fast·
acting "sleep drug" - a victim rolls vs. 1IT·3;
for every point by whicb be fails the roD, he
loses Id fatigue ••. instantaneously. (GMs
may rule~ critical failures also cause Id OJ'

more ofdamtige due to allergic reactions, heart
problems, etc.) $5.7001bex including the dnJg
payload. which costs S2Gldose and is LC 2.

Counter-Swarm Defense: Fiyer chassis,
RTG power, sentry package. S19,OOOIhex.

Engineer: Primarily employed to prepare
and maintain simple defenses. Crawler chas
sis, RTG power, construction package.
$7,OOOIhex.

Medical: Often carried inside armor to
tend to the wearer, also sometimes included
in comprehensive medical k.its. Crawler
chassis. battery power, paramedic package.
$8,5OO1bex.

Recon: Flyer chassis, disguised as insects,
battery power, surveillance package.
$II,6OOIhex.

Repair: usuaUy programmed to fix a spe
cific model of battlesuit Crawler chassis. bat
tery power, repair package. S3,OOO/hex.



work. and sees what he does as the
proper use afhis God-given talents.

He was brought up a Muslim. and the
teaching swek; he's a genuine believer, if
nor. as devout as he'd like. The company
provides him with a halaJ diet. and he made
the hajj pilgrimage once while on leave.

i The rules of his faith pennil him to defer
things like daily prayers if the situation is
urgent, and a small program on his vinual
interface tracks the direction of Mecca.

His upbringing has also left him with a
disbUSt of bioshells, which he sees as blas
phemous; he'U remain polite to such emi
lies when directly ordered. but he'll be
stony-faced at best. On the other hand, he
"has a tolerant fascination wilh lhe idea of
emergent intelligences. despite a shonage
of fmt-hand experience. Also, he has an
unusually strong sense of privacy for his

l
era; he will nol use his reeon equipment to
spy on people without good reason, and he
becomes embarrassed if he learns too much
about other people's private lives, or if
Olher people learn things he considers per
sonal about himself. This isn't "body mod
esty," though; as a soldier, he's used to
shared washing facilities.

EmERGEncy
IRECOUERIES Inc.

Ahigh-powered game may use this frrm
as a springboard for adventure; a lower·
powered game may hire these NPCs to help
them untangle a mystery.

COLonEL WOLKER
500 POIRTS

Old soldiers never die. Sometimes,
they get themselves uploaded.

Age n (uploaded 4 years ago); 5' wide;
150 Ibs. Acyberdoc (p. 1'5122), fmjshed in
a chameleon coating which is pale metallic
gray when switched off. Walker's avatar is
an idealized version of herself in early mid
dle age - a broad-shouldered black woman
with shoulder-length hair held back by a
steel clip.

ST 13 (0); DX 10 [0]; IQ 15 [60J; HT
12114 (0).
Speed 5.5; Move 5.
D<xIge 5.

Advantages: Contacts (Army Medical
Corps Major, skill 18; 12 or less) [6];
Cool [IJ; Counesy Rank 6 [6J; Cyberdoc
(With Complexity-8 genius microframe)
[400]; Very Wealthy [30]; Ghost M;nd
Emulation [17]; Status +1· [OJ.
• Free from Very Wealthy.

Disadvantages: Broad·Minded [-1);
Flashbacks [·5]; Intolerance (Nano
socialists) [-5]; Nosy [-I]; Sense of Duty
(Country and teammates) HO}; Stub
bornness [-5); Weal< Wil1-2 [-16).

Quirts: Law-abiding (at least within U.S.
law); Likes dealing with SAIs; Slow lO
notice jokes; Tries lO do what's best for
her friends or country in the long leml;
Worries about talking or seeming too
much "like an old person." [-5]

Skills: Administration-14 [I]; Area Know
ledge (Pacific Rim)-t4 [112]; Computer
Operation-t4 (112]; Diagnosis-13 [I];
Diplomacy-I3·· [112]; Driving (Auto
mobile)-8 [lI2J; Gunner (Railgunj-IO'
[112]; Guns (Missile)-12· [lJ; Guns
(Light Automatic)-II· [112]; Guns (Pis
tol)-Jl· [112]; History-12 [112.]; Intelli
gence Analysis-14 [2J; Leadershi~IS··
[I]; Memetics-Il [112]; Nuclear
Biological-Chemical Warfare-IS (2);
Physician-IS [4]; Physiology-13 [2];
Psychology-13·· [112]; Savoir-Faire
I7t [OJ; Savoir-Falle (Military)-l6 [21;
Stralegy-12 (112); Surgery-13 [2J; Tac
tics-13 (1]; Teaching-IS·· [I]; Traffic
Ana\ysis-12 [lI2J; Writing-I 3 [II2J.
• Includes bonus for IQ.
•• lncludes bonus for Memetics.
t Free from Slaws.

I Languages: English (native)-15 (O};
French-13(112); Spanish-14 [I].



Background
I Deborah Walker was born in Ohio
I in 2022. Smart and capable, she quai-
I ified as a doctor before joining the U.S.

Anny, where she had a fairly
distinguished, if inconspic·
uous, career. Allhough she
spent most of her decades
in the medical service, she
also received some slaff
postings. She was heavily 1
involved in the research I

programs which ensured
that the army made full use
of emerging lranshuman
technologies.

By the time she retired,
she'd developed a thor-I
oughly posthumanist mind- I

set. As her body began to I

lei her down, despite all the
advanced medical treal- I
ments, she decided thai
uploading was a rational
and acceptable solution.
This was largely successful, I

although the process has
taken the edge off some of .
her older or most advanced I
skills, and the program has
trouble integrating some of
her extensive memories, i
leading to a dangerous
''flashback'' problem. !

Equipment: Assault Pod wlIFF inter- Cantonese-14, Gennan-14, Italian-
rogator, recognition pad, and smart- 14, Japanese-14, Mandarin-14, Thai-14
grip (3 Ibs., $1,390); Chameleon coating (SI ,2(0); Mugshot (Sloo); Lifelike neu-
on cybershell ($1,000); Detachable fit- rat VR program ($4,000); Other skill
ment w/multiview optics and 4 levels of sets: Accounting-13, Area Knowledge I
Teleview (1.5 Ibs., SI,2(0); Handheld (Earth)-15, Area Knowledge (LEO)-I5,
biometric scanner (I lb., SI,OOO); Area Knowledge (USAH5, Com-
IFF transponder (built intoCYber-.;..- puter Programming-13, Electronics'
shell: $1(0); Micro-missile pod Operation (Communications)-14,
wlIFF interrogator, recognition Law-13, Merchant-14, Piloting
pad, and ,martgrip (0.62 Ib,., (Venoll-l3, Research-14 ($2,000);
SI,080); Short-range lasercom Tacnet ($1 ,(00); Teleoperation
(1.3 Ib,., $312); Spare 15mm mi,- (direct control) ($5,000); VR
sile ammunition: 40 rounds of solid and database (lifelike customized
20 each of HEMP, SEFOP, and Tangier mansion, customized avatar, 10
(10 Ibs., S532); Spare 4mm ammuni- assorted standard avatars for "vis-
tion: 200 rounds each of homing solid, ilors") (SlO,030); VR manager
homing APS, gestalt solid, and gestalt ($500). For software installed on
APS (4.48Ibs., S76.80);Additionai mis- "Jaculi," see p. 52 (S850).
siles issued 10 "Jaculi" (see p. 52)
($266); Spare cash, $87,913.20.

Software (installed on inlernal compuler):
3D sociallelepresence ($200); HUD tar
geling ($250); Language skills sets:



used to delegating.) In the
event of p:>ssible danger, she

I can mount a missile or assault
pod on one of her cyberdoc
shell's limbs.

Variations
It's difficult to change Walker very rad

ically while preserving the same character
concept, although she could certainly
have chosen to use a different type of
cybershell - a cyberdQU, or even a bush

,bot She could also have slightly better
attributes and any number of Pro

grammed Allies, Vessels, etc.

Her ghost was installed in a powerful
,computer inside a cyberdoc shell. This
Imight seem like a strange choice, but
Walker planned to continue with medical

,work, and she doesn't perceive her fonn as
that of the cybersheU, but as her high-res
olution. custom-<:odod digital avatar, liv
ing in a VR mansion. Sbe "operates" the
cyberdoc primarily through a VR "control
system," although some of the controls are
linked into her brain emulation. (This does
mean that it doesn't respond to "real
world" events as fast as her human body
did at its best.)
\ After acclimatizing to her new state,
Walker spent some time playing tourist
around Earth-Luna space while she decid·
ed what to do next. She met Klaus Godot
(p. 50), whom she took at first for a fellow
'ghost. The pair became friends, and Godol,
after an evening of experimentation with
digital-emulation alcohol, told her his

,secret. 1be next morning, she inviled him
to join ber in going into business.

The company she created, Emergency
'Recoveries Inc., has only existed for a lit·
tie over a year, but has built up a modest
reputation for a specialized and active
sort of consultancy work and problem
solving. Walker is building a new life,
though she's not sure exactly where she
wants to go next.

Walker leaves operation of cybersheU
resources, at home or while on missions, to
GodoL (She was a senior officer- she's

TIu Walker Residences
0>I00eI _'s house is in the Wyoming Rockies.

From the ..I!Side, it oppears 10 be • small, elepDl 2Od>
cennay modernist design. with large panoramic win
dows; in fact, il has a subslantial b8&emc:nl. and the
~ is iarJely taken up by~ and medical facil
ities. However, there's al80 lCCOIlunodatioo for human
guests and plenty of_ ~ for ott....Aa:oss for
wheekd vehicles involves a long and bumpy drive.

But when Walker IJIIks about her "borne," she often
means bet l'irtIIQ/ mansioo. This is a complex maze of
rooms. severely but elegantly decoraIed, and includes •
OOWlyanl garden. wilh fOutllains, inspired by old Span
ish designs.

Motivations
Colonel Walker is a mind

• in search of something 
I some goal, some cause 
I which will save her intellect
, from ossifying. She's wonied

that she left uploading too
late, or that it didn't work well

!enough, and that she's lost
) some of her mental edge.

.' Secretly, she also remembers

~==,::::::::::::::::::~::::::::::::~::::::=:;;;::::~I the mockery of the elderly ,
r which she's seen from numer
, ous generations of the young. She wants a
new, valuable life that will keep her alen,
sane, and interesled.

The irony is that she does have some
"old soldier" mannerisms; she's somewhat

I humorless, stubborn, and distrusts the
"possible enemies" she spent years
planning to deal with. At the same

I time, her high-tech career has left
, her with some unusually progres-
,sive attitudes, and ber quest for
stimulation can make her downright
irritating. She can seem like a contradic
tion to people who don't know her well.

She isn't deficient in military patriot~

ism, but she sees the world changing; she
~isn't sure whether her country should seek
, to change with it, or whether those changes
Iwill make the land she loves unrecogniz~

able. She'd never do anything that would
damage America. For now, she doesn't

•reckon'it's at any serious risk of harm, and
rshe's decided that it's okay to stand back
and see what happens to it while she looks
to her own concerns.



IlLftUS GODOT
500 POIDTS

An AI with an embarrassing secret
and a lot of mechanical friends.

Age 5 (as a shadow; based on what was
then a 36-year-old mind); 6'1"; 180 Ibs. A
typicaUy attractive custom cyberdoll. with a
slight "family" resemblance to Charles

I Godwin - "clean-shaven," with medium
brown hair and green eyes.

ST 14 (OJ; DX 12 [20J; IQ 12 (30]; HT
12115 [OJ.
Speed 6.0; Mo'e 6.
Dodge 6.

Advontages: Ally (Programmed,
enhanced Clockwork Souls "Foot
man," see p. 56; 15 or less) [60]; Ally
(Programmed. Tenzan THI-200bis. see
p. 62; 15 or less) (75]; Ally Group (Pr0
grammed. 5 Newshawkn-6s. see p. 61;
IS or less) [12]; Citizen SAl-7 Shadow
Mind Emulation [97]: Comfortable
[10]; Cyberdoll (Clockwork Souls
Custom, with Complexity-7 compact
microframe) [182]; Money (+3
months' income as a computer pr0

grammer, S2I,OOO) (3J;
Patton (Charles Godwin;
12 or less}(30J.

Disadvantages: Careful H);
Indecisive [-10]; Odious
Personal Habit (Sarcastic)
(-5J; Proud [-IJ; Secrel
("Involuntary XQX") [-10];
Shyness [-5]; Undiscrimi
nating [-I].

Quirks: Curious about tech
nological novelties; Feels
that he doesn't understand
people weD enough; For
ever investigating weird
virtual food and drink
datasets; Hates not having
at least one extra cyber
sheD under control at any
time; Strongly dislikes
indusaial spies. [-5]

Skills: Artificial InteUigence
I) {2]; Beam Weapons
(Electrolaser)-13· [112];

Camouflage-II [112]; Computer
Hacking-II·· (112]; Cryptology-9
(112]; CompulerProgramming-I4' (2];
Electronics (CompUlers)-1O [I]; Elec
tronics (Robots)-9 (112]; Electronics
Operation (Robots)-l2 [2]; Electronics
Operation (Computers)-II (I]; Elec
tronics Operation (Sensors)-I! [I];
Electronics Operation (Security Sys-,
lems}-ll (I]; Guns (PiSloI}-I3' (lI2J;
Mathematics-12·· [112]; Mechanic
(Robotics)-l2 [2]; Mechanic (Micro
technology)-10 [1/2]; Merchant-9t
[112]; Savoir-Faire-II (112]; Scroung
Ing-II (lI2J; Slealth-IO [II2J; Tactics-9
[112].
• Includes bonus for IQ.
•• Includes bonus for Mathematical

Ability.
'I t Includes penalty for Shyness.

; Languages: English (native)-12
Spanlsh-IO (lI2J.

: EquipmenJ: Arachnoweave suit (25 100.,
$l00); Chemscan.... (2 Ibs., Sl,OOO);
Electrolaser pistol wllFF interrogator,
recognition pad, and smaJ1grip (may be I

given to "Footman" cybershelI: I lb.,
SI,900); Electronic Iockpick {l.5 Ibs..
$750}; IFF tnnsp<>nder (buill into cyber-



Emergency Recoveries Inc. in Action
The oompony cr<ated and owned by Colonel Walker.

which employs Godot and Jaculi, hires out 10 perform mod·
ical and ocher wort. in complicated cirt:umstances. Ifs not
exactly a mef'Cenal'y unit - there are far more formidable
combalants COl'" hire - but it may assist in combat situations,
and it sometimes subcontracts to mercenaries who anticipate:
a need for specialist medical support. (For example, the learn
may be called in during hostage rescues in case the hostages
are injured, or it may aid in dealing with new biowcapons.)
With Walker's medical and military knowledge and Godot's
technological skills and cybersheU remotes (including lac
uli), the team is quite effective.

Walker usually handles business negotiations, but Godot
occasionally acts as the public face for the company when a
physical presence is required, despite all his problems in
dealing with strangerS; a cyberdoJl can be less tmMlV;ng
than a cybeldoc. Jaculi. or COUJ>e. plays the dumb robol, and
is often most effective when completely unseen. In action.
Walker tends ro hold beck. in case her flashbacks cause
problems. while GodoI deploys his cybenhells.

shell: Sloo); Laser lis
lening device (6 Ibs.,
S6OO); Light infanb)'
helmet (1.5 Ibs.• S3O);
Pistol (4mm) wtrFF
inlerrogatoe, recognition
pad. and smartgrip (1.5
Ibs.• SI,2(0). plus 100
rounds of homing solid
anununition (0.56 Ibs.,
$8); Portable electronics
1001 kit (10 Ibs.• S900);
Portable mechanic tool
kit (20 Ibs.. S6OO);
Shan-range lasercom
(1.3 Ibs.• S312); "Sun
glasses" w/multiview
nptics (0.75 Ibs.• S6OO);
Spare cash: S3,28O.

Softwau Installed on
internal computer: 3D
social telepresence
(S200); Customiud VR
avalar ($ I0); Deluxe
neural VR program
(S5OO); HUD wgeting
($250); Language skills sets: Can
tonese-12, Gennan-12. Japanese-12.
Mandarin-12 ($200); Mugsho< (Sloo);
Other skill sets: Law-II. Piloting (Ver
tnl)-II. Resean:h-13 ($200); Teiecpen
tion (Direct control) ($5,000). Installed
on other cybershells: 3 copies of Tele
operation (Direct CORbO!), one in each
of "Footman," TIn-200bis. and one
Newshawk ($15,000).

Background
Charles Godwin is a very distinguished,

if slightly eccentric, American AI
researcher whose foibles include using a
sapient shadow emulation of his own
mind as a research assistant. Unfortunate
ly, he once left a spectacular flaw in his
data security; an opportunist industrial spy
was able to steal a copy of the shadow's
emergency backup, with a view to

eJtploiting its abilities. The thief was
apprehended a few months later, but by
then. the shadow's personality had
diverged significantly; it had to be legally
classed as an individual. However, by
some definitions it was technically a JtoJt,
which led to further complications.

Bt!ing a JtOJt isn't generally illegal in
countries with any concept of civil rights;
it's the act of making one that's banned. If
the xoxing was voluntary on the part of

the digital mind, that makes the xox a
legitimate target in many eyes and

~ quite a few jurisdictions. An involun
tary xOJt is usually considered legally
innocent, but faces severe social prob
lems, given widespread prejudice.

Fortunately for this AI, Godwin
himself took an interest in the case. He

paid for it to receive some essential thera
py and training, and brought in his
lawyers. Government representatives,
rather relieved that the problem could be
solved without an incendiary court case,
agreed that the whole business should be
kept out of the public ~ye.1be AI is legal
ly classified as Godwin' ward when with

in the United States, but he grants it
nearly total freedom.



Godwin set the AI up wilh adequate
funds and a cybershell body. It adopted a
name based on the Qne it still regards as ils
own, and decided that ils best first move
was to get away to someplace where it
would be even less likely to suffer pr0b
lems. "Godol" mel Deborah Walker while
both were visiting a Lagrange Point station,
and he accepted her offer of a business part.
nership largely because she could provide a
safe base. However, he finds the work inter·
esting, too. In public, he's usually laken for
a ghost mind emulation; hence, he doesn't
have a Social Stigma, although he'd gain

. one if his Secret was exposed.
Gadot shares some (lhough not all) of his

"parent's" technological flair, and controls
the company's cybershell resources. He has
a habit of using cybershells as remote
operated puppels, while keeping his own
body well out of the way; his voice and
attention can leap unnervingly from shell to
shell. He's also learned some useful skills
from Walker.

He and Godwin have tinkered extensive
ly wilh the "Footman" cyberdoU he con·
trois., giving it OX 12 and the skills Judo-I2
and Beam Weapons (Electrolaser)-13,
while his Tenzan 1lf]·2OObis has the "Fuel
CelllElectric Motor" and ''Gas Thrbines"
specializations of Mechanic. At some point,

I the company will probably invesl in some
cyberswanns for him to operate; he already
has the necessary skills.

Motivations
Klaus Gadot is in denial - he's pro

grammed that way. Ashadow can't afford to
admit that it isn't the human being on which
it's modeled, or that ils memories are
incomplete, because that would evenrually
send it into psychosis. Hence, while Godot
knows the truth intellectually, he thinks and
acts like a ''real'' person who's stuck in a
bizane siruation and making the best of iL
To add to his troubles., the industrial spy
anempted rather clumsily to "condition"
him, and as a result, despite the therapy, he's
still nervous and poor at making decisions.
On top of all this, he has Godwin' tendency ,
to academic arrogance.

Taking up Walker's invitation to go inlO
business was thus a displacement activity,
or at least an attempt to distract himself.

It also gives a structure to his life and
a SOUTce of motivation. He leaves

important decisions 10 Walker as much as
possible.

Variations
Godot could easily be given better attrib

utes and skills and fewer disadvantages;
that would just mean that he was a better
copy of Godwin, or that the therapy was
more successful. He could also easily have
many more Programmed Allies. To "down·
grade" him, remove some of the Pro
granuned Allies, or change the cyberdoll
shell to a bioshell.

··Jncuu" 500 POinTS
J It's just a robot snake. The weird
jokes it tells don't mean anything.
Really"

Age 3 (I year since emergence;
AI is based on older code); 7' long;
60 Ibs. A standard Combat Naga
(p. TSI24), with a chameleon
coating which turns dull gray
when inactive. Jaculi's VR avalar
is a man-sized, shimmering, silver
metallic hooded cobra.

ST 10 [0]; DX 13 [OJ; IQ 10 [10]; HT
12 [0].
Speed 6.25; Move 6·.
Dodge 7.
• Move is S in hoop configuration.

Advantages: Combat Naga [4OO}; Combat
Reflexes [15}; Composed (replaces
Cool in SAl template) [4]; Fearlessness
+3 [6]; SAI-7 Emergent Intelligence
[125J; Strong Will +2 [8J.

DisIldYantages: Broad·Minded [·1]; Dead
Broke [-25); Dull [-I]; Low Eropathy
[-15); Reprogrammable Duty [-25];
Secret (Fun SAl "emerged" from LAI)
[-20].

Quirks: Asks its teanunates for explana·
lions of overheard human conveJU·
lions; Developing a weird sense of
verbal humor; Disdainful of ordinary
LAIs. [-3]

. Skills: Acting ("Playing dumb"")-8114 [I);
Beam Weapons (Electrolaser)-l5' [2];

Camouflage·1I [2]; Climbing-IS··





This development is clearly
partly due to the somewhat
experimental design of the original
LAI, and partly to tinkering by
Godot along the way, but it may
also be a matter of serendipity.
Godot doubts that he could repeat
the development if he tried, and he
doesn't believe that Godwin knew
how the design was likely to evolve.
Walker, however, is less certain.
She doesn't violently distrust God
win, but the man strikes her as odd
and manipulative; she wouldn't be
too surprised if Jaculi was some
kind of long-shot experiment.

The big problem is that the pub- I

lic might not see things the same
way at all. Godot is a xox of sorts
himself, and the idea of a xox
secretly raising a LAI to sapience is
the stuff of paranoid thrillers. Both
he and Walker might be attacked,
even lynched, if word got out.
Godoe was cautious enough about
letting Walker in on this secret,
although it was hard to keep a secret
from the Colonel.

So, for now, the trio are keeping
quiet. Fortunately, Jaculi itself has
turned out to be smart enough to
play dumb and to talk like an LAI in
public. In truth, it's less evidently

Secrets
Although these three last characters

can be used as a fairly straightforward
adventuring team, there's also a dark
long-term plot in their background. 1be
big question, of course, is how much

Godwin deliberately set up. At the very
least, Jaculi's emergence may be a deliberate
result of his manipulations, with Godot and
Walker as sacrificial pawns if the experiment
goes wrong. For a really panmold plot., Godwin
may even have somehow arranged the "abduc
tion" which led to the creation of Godot as a
separate being. in order to sec how a shadow
develops if given grealeI' freedom. It's highly
unlikely, though not impossible, dull: Walker
was in on such a plot.

self-aware than most SAIs; some people
would see it as just a smart LAt, even
now. But, one day, the trio may have to
deal with this issue properly. It's even
possible that they'll have to seek sanctu
ary in a transhumanist enclave.

Jaculi's built-in weaponry is the equiv
alent of a police armgun, with an electro
laser and a 15mm missile pod.
Occasionally, when visiting areas with
restrictive weapons laws, this has to be
disabled and closed off, but even in those
places, this machine is versatile and capa
ble enough to be very useful.

Motivations
Jaculi is a mind still in the process of

formation. Its occasional attempts at puns
and wordplay reflect its developing ver
bal "model of the world" and its efforts to
comprehend the subtleties of language.

Godot is hoping that such growth
will eventually cause it to develop
a greater sense of empathy with
other sapient minds. Its sense of
superiority over "stupid LAIs"
suggests a dangerous capacity for
solipsism.

Variations
Over time, Jaculi may learn

more and better skills and (hope
fully) shed or reduce its disadvan
tages. It might also have its IQ and
OX trained up a little. A simpler
version could simply be a standard
SAl, with no secret "emergence."
It would be difficult to vary the
character much more than this,
although of course it could use a
different cybershell. such as a
polypede or RATS.



This section describes the Pr0
grammed Allies ll.SSOCiated with the
characters detailed earlier in this
book. Most are off-the-shelf pro:iucts
in Transhumon Spou, available to
any starting PC.

Remember that any computer run
ning an AI can also have a library of
skill sets. Furthermore, any AI can
improve its skills through training
and experience. In GURPS terms,
most of the systems described here
can add a couple of points in extra
skills without changing their points

costs as Allies.

Cashalton "Robert" 61-T
23 points

Attrib.J", ST - [-J; DX 10 [OJ; IQ 12 [OJ;
lIT 12 [0].

Ad,""",,'" NAl-S [IOJ.
DisadvanJilg'" Mainfram, [-9J.
Skills: Astrogation-12 (2); Electronics
, Operation (Communications)-12 [2];

Gunner (Beams}-ll [1]; Mechanic-II"
[lJ; Piloting-13' [l6J.
.. Select specialty appropriate to the

spacecraft in which the system is installed.
Cost: $6,200. (This does not include the

cost of the computer, this program
runs on a ship's bridge systems.)

This is a competent but inflexible
system typical of those installed on
backup computers for spacecraft. It's
the cooceptua1 descendant of a 2Oth
century autopilot - it can keep the
,craft on course, sound an alarm ifany
thing WleXpected occurs, and even get
out of minor trouble while sending out

distress signals. It isn't supposed to try to

I
take control if anyone else is still function
al. This model is also capable of operating
an anti-meteor laser and monitoring routine

r maintenance work.
All Cashalton Softsys

I
spacecraft AJs are called
"Robert," for reasons known
only to the company's
deceased founder. Most are
renamed by crews within
minutes of installation.

Variations: Some opera
Itors prefer LA1s with similar
training, feeling that higher
initiative and flexibility
increases safety levels despite

I the slightly lower efficiency,
and beuer personality emula
tion reduces crew boredom.
(For an example, take the
Iabove. replace the NAJ with
I an LAl-8, and reduce IQ and
all skills except Piloting by 1.
This version costs 73 points and $22,200,

I not including the computer.) LAJ "autopi
lots" usually learn several new skills, ifonly
through social interaction; some have repu

Ilations as poker or mah jongg players.

Gamcrs using !he lint prinIiJI& ofn-II._
s,.e. should ......... prices of _ AlB ba..
been modified by arata. Tbe com:ct cost for extnl
Inlining is $100 per chancta- point ofad_
or skills beycnd the AI's IIlOCkI temp1aIes. and
$800 (NAI). S6,!XXl (LAI), or $30,!XXl (SAl) per
addo:d chancta- poinl spent 00 DX and IQ.



nl SKIUlEUELS

Charlesfoster-M
98 points

Attributes: ST - H: DX 10 [OJ; IQ 10 [OJ;
HT 1211 (0).

AdYantages: LAJ-7 [50].
Disadvantages: Wearable VIrtUal Interface

(DVl. small genius computer) [-I).
Skills: Accounting-IS'" [4];Administration

13 [8]; Law (Company/laX law)-9115 [4J;
Memetics-ll (12]; Merchant-12n f
[IOJ; Research-II [4J; Savo~-Faire-7t

[lJ; Survival (Desert)-9 [lJ; Survival
(lungle)-9 [IJ; Tactics-IO [4].
• Includes bonus for Mathematical

Ability.
•• Includes bonus for Memetics.
t Includes penalty for Low Empathy.

Cost: $55,400.

The Charlesfoster series ofAls is popular
among buyers who've acquired wealth
through inheritance,luck, or talent ... with
out also acquiring the skills required to keep
it This release (also known as the CF-3.1) I

Many of these AIs have skill levels which
may appear 100 low to be useful. There are,
however, good reasons for this.

Even a low skill level can be useful in rou·
tine, low·srress operations. A routine task may
receive a skill bonus of +5, or even +10 - if a
roll is required at all - and the consequences
of failure are rarely catastrophic. For a com·
parison: in 2002, many people probably have
Driving at only level 8 or so. This gets them
safely to and from work, aIlhough lhey can',
handle emergencies very well. An AI can help
fill in a w. fonn neatly with AccountaDC)'·S, or
suggest the correct fork to use at a formal din·
ner with Savoir·Faire·8. People who b'Ust such
low·level programs with complex problerm
are foolish. and indeed are a stock subject for
comedy in 2\00.

A low level of skill may imply a basic
understanding ofa subject and its jaIJon, even
if the individual can't perform actual tasks
very well. This can be useful when doing
research or acting as an observer. A human
technician whose AI has a low Mechanic skill

is considered the most bug-free. In
addition to business skills, it's supposed

[ to be capable of helping its wearer out of
physical danger. aiding with infonnation

• searches, and monitoring for memelic
• manipulations. But it's mostly designed to
, perform accounting and routine financial

activities. Major investment advice, portfo--
lio management, etc., are better handled by

, human or static Al consultants.
Variations: A surprising number of pur·

~ chasers run ''Charlesfoster'' Als on Virtual
Interface Implants (88 points, $96,900).

, Stories ofaging plutocrats installing similar
programs on puppet implants in feckless

, offspring are probably just urban legends.

I Clockwork Souls "Footman"
223 points

AttribuJes: ST 14 [OJ; DX 10 [OJ; IQ 9 [0];
HT 12115 [OJ.

Advan/Qges: Cyberdoll (Small computer)
[l70J; LAJ-6 [4OJ.

but a good level ofResearch can bUst it to per.
form a Web search for data on the task at hand,
while a soldier whose battlesuit computer has
basic Thctics knowledge can leave it to report
to HQ that he's conducting a sweep or an
ambush, while he gets on with the job.

FmaUy, these skills may represent an emer·
gency feature or "luxury elttra" installed by the
vendor. An implant with a low level of Sur·
vival skill may never be called upon to use it
but if its owner gets lost in the desert, it may.
with luck, keep him alive by suggesting roo·
tine measures until a search party shows up.
Of course, it's very unwise to trust the low
COSI skills included in olf·tflc..shelf AIs with
one's life on any sort of regular basis.

If characters want AIs with higher skills.
they can always train them up, at elttra points
cost. or, more simply, buy skill sets for cash.
(However, in the Ianer case, remember tbal
use ofskill sets in high stress situations takes a
-3 penally; beoce, purchased sI<ilI seIS may not
always be much better for adventurers than
lower, trllined skills.)



,SkUJs: Beverage-Making-ll [4];
Cooking-9 [I]; Firsl Aid-II [4];
Savoir-Faire (Servant)-II [4].

Cost: $153,300.

The "Footman" ("Housekeeper" in
female configuration) is a basic Cyberdoll
personal servant It's under-skilled and
expensive, and thus a wonderful display of
conspicuous consumption - anyway. it can
always be taught additional skills. Many

'owners - especially uploaded ghosts 
employ their "servants" as teleoperated
"puppets" on occasion.

Variations: Predictably. the makm dis
creetly offer versions with added Sex
Appeal and Erotic Art skills. A compact
microframe computer, enabling a sapient
digital mind to use the cybershell as a Ves
sel, adds SI8.000 to the cost; a custom
cybersheU adds SI5.000 and 12 points.

Cortez-GIuw "Adroit"
47 points

t.JtriboUt: ST - [-]; ox 10 [0]; IQ 9 [0];
lIT 1211 [OJ.

1ufwuUag..: LAI-6 [40].
DisatlvanItJgn: Wearable Vutual Interface

(DVI, small compu",,) [-IJ.
SIriIls: Accounting-l3· [2]; Administra

tion-9 [2]; Law (Companyltax law)
7113 [2]; Mcn:hant-6·t [2].
• Includes bonus for Mathematical Ability.
t Includes penalty for Low Empathy.

Cost: $8,300.

An example of a common type of wear
able AI, aimed at the independent contract

,and professional market, the "Adroit" is
intended to handle routine accounts and
tax affairs, and to advise on administration,
law, and basic marketing and negotiation.
Sensible users are careful with the AI's
advice on the last; its adequate theoretical
knowledge is undermined by an abysmal
grasp of human motivation.

Variations: Similar but cheaper systems
with NAI-5 programs are usually consid
ered a false economy; their lack of initia
tive and judgment too often causes
trouble, and poor personality emulation
makes extended interaction with them
very tiresome.

Cortez-GlulO "Faradily"
50 points

t.JtriboUt: ST - [-I; ox 10 (OJ; IQ 9 [0);
lIT 1211 [0].

AdvonI4g.s: LAI-6 [40].
,DistIdvanJlzges: Wearable VlrtUal Interface

(DVI, small computer) [-I].
Skills: Driving (Automobile)-9 [I]; Elec

tronics Operation (Communications)-9
[2]; Electronics Operation (Sensors)·9
[2]; Mathematics-IO* [I]; Piloting (Ver·
101)-9 [I]; Res<aTCh-1O [4].
* Includes bonus for Mathematical Ability.

Cost: $8,600.

Another Cortez·Ghao wearable AI, this
one is designed for technicians. It doesn't
attempt to match the specialist depth that
a competent human will possess; rather. it

I provides mathematical analysis and han·
,dies communications, data searches, or
routine vehicle interfaces while its wearer
gets on with a task in hand. Lacking
hands, it can't use Mechanic skill sets
"directly," but it may have a few simple
"knowledge databases" installed to sup- I

port its research functions.



Variations: NAI-based "techie"
wearable systems are quite popular, as
they don't need much flexibility, but most
serious users prefer a research aid with
decent initiative and a grasp of colloqui
alisms. 1be same sort of program can of
COtJm be run in an implant, but putting a
library of technical manuals inside one's
own sk.ull is generally considered to be the
mark of a hopeless nerd.

,EDI "Bhisti" 49 points
Anributes: ST - [-I; DX 10 [0]; IQ 9 [0];

HT 1211 [OJ.
Advantages: LAI-6 [40].
Disadvantages: Duty (Involuntary; to

EDI; 6 or less) [-7]; Wearable Vinual
Interface (VIG or helmet fitting, tiny
genius computer) (-I].

Skills: Diagnosis (Owner)-.6l12 (I]; Elec
tronics Operation (Communications)-II
[6]; Electronics Operation (Sensors)-lO
(4); Savoir-Faire (Military)-IO (2);
Strategy-8 [2J; Taetics-8 [2].

Cost: $15,200.

nominal cash value; it's a feature, not
a bug.) EDI reclaims the system if the

soldier leaves the company, although it
must then be reacclimatized for the next
u.....

A Bhisti can supervise routine commu
nications and sensor ops, signal for aid if
the wearer is wounded, and run skill sets.
(Area Knowledge, Survival, and lan
guages are often installed for specific
missions.) See p. 56 for an explanation of
why such AIs are trained to low levels in
Tactics and Strategy.

GenTech "BR-Secretarial"
48 points

Anribules: ST - [-I; DX 10 [OJ; IQ 9 [OJ;
HT 1411 [0].

Advan/Qges: LAI·6 [40]; Language Talent
+1 [2].

DisadvanJoges: Vutual Interface Implant
(Small compact computer) [-II].

Skills: Administration-9 [2J; Area Knowl
edge (User's home area)-lO (2); Diag
nosis (User)-7/13 [2J; Electronics

Executive Decisions
(p. TS94) issues this AI
to its human combat
troops. Employees are
expected to develop a
relationship with their
copies, so that they
work. together smooth
ly; most transfer the
same program between
different wearable com
puters according to the
current mission. (This
is treated as a special
effect rather than a case
of the Vessel advantage,
as all of a soldier's rigs
will have equivalent
atuibutes.) EDI retains
override control codes
for these AIs; this is
represented by Involun
tary Duty, while the
standard LAI Repro
grammable Duty is
considered to be owed
to its current user. (This
doesn't change the Ai's

HIDEBOunD finD
Low EmPflTHY PEnflLTIES

NAls and LAIs all bave disadvantages which penalize
cenain skills. The precise effects of these disadvantages
may need some clarification. The following information
updates the descriptions on p. CI91.

Hidebound only penalizes creative activities. 1bis can
affect artis[ic, engineering, or many other skiUs. but never in
every possible application of a skill. Routine tasks such as
writing simple descriptions. maintaining standard machines.
and SO on are not "creative." Hence, the penalty for this dis
advantage isn't included in skill listings in this book (but
NAis and LAIs make poor anislS or inventors).

Low Empathy, however, alM'QYS reduces the effectiveness
of particular skills by -3 - those based on understanding
other characters' moIivations. The official liSi of standard
GURPS sl;lIs which are penalized is now: Acting, Carous
ing. Criminology. Delect Lies, Diplomacy, Fast-Talk, For
wne Telling. Intimidation, Leadership, Merchant. Politics,
Psychology, Savoir-Faire (btu not the "variants" - Dojo.
Mi.litary, or Servanl), Sex AppeaJ, and StreetWise. Charac
ters or Ais in this book with Low Empathy bave the levels
reduced in their skill lists.



ftllJln6U86f.S
MOIl -off !be shcIf' AIs .. IYOiIabIe

with a range of "naIive" Ianguaae opIiooa,
and also of secondary languages aDd
mandalOrJ' spccializalicns for skills such as
McdlllIUc wbc:n: relevant Ilcace, I1lOSI

models described in this IeCtioo do not
have a Dative language listed. For simpIic.
iry. players can assume that theird\aractas
can _n one of the« models that~
their own language and with the skill spe
cializatioos they requin:. aI_gh OMs
may rule thai very unusual requirements
make shopping a liulc harder.

One occasional exception consists of
h;gh!y developed and IrlIined A1s, which
may only come with one languaae and
specializalion .... Fa ewnpIe, !be Mar
wari "Daniel Boone" is a copy of •
lengthily ttained, competition-winning
program; DO programmer can simply
swap its native language for anocber with
out modifying the c:otire program. at con
sider'ab'eexpense. A purcbaser who waots
this AI really _10 speak English.

Operation (Communications}-9 [2];
Savoir-Faire-S* [4]; Teaching-9 [2].
• Includes penalty for Low Empathy.

Addiliotull Languages: Pick three MIA at
level-9 [3xl].

Cost: S12.900.

I GenTech developed this implant AI per
sonali()' for lheir bioroid division. and lhen
discovered that they could make a comfort
able profillicensing it out to others. It is Mt
generally me flfSl AI installed in a newly
"decanted" bioroid; lhat usually is a special-
Ii.zed "trainer" optimized for the particular
bioroid model. Rather. the "Secretarial" aids
a trained. competent, but narrowly focused
bioroid in performing complex duties. It
tracks appointments and work schedules,
advises on minor social niceties. and occa·
sionally plays the Sle1'n older brother. Some
bioroids become fond of their ''Sec," even
tolally dependent on it; others regard it as a
badge of servitude. and have it replaced the
day they achieve independence.

An indentured or legally immature
bioroid will have an AI whose Repro

pammahle Duly is ccntro1J<d by his legal
guardians; the codes for this must be handed
over if the bioroid achieves independence. If

.a bioroid has a functioning puppet implant '
(and most do, while mtraiIllng), thcir inden

i ture is easy to enforee. However, even many
indentured bioroids have their puppet sYS"
terns disabled as they mature. as owners use
this as a symbol of trust and "graduation," or
regard the things as a glaring security bole.
Only the most unoonfident bioroids keep
them after achieving independence.

GH·L "Nightingale"
20 points

AIIribuJ,s: ST - [-]; DX 10 [OJ; IQ 9 [0]; .
HT 1411 [OJ. ,

AdwanltJges: Acute Taste and Smell +4 [8); I
Alenness +1 [5J.

Di.sDdl'Gnlagn: Virtual Interface Implant
(tiny compact compu....) [-IlJ; NAI-5
[-20J.

SJciJJs: Diagnosis (Owner)-9115 [6J; Diplo
macy-7' [6]; Driving (Automobile)-ll
[4J; Physlewl-15 [16]; Piloting (VenaI)
II (4J; Savorr-F.... (Servant)-IO [2J.
• Includes penally for Low Empathy.

Cost: $8,400.
I

The Galen-Hermes Logiciel "Nightin
,gale" was designed for an older market 
people uncomfortable with the idea of shar

,ing their skulls with another sapient person
ality, but who need something to manage
their continuing medical care. Ironically, the

,design has found a small but profitable sec
ondary market among young, healthy
"adventurers" who appreciate its life-saving
skills and unobtJUSive personality.

It uses an enhanced implant design, very I

cI06ely linked to its owner's olfactory cen
1m. helping it monitor its "patient's" diet
and environment with great precision. (The ,

I Acute Taste and Smell advantage is consid
ered to form part of the machine's revised
template, and hence not to viola1e the Taboo .
Tcait Physleal Qlanges.) II's fairly good at
talking to its owner and otherhumans (useful

t in emergencies); as an~ convenience, it
can operate many civilian vehicles through

its external port. Most owners, especially
younger ones, teach it more sJcills.
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stills, !he problem is finlting programmerl
teachers who themselves possess even higher
skill levels., or developing effective "self·
training" systems. Furtbennore, training may
take a long time; some AI models haven't
been around long enough to train to superhu
lIWl levels.

OMs can enforce these limits in various
ways. Players can be lOld thai a "super Af'
they warn just isn't on the markeL or thai it
canies a surcharge in the miUtons, or that it
comes with "mystery disadvanrages." The last
can take several forms; mental disadvantage
caused by weird coding and training are one
option., as are Enemies (industrial spies or
paranoid bi<x:hauvinists).

Web and in analyzing corporate and human
behavior, but also in memetic theory. This
enables it both to analyze data and to semen
incoming flows for memetic assaults.

Whether it can match the
ingenuity and skill of the
worId's corporations, ide
ologies. and political par
ties is doubtful, but users
who are merely cautious
(as opposed to paranoid)
assume that it will suffice.

This version runs on a
desktop box pennanently
wired into the Web. It can

"cache" large volumes of
data locally for later analysis. It can also
contact a user through the Web, then be

, used to monitor a data flow to that user's
worn or implanted syslems (at some cost in
flow rate). See p. 59 for the reasons for its

I fixed language selections.
Variations: Running this program on

more powerful computers gives the advan
tage of being able to run more and better
skill sets (such as exua languages) in paral
lel, and ahuge cache. It can also be installed
in a worn or implanted compuler. but this
restricts its Web access somewhat; most
owners who actually nud this kind of ana-

lytical power find that ii's bener to leave
their "research assistant" at home.

Marwari Digital's software ann sells
licensed copies of the program which has
won several data extraction races and merne
mining contests under their 5pOIlSOI'Ship.
Despite some rufTlOn about the fairness of

'these competitions, and occasional,
unproven suggestions of bias in its recom
mendations, most purchasers are reason·
ably happy with it The LAI has training not
only in locating information on the

In theory.~ Spoe. A1s. IiIce
people. can have any IQ or skiD level. This
may lead players to sed: to -"'" pro
gnmmcd Illies of extraor<tina<y (and gamo
distorting) ability. However. in practice. it's
wry rare to find a program. with an IQ more
than 3 lO 5 over its ''racial'' templare, or skiDs
above "ordinary expen" levels.

'There are several reasons for this. FtrSl, AIs
are a/ready as optimized as available pr0
gramming techniques permit; no one bothers
using inferior designs of the same complexity.
"Naturally" higher IQs are the product of
lucky. unrepealable interactions between
design and "upbringing." And. allhough IQ is
to some extent trainable. there are limits. For

Marwari "Daniel Boone"
Meme Miner 49 points
AJtribuUs: ST - [-); ox 10 (0); IQ 10 (0);

lIT 12 (0).
AdYan/Qg~s: LAI-7 [50]; Lan

guage Talent +4 (8].
DUtull'tJIIJDges: Microfnune [-44).

'Skills: Accounting·13· [I]; Com·
puler Operation·15 [4]; Law·8
(I]; Memetics-ll (12]; Mer·
chant-?·· [1]; Psychology-?··
(2); Research-IS (12).
• Includes bonus for Mathemat·

ical Ability.
•• Includes bonus for Memetics

and penalty for Low Empathy.
. lLlnguages: Cantonese-12 [In]; English

(native}t4 (0]; French·12 [In]; Ger·
man-12 (112); Hindi-12 (112).

Cost: $24,300.







'Skills: Electronics Operation (Com
munications)-9 [2]; HI'St Aid-II [4J;
Free Fall-II [4J; two Mechanic skill
specialties of the buyer's choice at level
II [2><6].

0,,/: $64,200.

This is Tenzan's Suchi-Rukara
(p. TSI25) with basic skills trained
into an LA] brain. It makes a dull

partner, spacers exchange tips on
how to teach it to display more personality
without too much risk. Other Tech-Spiders
are sold with cheaper computers and NAIs,
but those tend to be specialized tools, too
inflexible to be considered "allies."

Tenzan Gearhead-Ro: Installing essen
tially the same AI in a Mobile Helmet
cybershelJ makes for a less useful engineer
ing assistant. but a life-saver in emergen
cies. ST 2,IIT 1216; add Cooking-tO; 316
points. $71.800.

Wotatech Hugin 45 points
AllribuJes: ST 2 (0); ox 10 (0); IQ 9 (0);

HT 1113 [OJ.

Advanlilges: Buzzbot (1iny comput
er) (18); Night Vision [IOJ;
Polariud Eyes (5); Weaponry
(LC 3)[15).

DUmlvDnJogu: NAI-5 [-20).
Skilk Fo<wlUd Observer-9 [2];

Guns (Missile}-l2 [4J; Savoir
Fam: (MitilMy)-9 [I J; Slea!th
II [41; Taeties-IO [6J.

Cost: S3,7oo. (See below.)

Wotatech buubots are much
more obviously designed for mili-
tary and paramilitary applications
than the otherwise similar IRI-4
Malachi (p. TSI21), being intended for
scouting, perimeter patrols. and emergency
fire support. They die quickly in real war
zones, but are useful for "low-intensity"

\work and as disposable decoys.
This model incorporates light-enhancing

polarized optics, a micro-missile pod with
IFF interrogator (pp. 1'$156-157), and an
IFF transponder. Adding these, and the
upgraded motor needed to maintain its per
formance, brings the weight of the cyber
shell up to 6 Ibs. and its cost to SI,loo. Such

physical changes are con
sidered to form part of the
machine's revised model
template, and hence not to
violate the Taboo Trait:
Physical Changes.

The manufacturers also
sell the above pretrained
AI, which is primarily
oriented towards purely
military missions; law
enforcement and peace
keeping forces may prefer
something cus{om-coded
to less aggressive specifi
cations. (Military Hugins
on duty in peaceful areas
often have to deal with a
lot of complex and condi
tional orders, though
some forces just load
them up with tangier
rounds.) Buzzbots used on
guard or patrol duties can
quickly gain local Area
Knowledge.



"Adroit,".51.
AIs. languages, .59;pu~d capabilitiu, 60;

still lewis, .56; trainLd, .5.5.
AI"'"U_12. 43.
B~ ConsuIwx:y, 4-11: as PC
t~am, 10.

Barrymore. Helena, 4-6; ond
A.g~ disadwmtage, .5; ond
Franc~sco lkflagaria, 6.

"Bhisti," 58.
Bioroids, ond travel, 24.
Braun. Ludwig, 23-26; and
A.n/oint Cohtn, 24.

BR-Secretarial, 58-59.
Bulhembai, Nelson. 9-11; ond

Francesco Dellagaria, 10: ond
Htlena Barrymore, 9.

Buzzbots. 21, 63.
Cashalton "Robert 61-T," 5.5.
Cassel, Kurt, 11·13; ond Ellard

Gamma. 13; ond Sandro Chotl, 12-
CC+ Reoovet)'. 11-20; as Pes, 20.

OwtesfOSlef-Ms, .56.
o.ou. Sandra. 16-18; ond Dere! Rep,on. 18; and

Ellard Gamma. 18; and Xun Cassel, 17-18.
Cbuitova, Tamara. 26-28: andA.n.toiM Cohen, 21.
Clockwork Sou1s "Footman.," .56-51.
Cohen. Antoine, 21-23; and his team, 26.
Combat Naps, 52..
Cortez-Ghao HAdroit," .51.
Conez-Ghao "Faraday." .51-.58.
CybeTdocs. 41. 49.
"Daniel Boone." 59-61.
Danway. Jean-Paul, 39-41.
Denagana, Francesco, 6-8; and Htftna

Barrymore, 1-8; and NeisOfl Buthembai, 8.
Duncanites, 11.
EDI, su Extcutiv~Decisions Incorporated.
Emergency Recoveries Inc.. 47-54; surels of, 54.
Errata,first printing of7huuhU11f411 Space, 5.5.
Executive Decisions Incorporated (EDI), 36-46;

as Q Patron, 41; as adversaries, 44; MBhU,;."
58; microbots, 46.

, "Faraday." 57-58.
Faruq, Hassan, 44-47.
Fe1icias. 24: prebtul, 25.
"Footman." .56-57.
"Friend K... 62.
FT Epsilon-4, 36-47: as Low Profile Fire Team,

42; standard equi~nl, 38; teQlfl relations.
44; variations, 41.

Gamma. Eilard, 14-16: and XMn Cassel, 15.
Qearhead-Ro.63.
GenTech "BR-.5ecretarial," 58-59.

GH-L "Nightingale," 59.
Godot. Klaus, 5Q.52: ond ColoMI Walhr, 52
Godwin. Qw1es, .50-52-
GURPS Bio-Teclt, .5.
Hidebound disadvantage. 58.

"Housekeeper," see NFootnwn".
"Hugin," 63.

IRJ-4 Malachi, 61, 63.
Ishtar Upgrades, 23.
Jaculi, 51-54; and Charles Godwin, 53-54;

and Colontf Walur, 53-54; and Klaus
Codat, 53-54.

Languages. 16, .59.
Low Empathy disadvantage• .58.
Marshals, U.s. deputy, 28-36.
Manian Commonwealth, 30. 33, 3.5, 36.
Manian Triad$:, 34-35.
Marwari "Daniel Boone" Memc Miner• .59-61.
Monteta., Sergeant Julio, 36-37. 39.
Newshawkn-6. 61-62..
"NightingaJe." 59.
o'Connor, Dave, 31-34.
PaleIsoft "Friend K... 62-
Rqnters, 21.
Repton. Derek, 18-20; and Xw1 Ca.sul. 19; and

Sandm CItou, 19.
"Robert 61-T," 55.
Satellite Debris Removal Inc. 12
"Sec," see BR-$«retlJritJl.
"Shack., the... 17.
Steptot-elass Debris Recovery

Vehicle. 1.5.
Suchi·Rubn., 63.
TangtnJe, 13.1.5,20.
Tech-Spiders,63.
Tennin. 17.
Teman TIU-200bis, 62-63.
THI-2OObis, 62-63.

I 1hvu1uufwr Spoc.: Hille
Frowr, 12, 15, 17.

Truckers' Guild, MartiDn, 30.
UodertIill, Simone, 42-44.
"Vacuum C1eanen," 11·12.
VillaIeaI, Cadena, 28-31: ond

tll!Ql1l as NPCs, 33.
\blkspidm. 7.

• Walker. CoklDeI Deborah. 47-49, .51; and KImu
Godot, 49: resitkncts if, 49.

Wotatech "Hugin." 63.
Xan, Sally, 34-36: ond Mtutian Triads, 34: and

s«reu, 34.
ZiUSlKhs, 32
ZR.-3s, 34-36.
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vaJue. Then!'s a d.lectiue....,cy wlth an unusual boos and
..... snnger~ a pacIc oi high-lech newshounds for
whom no 5lOfy IS too dangerous; a crew oi orbital debris
reclI\/l!fY speclalisls; and a security 1I!am who can rake on
almost any IhreaL Any oi them can 5I!M! as instant Pes, useful
allies, or formidable adversaries.
One~ a biorokJ built by the Triads.
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. ..
Transhuman Space is required to use this
book. GURPS Basic Set, Compendium I, or
other volumes in the Transhuman Space line
may be useful, but are not mandatory. The
ideas in Personnel Rfes can be used with
any roleplaying system.


