


ADVENTURING IN THE WORLD OF G E ORGE ALEC EFFINGER'S NOVELS 

A 

~~ 
ant to know where that dark alley leads? 
What's it worth to you to find out? Maybe 
all your money? Maybe your life? 

I pictured some dark byways in When Gravity Foils, and I 
have Michael MacDonald, Wi lliam Moss, David Acker
man and the rest of the crew at R. Talsorian to thank for 
bringing that vision to dice·wielding reality. In the origi
nal novel, I was very concerned with showing Marid as a 
loner and an outsider, one who doesn't quite fit into his 
own noble and ancient heritage. I'm glad that RTG has 
taken the same care and effort to consult the proper 
experts and provide an accurate and plausable vision of 
the world of 2202. 

Everything's just a game to some people, right? You just 
don't want to be standing next to them when the pay
back happens. 
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Imagine a world where Casablanca collides with Blade Runner; 
where intrigue outstrips firepower, and where every crowded 
bazaar and twisting alley holds its own brand of danger. 

Imagine midnight in the Budayeen. 

The mUllah's call awakes you from a fevered sleep; you stagger to 
the open wi ndow. You blink away you r transpex hangover and 
focus on landscape below- minarets, domes, and microwave 
receivers spearing up into the desert night. A hot wind sweeps 
across the moonlit street, scattering dust devils over the ancient 
cobbles and driving laughing groups of veiled women back into the 
safety of club doorways. You start to smile a razor smile ... 

Then a thunderclap splits the night as a static gun hurls its gift of death. 

When Gravity Fails is the second entry in our Cyberpunk Masters 
series-world-sourcebooks based on the works of the best in the 
genre. George Alec Effinger's hit series (When Gravity Fails, Fire in 
the Sun and The Exile Kiss) combines the best of mystery novels, 
hard science fiction, cutting edge cybertech, and the allure of a 
foreign land into a hard-hitting package that's hard to top. If you 
haven't read the novels yet, do it now; I guarantee you won't be 
disappointed . 

For the true Cyberpunker, the world of Gravity is particularly fasi
nating because it takes place in a little known and seldom explored 
realm of the dark future: the turbulent Middle East. Unlike the 
metal-hard, steaming black cities of mega-urban America, or the 
glittering towers and neon palaces of Europe and the Pacific Rim, 
this is a land of ancient mystery, not easily penetrated by cybertech 
and the data flow. Here, the secrets run deeper, and the dangers 
are more subtle. Every face is a mask, and every proverb a warning. 

So join us on this journey to another face of the cybersphere. Enter this 
world and prepare to be changed; to wear another mask. You know 
you' re ready; your seizure gun is charged and you're about to hit those 
dark alleys. Sure, it's unknown territory. But you can handle it. 

Because you're Cyberpunk. 11I~J-= 
Mike Pond smith 
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Thc two centuries of political and environmental catastrophes that have formed the 
Cro>4tyworld. Included is a comprehensive history of what has gone before, as well as 
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To role.play within ill culture, you must understand the workings of it. This Is an overview 
of the regional culture inside Whtn Gravity Fails. In Islamic life. culture and religion are 
evel)'thing, so we provide a guide for both, to help players better understand the moti
vations of thos@around them. 
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In 2020 the Net was a place of light; in 2202 the Net has faded Into fragmented disuse, 
mirroring much of the real world. To a select few it is still a place of adventure and danger. 
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"Cech of <:he 2 3t-d Cen~u .... y .............................. 6 5 
Centuries of timec.an influence technological advancement in many ways. Included are 
rule!> for new weapons and armor, unique vehicles, and other Items. Maddie!> and dad
d i@s have transformed the very minds of Mankind, while genetic su rgery has altered 
their bodies. Plus a system fo r custom creation and p ricing of moddies and daddies, as 
well as an expansive list of "off the rack" chipware. . 

Sillum N"lh<:S ............................................................................ 82 
In the Budayeen, people arc not always what they seem, or even what th@ythink ... In a 
rar@displayofovertgenerosity, Pilpa presents a young woman with a gift that trans
forms her life, and the lives of those around her. A truly unique Cyberpunk adventure. 
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1 NcRObUCcl0 

~ 
hen George Alec Effinger's 
novel When Grovi/y Foils was 
published in 1988, its origi· 

nality and ingenuity made it an immediate 
hit among fans of the cyberpunk genre. 
The most outstanding thing about Effin
ger's book was its scttin9; not the shell. 
shocked, burnt-out remains of a once 
proud Europe or America, or the neon jewel 
of a corporate-owned lapan, but an exotic 
and often-overlooked dark futUre Middle 
East. Effinger's characters move through a 
hybrid world, caught between new tech
nology, cyberpunk ideals, and traditional 
Islamic faith and culture, aU set in an anony
mous city somewhere in Ihe Islamic world. 
It is a backdrop unlike any other in the 
genre, and an opportunity for II whole new 
kind of CyfHrpunk role-playing adventure. 

When Gravity (oils already encompass
es f'M) sequels: A fire in the Sun and The fAile 

Kiss. The fourth, Relribution, is currently in 

production. Reading all three books win give 
you the best overview of the setting and 
characters, but only this supplement is nec· 
essary for adventuring in the Grovilyworld. 
This product is intended to give as complete 
an image as possible of the world at the time 
of When Gravity (oils, and presents the 
Budayeen and iu inhabitants a) depicted at 
the beginning of this first book. 

To make this supplement stand on iu 
own we've had to cover a lot of ground not 
yet touched on in the books themselves. 
Although George hilS approved everything 
we've added, he may need to contradict 
some elemenu of this supplement in order 
to pursue his own vision in future books 
and stories. Referees should not find it hard 
to reconcile these differences in their cam
paigns. As always, the material in this book 
is meant to serve only as a guideline. leav
ing you the ultimate arbiter of what is to be 
included in your adventures . • 
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;k" mo" Cybt'rpllnk settings, the 
of Whton Gravity Foils is not 

'"'11 "'e,,,,," While no world ·shat
holoc\lust has occurred, humanity 

hu definitely taken as many steps back
ward as forward and the planet shows all 
the scars. The major factors in this collapse 
were pollution, overpopulation, scarcity of 
resources, and mankind's inabi li ty to adapt 
to the world it had created. 
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2000
• The beginning of the "Age of 
. War." First·and Second-world 

nations exhaust their resources and turn to 
the Third·world 10 compensate. The'Euro
pean Economic Community is firmly estab· 
Ii$hcd, but individual national ptide keeps it 
from reaching full effectiveness. 

2004
. A series of sma.1I brushfire wars 
• start as the malor superpowers 

beg in grabbing offshore resources. The 
fighting wilt last for the next 4S years. Se .... • 
eral times it will nearty degenerate into 
global war. 

20 14
· Japan "bUysH most of Southeast 
. Asia and begins to form the 

separate nations into a single economic enti
ty modelled after the EEe. The Japanese caU 
it SACT (the Southeast Asia Coalition Treaty). 

20 19
-20· ln response to p res

. sures put on South 
American resources by the United States, 
Brazil defaults OIl its World Bank loan. The 
U.S. uses the default as all excuse for military 
action and launches a "punitive" invasion. 

2022
. TO protec t themsel .... es from 
• "foreigll aggressors," the Arab 

league nations mine their oil fields with 
nuclear warheads. This keeps the Middle East 
out of the constant scramble for resources. 

2025
.Quebec declares its indepen 
.dence from Canada. This year 

also starts 25 )1!:arsof "Newlmperiali.sm." Fear
ing the loss of influence over resource-rich 

.. , , 
, , 
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Third World nations, the industrialized coun· 
tries rely on military might to hold on to power . 

20 29
' The Soviet Union resorts to mili 
. tary action when several of the 

southern provinces try to declare indepen. 
dence, as attempted in the late 20th Century. 

2031 
• The S.ovie~ Union lIi ~s tod~vel
. op Siberta as an od region. 

Problems in the south prevent succ~. 

2035
. Beginning of a three .year 
. famine in the Soviet Union. 

Rationing is the rule. Many agriculturally pro· 
ductive Soviet republia resent being stripped 
bare to feed the massive military machine. 

2036
' The S~vie~~American space 
• treaty IS ratified. 

2039
' South Africa falls in a bloody 
. rebellion mere weeks after 

signing a mutual-defense pact with Is rael. 

2040
-48. Th~ "SpaceAg.e-a i~ full 

. SWlng. The malor naborlS 
look tospace to save a depleted Earth. Pover
ty-stricken US and Soviet citizens protest the 
massive funds being dire<tcd into the space 

5jjf 
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programs, but governments of all nations 
agree that man must expand into space if the 
Earth is to survive. The fi ghting that has gone 
00 for the wt 45 years s/owty grinds to a halt; 
!.he nations involved simply can't keep going. 

2049" TIle Capricorn base on Mars is 
. e~tablished. Several orbital 

fac tories and colonies afe in varioU5 stages 
of completion. 

2050-520As the threat 01 global 
. war lessens, the dan· 

geD of rioll and internal strife increases. The 
Soviet Union declares martial taw to p re
selVes order. 

2054" The Hol list er report on the 
• greenhouse effect is published. 

A cOOllition of several nations, including the 

HC, the USSR, and Japan. all agree to put 
a.side national differences and worX togeth
er to help the environment. The coalition 
dies quietly when an argument occurs as to 
the location of the first meeting. 

20 5 5· Riots and protests fill the streets 
. of the United States. Food is 

scarce due to Midwestern and Californian 
droughu. Wa~hington lacks the leadership 
to keep things running smoothly. 

2056. The United States declares 
• miHtiallaw. Presidential elec· 

tions arc suspended Hindefinitely" in order 
to preserve government stability. 

2062. The Hoshi Shinju project ismrt· 
.ed when Japan's orbitlll (lldio 

tcle:scopc detc(ts a planetary system around 
Eps~on Eridimi. A large exploration ship is c0n

verted in(o a colony slowboat and launched 
under joint }ap3nese.American funding. 

2070. The Georgia Republic secedes 
.f rom the USSR . Thc fig hting 

lash for ten ye ars. In the end the Soviet 
Union fails to recover the rebellious republic. 

2074 . Rcsurgcnt nationlliism and 
. incompetent leadership splinter 

U,e EEC back into its component nations. It 
stays alive in name only for a few more years. 

2075 . France,lndia and Germany 
. abandon the United Nations 

charter. The organization loses what little 
remains of its influence and dies. Few notice. 

2077 . China enforces stricter birth 
. control as the country's food 

supply can longer support the massive 
population. 

2080 . ,apan gives the United States 
. an offer It cannot refuse_ [n 

return for industrial and trade concessions, 
Japan offers to reduce the budget deficit By 
the end of the decade, Japan owns 88% of 
American industriil l cilpacily. 

2082 . presldentlal elections are rein
. stated In the US. 

2085 . Many Japanese businesses 
• move their opera tions to the 

United States in order to exploit low labor 
costs. During this time, the mean sea level 
has been constantly rising, and Japan is in 
danger 01 losing several cities. Entire com
munities move to the US to work. 

2087. There arc mass riots and strikes 
. protesting Japanese "owner· 

ship" of America. The Japanese attempt to 
"readjust" the American attitude. This fails 
miserably, leading to the return of martial 
law in the US. 

2088 .u.s. national elections are can
. celled, nevcr to return. 

2089. The Hoshi Shinju leaves Earth 
. orbit with a crew 01 957. 

2090 .A British/German project fol· 
. Iows in the Hoshi Shin;u's foot· 

steps. It isschcduled to launch the next year. 

2092. The Stern Leben launches, car
.rying its English and German 

crew. A Japanese mining colony is up and 
running on Titan. 

2095. Th~ Hoshi Shinju clears Pluto's 
• orbi t. 

2097 . The lapimese mining colony on 
• Titan is destroyed by a nuclear 

blast from a mining bomb. It is never made 
clear whether this is an accident orsabotage . 

2098. The Stern Leben is destroyed 
. aft er suffering a massive sys

tem failure around the orbit of Saturn. It is 
later revealed that the ship WolS sabotaged 
by French terrorists. 

2099 . on the eve of th e turn of the 
. century, China holS become a 

fully industriaraed society. With help from the 
lapanese, China is on iu wily to becoming 
one of the most powerful nations on Earth. It 
still suffers from tremendous overpopulation. 

21 00· The greenhouse (!flcet takes its 
. toll . The waters of the Earth 

have risen constantly in the last 100 years . 
Most of the coastal ci ties of the lOth centu
ryllre knee-decp in water. 
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21 05 0ThC secret of controllable 
.fu)ion i~ discovered in Great 

Britain. It comes 100 late to do any reat 
good. Only six plants will be built before 
the Collapse. 

21 06 19oThedyingconvutsions 
- . of U,cold world order. 

The superpowers desperately try to hold 
themselves together while economic and 
social pressures lear them apart. 

2122" Syriil and lord;,n, under fanatic 
. Shiitc government, attack 

Israel. The war lasts for four years. Israel 
stands, but is weakened by the assault The 
founder of the Arab Fed erate distinguishes 

himself in baltle during this time. 

2130. The Ukraine de<lares indepen
. dence from the Soviet Union. 

After months of bloody battle, the Soviets 
decide they don't have the resources to 
continue the light. 

2131 . The Soviets use terror tactics to 
• make an exampleof the Ukraine. 

Within a few months after the. war, Soviet 
planes drop chemical warheads on the popu
lation. Within 24 hours 3596 of the popula
tion of the Ukraine free state is dead and 
much 01 the once-rich ground is poisoned. 

2134 . Th e American Southeast 
• responds to outrageous taxa-

tion and incompetent government by 
seceding from the Union. The sc<ond CIVil 
War is begun. The U.S. Army tries to reclaim 
the new "American Confederation" by 
force. The attempt is a failu re due to a split 
in Congress and strong Japanese support 
for the Confederation. The sc<ession starts 
a chain reaction within the country. By 
2135 the United States has split into seven 
independent nations. 

2135. The death throes of the Soviet 
. Union. The tighter the Polit

buro tries to hold on, the more the country 
splinters. By the end of the year neither the 
United States nor the Soviet Union exist as 
political entities. 

2136-45. The~~xaS. AUiancefor 
• ReUnification and The 

Northeastern Union battle to become the 
"real ~ United States. The war leads to even 
more fragmentation . Ultimately the US 
degenerates into over 20 small monarchies 
or police states . Most of the eastern US 
looks like Europe afterWW t: exhausted and 
shell shocked. During this time, the forces 
of the Pentagon hire themselves out as mili
tary mercenary units. 

2140 .Brazi' invades northem Argenti
. na . Most South American 

nations dissolve into tiny monarchies and 
police states. Borders change daily. The last 
message from the Hoshi Shinju readles Earth . 

rill/PfEil r 

2141 . Beginning of the " light of 
. Islam." A Saudi Arabian Sunni 

general, Bilal Sharif Allah (The Honor of 
God), starts a unification of the Arab slates 
around the Dead Sea. later Egypt, Yemen, 
and North Sudan are integr.lted. Arab pride 
and unity grow CNI!r the next 10years. 

2147 . After losing its American inllu· 
. ence, Japan declares a new 

policy of isolationism and withdraws from 
any western international affairs. It concen· 
trates o n consolidating their power and 
developing Indonesia. The island nations 
have raw resources the Japanese lack. 

2148 -54· ~eues Deutschla~ld 
• Invades Poland, tng

gering an entire series of European brush
fire wars. lack of resources cause most of 
the wars to e nd by 2154 . Th e Soviets 
make one last attempt at reunification . It 
ends in failure. 

2151 . The Arab unification is all but 
. com pl ete. The Persian Gulf 

states make alliances with the kingdoms 
that once were Chad, Niger, and Ethiopia. 
Islamic culture grows stronger as the rest of 
the world falls into confusion. 

21 53 ·saudi Arabia finishes a fusion 
• power plant. It also takes over 

operation of the Capricorn colony on Mars 
and changes the colony's name to Ares. 

2155. The Chinese state dissolves 
. when the high standard of liv

ing collapses. Overpopulation, famine, and 
other social pressures tear modern China 
apart. Regional warlords seize power as 
centralized government vanishes . 

21 59· The Arab Federate is oHicially 
. born . It is a spot of light in a 

dark world, and converts to the Musl im 
faith roll in by the thousands. 

2160 . Japan and Thailand form the 
. axis of power in the Pa cific . 

There is relative stability in the Western 
PadficRim. 

217 5· The light of Islam is almost 
. extinguished . Bilal is assassi· 

nated and severalleadel'li vie for his posi. 
tion. Outright war is avoided, but the Arab 
Fed erate loses much of its unity and power. 
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2176 gg oKnown" the "Ag. of 
- • the Jacka1" to some his· 

torians. The massive social and political 
forces that have been working to tear the 
world apart have been slowly winding 
down. There are still wars, but no nation has 
the will or the resources to maintain one for 
any period of lime. Nations change names 
and boundaries almost daily, bul by the 
beginning 01 the 23rd century things lire 
st41bilizing. Economies have adapted. Power 
comes more with ability, less with weapons. 
The emphasis is on survival, not political or 
economic ideals. There ilre still some who 
believe the old days will come again, but 
their numbers arc dwindling f!'Iery day. 

CJ,e '\.VO~Lb 01= 

CJ,e 23]UJ 

CeNCU~y 

[jj his is a future where many of 
Man's dreams have turned bit· 
ler and fruitless. It is iI lime of 

dry cynicism and quick wits, where sur
vival is a daily concern. Unable to adapt 
quickly enough to the world it created, 
mankind watched as society disintegrated 
around it. Gone are the visions of the con
quest of space: no one can alford space 
exploration any more. Gone is the image 
of a Utopian Earth of technological plenty. 
You use technology to stay alive; it gives 
you the edge to survive one more day. The 
comforts and pleasures of this world are 
many, but ava ilable only to the few wllo 
can afford them. Indulge your fantaS ies, 
but don't look around too much, and 
don't ask too many questions. 

poLICICS 

[§3 y the early 23rd century the nations = oftheworldhavebalkanized. The~e 
are no superpowers, no multi

national power blocks to dictate world poli
cy. Instead there is a collection of disorga
nized and factional police states. monar
chies. and political experiments, each trying 
to second-guess the others. Political maps of 
the 23rd Century bear no resemblance to 
their twentieth century counterparts, and 
the lines never stop changing. 

fjf8 

There are no world leaders, no shining 
examples lor the rest to follow. Monarchies 
and dictatorships are back in vogue, ilnd 
alliances between nation-states are tenuous 
ilt be5t. Often the villuc of treaties can be 
measured by the price of the paper and ink 
used to draw them up. Siluil lions change 
fast; it's almost impos.sible 10 keep up with 
who Is rulif\Q what and who they are at war 
with this week. 

Ct:-CI1NOLOCiY AND lNOUstP-y 

[; 

orne countries are belter off than 
others. Everyone has less than they 
might, but some still have more 

than others. The differences iust aren't as 
extreme as they used to be. The remnanU 
of the First World countries still retain many 
of the· advantages of technological SOCiety. 
The North American ilnd Western Euro
pean nations (although somewhat battered 
and no longer united) still have fairly high 
standards of living and teChnology. Japan 
has maintained a solid Industrilll base, some 
of which rubs off on Austrlllill and Indone
sia. Many of the former members of the 
Arab Federate retain the advantages of their 
affiliation in the form of technology and 
industry. These countries have access to 
better computers and weapons, more 
refined medicine, and better communica
tions and transportation than their less for
tunate counterparts. 

The rest of the world can be considered 
technologically deprived and under·devel 
oped. This includes the location of the novel 
When Gravity Fails, an unnamed city some· 
where in the Islamic world, close enough to 
the Arab Federate to get a tantaliZing 
glimpse of its prosperity. While fairly cos
mopolita n, the city is definitely in a Third 
World nation, rife with poverty and signs of 
under-Industrialization . Economic and cui. 
tural isolation let many of the advantages of 
modern technology pass the city by. By way 
of example, Friedlander Bey, one of the 
most powerful individuals in the area, still 
relies on troublesome donor organ trans
plants, while in Western Europe, North 
America, or even some of the more devel
oped areas of the Middle East, he could have 
made-la-order replacements cloned Irom 
his own cel ls and grown within his body. 

~
nternationill corporations have 
increased thei r power and influence 
drastica lly in the last two hundred 

years. With the break-up olthe major 
alliance blocs, corporations moved to sta 
bilize industrially important areas such as 
Neues Deutschland and the Common · 
wealth of the Western Reserve in the cen
tral u.s. While the corporations never 
took over the governments 01 any coun
tries. they built a web of influence in inter
national politics and amassed enough 



power and resources to virtually become 
nations unto themselves. Based out of no 
one cou ntry, and a ble to cross borders 
and consolidate re50urces at will, lhe cor
porations are the envy of many nations. 

Although the corporations are some 
01 the most powerful and influential bodies 
in the world of Grovity, they arc not really 
foci for society. Unlike the zoibo(5u of 
Cyberpunk, the multinats don't feel the 
need to protect their employees or supply 
them with the basic comforts of lifc. They 
haven't formed the shelter of security and 
pride that breeds loyalty. Their sole tool for 
unifying people is the paycheck. Corpora. 
tions in Gravity use people like lhey would 
any other disposable resource. You don't 
ieel pride belonging to one of these mon
sters, you'just hope that you remain valu
able enough to stay on the payroll. Corpo
rations of this era are ruthless and detached. 
If they burn out a region or population 
with their eJl:ploi ta tion, they merely shut 
down the operation, pack up the valuables 
and move on. In this future the hu man 
resource is the only resource that is cheap, 
plentiful, renewable, and available on a 
world·wide basis. 

Consider the multinats to be shadowy 
megaliths, almost like supernatural things 
that pu rsue aims above and beyond the 
understanding of mere men . They really 
don't care if they're caught. Who is going 
to stop them ? A village disappears in the 
Sudan and evidence leads to Amalgamated 
Fabricato~. It seems they needed some raw 
material for RNA eJl:periments. You may be 
able to find a regional office, trash it, kill a 
few lowly lab tecru and administrators and 
shu t down a local operation of no real 
importance. But don't plan on bringing the 
cold bastards who planned the deed to jus
tice. Make trouble and you will either find 

yourself all alone, facing a sma ll army, or 
ignored as the company has already moved 
on to the next plan in the neJl:t region. The 
companies sli ther through the world like 
gigantic, blind hydras, always seeking the 
next opportunity. 

Anyone going up against the multinats 
had best be prepared to go the long-haul. 
Many nations have taken military actions 
against multinats and lost. Getting corpora
tions to turn on each other is a safer tactic, 
as in the Global Automation/Hitachi war. 
Hi tachi won, but six countries nationalized 
assets of both companies during the confu
sion. crippling the combatants. Divide and 
conquer can work both ways. 

[ij he Collapse and the resulting 
d iaspora has made stable 
econom ies a rare item . As 

nations rise and fall, paper money is more 
valuable as cooking fuel than as a means of 
international exchange. Naturally, a global 
currency is pretty much a thing of the past 
Even electronic banking is limited mainly to 
local accounts, with credit cards allowing 
access. Trying to beam your funds around 
the world is all but impossible. Trying to nab 
someone's bank account in the Net will only 
work if you are In the same area sub-Net. 

Precious metals and commodities are 
the preferred means of trade in this anar
chic future. Most countries have taken to 
minting gold and platinum coins for use on 
the in ternational market, although they 
may ban the use of these coins internally_ 
Not that it stops anybody. Cold never goes 
out of style. 

Stocks are still good, too, but the Com
sat Triad is a pretty eJl:dusive dub. You can 

do big purchases by trading stocks, bonds 
and futures, but they won't buy you a beer 
in Cairo when you need it 

The only real reminder of past econom· 
ic u nity arc the units of currency. The 
Jilpanese and European economies were the 
strongest before the Collapse, so the ye n 
and the euro-milrk are typically used to 
rate relative value. The Arab Federate estab· 
lished the klam as an equivalent regional 
cu rrency. The kiam was widely accepted 

MULTINATS IN 
WHEN GRAVITY FAILS. 

23rd century multinational corporations share 
many attributes with their 21st cenWry coun· 
tcrparts: stockhold ers, boards of directors. 
regional offices, and security forces like pri· 
vatl armies. like their predecessors, they 
give minor lip service to local laws when the 
country is strong enough to enforce them and 
ignore them when the authorities arc weak or 
corruptible. Their interests are diverse, per· 
haps centering around one industry but not 
limited to it. In fact, many of the original pur· 
poses are merely fronts for terribly large buy· 
ing trusts and investment companies. like the 
Mafia of old, the multinats cast long shadows, 
and no one is really sure who they arc. 

The above are a few prominent corpora· 
tions of th e 23rd century. While we list the 
mOl in business a nd the home office, you can 
count on world·wide influence and diverse 
prodUcts and holdings. Some, like Kemal 
Industries, ate hundreds of years old, with 
resources to match. All of these companies 
are capable of fi eld ing enough troops to storm 
a small country, but most prefer the low·key 
approach to domination: money and internal 
greed. II's mote profitable and has a higher 
success rate. 
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due to Federate solvency at the time of 
issue. For game purposes, the euro-mark 
and the !clam can be considered equivalent 
to the Eurodollar of Cyberpunk. The cOnYer· 
sion for yen is 50 It/. "" 1 eb/kiam/EM. Prices 
are given in cura-marks (EM) and may be 
converted as needed. The m arket value of 

gold in 2202 is 11 EM per gm (about 300 
EM per oz.). 

C 
he 23rd centurY is a study in the 
effects of balkanization on trade 
and prosperity. Very few coun

tries can support themselves completely. 
and when lines of commerce break down, 
the slilndiHd of living suffers. 

Because large-scille cooperation is 
almost impossible in this environment, solu
tions to many of the resource problems fac
ing the Gf"G\Iityworld just aren't being imple· 
mented, The quality of life has gone down 
world.wide, and is hardly what you would 
expect considering the technology at peo
ple's disposal. In the last]O years, no new 
fusi on plants have been constructed and the 
technique may be lost. High tech is around, 
but its effe<t on daily life can vary drastically 
due to lack of distribution. You can get 
cybernelics in third-world countries if you 
have the money, but they will be limited and 
expensive. Satellite communications still link 
the world, but they are costly, maintained by 
corporations that rent them to countries. 

Not only are resources scarce, but it is 
harder to get them to where they are want
ed or needed. A shipment of goods may 
have to pass through four different coun
tries to get Irom Maine (Federated New 
England) to California (The Northwestern 
Protectorate). It may be held up at any 
point due to internal conflicts, tariff laws, or 
paranoia. Avoiding littfe obstacles like these 
and getting the dime in on time Is how run
ners (s mugglers - see New Character 
Classes) earn their living . For them busin~s 
has been good. 

Here are a few of the things that rUrl
ners afe moving these days: 

Food: This simple necessity is rarer in many 
areas 01 the world than almost anything 
else. Rising world temperiltures and the dis
ruption of large-scale agriculture have made 
famine and poverty common conditions. To 
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add to the problem, bythe21stcenturysev
erill genetically engineered grain and bean 
strains had become staple crops for much 01 
the world. Designed to be more efficient 
and durable than their natural progenitors, 
they all but replaced the old crops. Then, in 
the chaos of the mld-22nd century, several 
viruses tailored to attack the new crops got 
loose. The world starved as fields blackened 
and died. Now old-world seed stocks and 
cuttings immune to the viruses are being 
deperately sought to re<;ultivate the land. 

Stockpiles in the Dakota Republics and 
northern Siberia are raided periodically. 
Hauling genetic templates or raw seed grain 
is big business lor smugglers. Everybody's 
got toeal 

On the other hand, the wealthy of 
many countries still want to be able to taste 
Belug a Caviarlrom the Dnepr river In 
Byelorussia, strawberries from the North
westem Protectorate, and chardonnay from 
the Camargue. Since many countries have 
high tariffs on Imports of this kind (in order 
to keep their struggling domestic markets 
alive and keep currency at home), runners 
have made a fair living slipping lUXUry food 
items across borders and into the larders of 
the petty bourgeouie. 

Cybernetics: Cybertech is seen as the 
status symbol for up-and-coming third
world militaries. It seems that you're just 
not a proper military dictator without a 
bunch of wired-up super.commandos on 
your tickel So everyone is willing to paylor 
the latet in cyberware, moddies, daddies, 
or implants. Industrial 6pionage and com
petition for neo-tech secrets between com
panies and countries can run pretty hot, 
but the rewards can be equally high. 

Weapons: Civen the state of things, it 
isn't too su rprising that there's an active 
market for tools of destruction. The main 
demand is for high-tech infantry weapons, 
but there are always buyers for tailored 
viruses, heavy artillery and other big-ticket 
items. Brazil and several European states are 
the biggest weapons suppliers, and just 
about everybody's buying. 

Medical Supplies: New medical 
advances have created lifesaving and life
extending techniques that are almost mirac
ulous, and therefore in high demand. Be it 
the newest wonder drug from Switzerland or 
an operating technique out of the Nippon 
National Health labs, you can lind a buyer. 
Your stock might include some of the newest 
genetic creations: a praying mantis variant 
that breeds fast enough to destroy whole 
locust swarms but goes sterile after three gen
erations and then dies off at the end of its 
eight.day lifespan. Or perhaps a bacteria that 
can cat the insulating plastic on military 
lasers, discharging the batteries and shorting 
out the systems. Sometimes it's just as simple 
as getting that shipment of anti-toxin through 
to the underground fighters before the netVC 

gas seeps inlothe lowest bunker levels. 
Information: Data, Informcoo, Auskun· 

It; by any name, it's worth curo-marks. Any 



netrunnercan teU you about selling data, but 
the current disorder makes info-handling an 
art. Situations change so quickly that your 
tidbit may lose its value in hours If n.ot han
dled properly and slid to the right people 
(fixers, you linked to that?). Maybe you're 
just a runner with a camp full of local bank 
codes or an administrator moving on the lat
est lip·that the platinum market is about to 
get pumped. Eltherway, you're carrying Ule 
Intangible resource that information repre
sents, and that can mean power and big 
money. l ook at Papa and Abu Adil. 

Cne ENVIJlDNmEN"i::": CI-,e 
nouse th.bI:" mAN 8UIL"i::" 

C 
he 21 st Century saw many of 
man's worst fears of environ
mental catastrophe come true, 

and in 2202 the planet is still reeling. The 
coastlines have changed substantially as the 
water-level has risen. Many coastal dties are 
inundated. Air quality in many regions is 
often hazardous, and acid rain constantly 
takes its toll. The good news Is that popula
tion has stopped growing and actually gone 
down a bit. Pollution has also eas~d off 
somewhat since the 21st century, especially 
since few can afford large-scale production. 

The greenhouse effect has changed 
the face of the world in hundreds of ways. 
The mean sea level has risen a full 2 meters 
since the year 2000. New marshes and 
coastlines have forced the relocations of 
huge populations. The .big coasta l cities 
have been fighting for survival for 200 
years. Japan has made a national effort to 
s tave off the drowning of Tokyo and 
Osaka. Dikes, landfills, and fl oating arcolo
gies have all been tried, and some have 
even worked. The u.s. debated long and 
hard about what to do for New York, duro 
ing :-vhich time much of it went under the 
waves. los Angeles traded ghettos for 
swamps and gave a tide at refugees to 
Fresno and Bakersfield. New Orleans, Nor
fo lk, San Francisco all tried various tech
niques, all have had to change radically to 
survive. The coast of what was Florida, 
including Miami, Ja cksonville, and St. 
Petersburg, lie inundated. Other low-lying 
regions around the world, such as the 
Netherlands and Bengal, suffered equally 
drastic loss of land and life. The lower cities 
of the Mediterranean have been shifted 
inland as the waters rose, with the notable 

exception of Venice; Italy, in a last gasp of 
solidarity (and with a lot of help from the 
rest of Europe), declared Veni ce an art 
treasure and instituted a plan to dismantle 
the entire city and move it up the tide·line 
to safety. The project fai led after 2 years. 
Even the bulldozers are under water now. 

The average global temperature has 
gone up about 2 degrees Celsius. This is 
good for some, bad for many. Russia has 
achieved its dream of a rich climate, but it's 
main grain-producing areas have moved 
north into Siberia, where there has been 
fierce fighting over land . Equatorial coun
tries are alternately parched or drenched. 
The Breadbasket of central North America 
has lost 25% of its productivity. Many 
African and Middle-Eastern dimes have had 
an increase in rain, but much of it is acidic, 
doing crops more harm than good. The 
north coast of Anta rctica has become 
margin ally usable and is populated with 
colonists and refugees from dozens of trou
bled countries. The expatriates have formed 
the new nation of Antarctica Sovereign 
along the rocky, frigid shores. 

The term "pure as rainwater"" is serious 
hard vac these days. Air pollution is only 
now thinning to 20th century levels. latin 
America and Eastern Eu rope have suffered 
the worst from the acid ra ins which have 
roamed the winds for a century. leaded 

fuels and coal left these lands with the lega
cyof a silent scourge. It's got a lot of names: 
Sulch, Angel Piss, Sizzle, Brown Down,' take 
your pick. Its1ill means ruined water tables 
and dead crops. The rains reached their 
peak in about 21 55, when it was declared 
unsafe to walk the streets of Krakow during 
winter without wearing a sealed suit. The 
rain has also decimated the lower Amazon 
i!'nd aided in the devastation of the ra in 
forests. Even in 2202 the sky can still turn 
brown with hydrogen sulphide and nitro
gen oxides. When that happens, it is best to 
stay indoors. 

RE-Cjl0NS 
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a brief period the Arab Feder
,", m"d, tlh;, '",d a locus of infor-

and culture. While these 
w;;;iiri.'·." quickly unified by charismatic 
leaders, they can dissolve just as rapidly 
when the leaders are removed. With the 
death of Bilal Sharif Allah the fall of the Fed
erate was assured. The Fcdera·te had cen 
tered around the Red Sea, with the nations 

JlfU' 
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of Jordan, Northern Saudi Arabia, Yemen, 
lebanon, and eastern Egypt. From there it 
had influenced Iraq, Syria, Northern Sudan 
(now Egyptian Sudan) and parts of old Iran 
and Turkey. With the death of Bilal, these 
areas have swiftly reverted to the factional 
provinces that they once were. 

There are few real nations here, only 
tribal areas and city states. Saudi Arabia is a 
case in point. It ceased to be a nation some· 
time in the late 21st century when the last 
membe rs of the Saud family fell from 
power. It was reunited under the Federate, 
but with its fall, many old sheikdoms and 
new monarchies re-surfaced. City-states 
dominate the coasts, and wilderne~ claims 
the cen tra l deserts. Many other Middle 
Eastern and North African countries have 
followed this pattern. 

Israel knew its first real peace in ages 
during the reign of the Federate. Now 
Israeli paranoia is welling again as its Arab 
neig hbors become more militaristic. Israel is 
importing huge amounts of weapons and 
has activated the Hogonoh . The Stern 
Group has resurfaced as a militant radical 

~12 

element screaming fo r Israel to go on the 
offensive before it's too late. Its cries may 
become aself.fulfill ing prophecy. 

Syria, Jordan and Yemen still exist as 
nations, although their borders have shift
ed a bit. Egypt has broken into Uppe·r and 
lower Kingdoms once again, with the wo 
constantly wa rring fo r control 01 various 
areas along the Nile, including the A$wan 
Dam. libya and Algeria gave up claims in 
the Sahara and settled into several coastal 
provinces. They remain countries in name 
only, and Algeria has reverted to "Maure· 
tania ' along the northern coast. 

Exports from this area are largely raw 
materials such as metal ores, phosphates, 
and cotton. The oilsupplywa·s sucked up 
long ago. Wealth has to be earned in other 
ways now, and a g rowing percentage of 
high-tech items such as medical eql,lip
ment, electronics, and cybernetics are flow· 
ing from the cities around the southern 
Mediterranean. Cairo has become a center 
for light industry, specializing in medical 
cybernetics such as brain-wi ring and 
biomech generation (although the minori· 

ty of vocal Shiites have a rea! problem with 
this). While Middle Eastern tech may not be 
as slick as that available elsewhere, it is reli· 
able and relatively inexpensive. 

The region maintains a fai rly advanced 
level of technology, including one of the 
few remaining intact Compu te r Nets 
around. But this advanced state is relatively 
recent; much was lost in the dissolution of 
the Federate. This leaves the Middle East as 
it has always been: a study in contrasts. 
Bedouin tribes maintain a lifestyle thou
sands of years old while, a few kilometers 
away, urbane Arilb businessmen plan the 
next lwenty years over imported schnapps 
and holographic displays. When the Feder· 
ate was IIt its peak, multinationah pou red 
money and personnel into the Middle Easl 
When the Collapse came, the euro-marks 
went. Factories set up in 2160 now lie 
empty. The post.boom economy that sur
vives is one of extremes. Fellahin drawn to 
the ci ti es now g rovel1 n shanty·towns, 
denied the jobs and lives they came for. 
The next genera tion was raised in urban 
squalor, looking up at the towers of those 



who capitalized on the prosperity and held 
on to their power. The cities are filled with 
people waiting fO.r the next Mal!di to lead 
them out of the dark. 

JA.PAN. IN"OONESI.h.. AND t:nE
SOutn P}l..CIPC 

e ven after the flood ing , Japan 
rema ins a potent po li tica l and 
indus t ria l fo rce th roughou t 

Indonesia and Southeast Asia. Most o f its 
ports have adapted to the higher tide level 
and the country has fortified its position as 
an industrial center. The Japanese remain 
the pioneers of the organized Urban Sprawl. 
The metroplexes of Osaka/Kyoto and 
Tokyo/Sendai were models for ffianyother 
'plexes world-wide. Now they contain the 
offices which control commerce through 
the entire Pacific Rim. 

During the "Nippon Diaspora," entire 
Japanese com munities moved to the US. 
These were isolated from Japan when the 
West self·destructed. To mak e up for the 
loss, Japan strengthened its indu strial hold 
on th e Phlllppines and Indo·Chlna . With 
Japanese investment, Th ailand has also 
become a center for international trade 
and business. Ships move in and out of the 
Gulf carrying manganese, rice, and gold
elec trolink circuits. Most go to America or 
around to the Red Sea and Suez . Th e 
pirates operating out of Sri lan ka know 
better thiln to mess with the heavily armed 
Nippo n ships. This is not a Japanese 
Empire, but rather a trade confederation; 
lapan and Thailand have learned th e 
lessons of empire well. 

Australia is just beginning to challenge 
Japan for a shil re of the Pacific market Given 
rain by a changing climate, and insulated 
fr om the d isintegration of the West, the 
Aussies have developed intemational ambi
tions. They're ready to take on thc world, 
starti ng now. They've signed a trade pact 
with Antarctica Sovereign and have already 
made claims in revolution-wracked Papua 
New Guinea, sending in a "peace-keeping" 
force to queilihe turmoil. The Sarckct Islam 
Movement has re-emerged and has become 
a rallying point for communist rebels. They 
have clashed with the Australian-supported 
Dutch refugee population. The Yakuza kumi 
have interests in the Islamic front that they 
are not ready to abandon. An underground 
war is raging, with Australian patrols raiding 
Yilk operations and Yak hireling's rClilliating 

against thf' patrols. Japan and Australia keep 
good diplomatic relations but it is well 
known that the Yakuza have clandesti ne 
Japanese support. The fighting goes on, and 
both sides are hiring. 

NOItt:n A..mE(l.ICb.. 
ANOmeXICO 

~ 
hat used to be the United 
States is now more than 
twenty separate countries, 

each trying to carve an identity for iuelf. 
The East Coast includes Federated New 
Eng land, the New Confederacy (naturally), 
and the New York Union. Westward is the 
Commonwealth of the Western Reserve in 
old Ohio and Indiana, the Great l akes 
Alliance of Wisconsin, Illinois, and Michi
gan, and the Dakota RepubliCS. To the 
south is Nuevo Tejas, constantly trying to 
expand into the Mexican states of Coahuila 
and Nuevo l eon. 

The Mormon s tate of Sovereign 
Deseret occupies old Utah and parts of east
ern Nevada and southern Idaho. Paranoid 
and fanatica!, the Mormons are well-armed 
and may have imperial is tic goals. They are 
the closest thing America has to II religious 
dictatorship. The neig hboring states keep 
their guns handy. 

The largest ex-US nation is the North
western Protectorate, an alliance of the 
statf'S of Oregon, Washing to n, and the 
northern half of CalifOrnia. The Protectorate 
is isolationist. E)(cept for reg ular ships to 
lapan, and railways into the Commonwealth 
of Columbia, it has little international com
merce. The protectorate regulany hires solos 
and nomads toaugment its bOfderguards. A 
radically pro-environment Socialist gov*",m
ment currently has power. Whether it is 
tyrannical or not is a maller of perspective, 
but it has achieved a fairly stable economy 
and seems determined to stay that way. 

America is tired . Only after liftyyears of 
war have things settled down to the point 
where the nation-states can communicate 
diplomatically with each other. But old 
wounds and current rivalries keep any hope 
01 growth and unity at bay. Raider bands 
still roam the cou ntry, some descended 
from the remnan ts of the US military. 
Although there haven't been any ma jor 
wars in 2~ yeats, petty infighting continues 
betwC('n the various nation-states. Intrigue 
and covert warfare are constant. The state 
of Nuevo Tejas is muscling for inroads into 
the northern Mex ican Stales, especially 

('III/PTEIl r 
a long the Gu lf. Th e state o f Sovereig n 
Oeseret lays claim to every unwatched acre 
at its borders imd is in turn closely moni
tored by the NW Protectorate. Internal con
fli cts are just as common, with politics and 
rul ers changing daily. America's days of 
world supremacy are just lig ht. lines on 
memory bubbles these days. 

Canada's large provinces have become 
independent commonwealths. These are 
larger than many former US territories, but 
they are not aggressivf'. The Northwest Ter
ritofies arc now a rugged collection of Eski· 
mo provinces working to develop their nat
ural resources. Quebec has the dubious 
honor of being the forerunner of the sepa
ratist states, and it is one of the best estab
lished and most stable. Rising temperatures 
have made Canada more arable, and lor 
the time being the Canadian States seem 
content to Jive off their own resources 
rather than warring with each other. 

After a brief attempt at empire, Mexico 
broke into thirty different sub·nations. The 
economic forces and horrible climate cov
ering m uch of the south doomed any 
attempt at unification almost before it had 
beg un. The Mexicans squabble over each 
other's riches when not banding together 
to defend against raiders from Nuevo Tejas. 

A few still struggle to rise above the 
petty politics. Although Iimitf'Ci, the Camp. 
Net st ill exis ts across Nort h America, 
Europe, .and Asia. Hackers ignore borders as 
they trade in information and credit across 
ragged phone and laser links. Nomad packs 
still roam the roads, holding fast to tradi
tional family values if nothing else. The NW 
Protectorate has tried to establish the first 
ecologically sound nation since man dis
covered fi re. While its success is question. 
able, the attempt is daring_ Cooperation 
and vision aren't common, but they aren't 
completely lost ei ther. 

eulWP" 

urope is a maze of tiny nations. 
listing all of the new nations 
would be poin tless; they wi ll 

probably be different tomo rrow. If there 
was a state that e)(isted at any time in the 
last 400 years, it has probably resurfaced. 
The result is a sort of political confusion. It's 
harder to get things from here to there, and 
no one has a real handle on what's going 
on in the neighboring nations, but the peo
ple have remainf'Ci fairly civilized. 

J31if' 
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Things aren't really ilny better in 
Europe; it's ju-st that the European people 
have adapted more easily to the shifting 
nature of the current world. Some of the 
revolutions have been peacefuL Others 
bloody and vicious, and there are stili more 
to come. Political ideas are still screamed 
across the town plazas while guerillas sit in 
cellars and make hand grenades out of beer 
bottles, detergent, and ga:mline. Govern
ments constantly plot to bring about the 
downfall of their neighbors while trying to 

keep the masses at bay. But this has hap
pened before in these lallds. The people 
have learned to go on despite it all. 

There are no major powers in Europe. 

The Soviet Union is no more and the Soviet 
Republics are independent nations now. 
NeuesDeutschland has dedared the Fourth 
Reich, but without Westphalia or Jutland 
there is little to back it up. Supremacy is 
being decided by revolution and sabotage, 
not invasion. 

The European CompNet may have a (ot 
of holes in it, but many have been quick to use 
this Net to gain tile Edge. Euro brainbumClS 
are linking with American hackers to form an 
unofficial network of information and services. 
Europe is a continent of intrigue and violence, 
but also beauty and tradition. It's an ideal 
place for intrepid mercenaries, smugglers, 
and deal-makers. Job opportunities abound, 
but don't expect to bl'! able to rl'!main neutral 
for long. You play-you choosesides. 

iE'J4 

SCUD") A..cnEJUCA. 

~ 
urprisinglystable after 100 years of 
war and exploitation, the Latin 
na.tions are slowly beginning to re

establish themselves. Brazil, Peru, Argentina 
and others have all lost territories to seces
!Oion, but they howe since stabilized. Despite 
l05ing the western Amazon, Brazil has built 
a strong export economy in munitions and 
military hardware. Manyother South and 
Central American nations also support 
strong export trades. Ecologically, howev
er, m05t are devastated and thl'!y are now 
eyeing each othl'!r as sources of raw materi
als. If these nations don't go to war with 
each other again in the next ten xears they 
may become a force to be reckoned with. 

CnlNA.. A.Nl:> IN"Dll>.. 

C 
ibe t has achieved indepen
dence, but other than that, 
China has become a patchwork 

of warlord and communist states. While 
trade does flow slowly between them, all of 
these·states are incredibly paranOid, and 
unrecognized or unlicensed traders and 
travelers arc often killed at the borders. 
Some coastal regions are allied with Japiln, 
but none of thesl'! can claim any territory 
more than 30 kilometers inland. 

India. has shattered into a dozen 
provinces with caste and resource wars 
crossing all borders. The south is quietest, 
which is to say you might not get caught 
up in the food riots or religious killings. 

~ 
frica has broken into small tribal 

~ kingdoms and revolutionary 
states; Ethiopia is the only fully 

intact pre-Dissolution nation. The conti
nent is fairly isolationist, and trying to sort 
itself out without outside interference. 
Things have been that way for 50 years 
now, without measurable progress, and 
seem just as chaotic as ever. 

[jj his fledgling Antarctic nation is 
stilI struggling to carve a place 
for itself on the warming 

shores. 115 polyglot population of refugees 
has been keeP.ing runners busy hauling in 
any technology and supplies they can get, 
and they don't ask where it comes from. 
The Antarticans have established hydro
ponic agriculture and are just now reach
ing the self-sufficiency point; things could 
still go either way. 

SPA= 

[jjwo hundred yeilrs of space 
exploration has left a surprising
ly small mark on the Solar Sys

tem. An archipelago of orbital colonies still 
function in near-Earth orbit. Six contain at 
least 4,000,000 people apiece. The largest 
colony is Emersolwille, with a population of 
6,600,000. The orbitills' monopoly on zero
gee manufacturing gives them the freedo~ 
to trade with anyone they want, and traffic 
to and from orbit is brisk. Thecolonies main
ly buy organic5 to keep theirsysterns stocked, 
while selling pharmaceuticals, foam metals, 
and zero-gee etectronics in·return. 

Orbital life is froo.-vheeling and rich com
pared to many ground societies. Technology 
is abundant by ne<:essity, and conditions in 
the larger colonies are clean and well-con
trolled. Whilesomeof the smaller colonies are 
merely subsistence-level operations, the 
major cylinders have active theater, art and 



, 
leisure activities. Spilcers eniOY bilrdic compe
titions, musk, and z-g ballet. Orbital life may 
be the lasttefuge of high (I) culture. 

o.:t: COlonlsI~ 

The Moon base at Mare Orientale also .. I-(:;'=~ a"nd. Go..nrnedc ho..ve 
sells raw materials to the orbital colonies, 
using mass drivers to send Iron modules 
containing metals, silicon, oxygen, and 
water out to the Trojan Points to be picked 
up by tugs . While little more than an 
industrial site, the Moon Base has a rotat-
ing popu lation of about 15,000, most 
from the orbital colonies. 

Work on the Moon is largely mining 
and refining, and the Moon BllSe is consid
ered harsh and uncomfortable next to the 
relative luxury of the colonies. A one· year 
term working in a lunar industry is manda
tory for all orbital immigrants. Immigra 
tion to the orbital colonies is tightly con
trolled, but there is always a place for a 
person with the right skills. 

The intrigue and competition from 
down the gravity well has also infected the 
orbitals, such tha t no unified front exits. 
However, the orbitals will never fight each 
other. Over 50,000 lives were lost during the 
Wars of Dissolution (when two colonies per
forated each other's hulls with anti-satellite 
weapons as their parent countries warred). 

aLL fo.i~. ~a.vi~ o • .,Lr 
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for independence from earthly conflicts. The 
colonies feel safest when confusion and dis
unity reign downstairs. Any Earther attempts 
to shut down or control the lunar pipeline 
have met with violent response from the 
Ofbitallasers and anti.satellite weapons now 
under control of the colonies. No rocks have 
beendropped. Yet. 

Ares, the Mars colo ny, is a series of 
domed structures ncar the buttes of the 
south polar regi on . The colony's main 
problem is that it has no export other than 
knowll"dgl". The colony has become a cen
ter for astronomical study and research Into 
space sciences, but little of that is profitable; 
in fact, while relatively self-sufficient, the 

rill/prEll , 

• 

population of' 23,OOOstili needs samesup
plies from Earth, and only support from the 
nations of the old Arab Federate has allowed 
the'MOlrs colony to remain operational. The 
Mars colonists still struggle with the task of 
tetraforming Mars, but the scale of the job 
is daunting and work proceeds only spo
radically. Still, if you're not welcome any
where else in the Solar S~tem, Mars needs 
trained personnel, few questions asked. 

Siowboats travel between the Mars 
colony and near'l"arth orbit fairly regular
ly. Depending on the orbital positions of 
Earth and Mars, a one·way trip takes from 
4 to 8 months, so tourism isn't the prime 
reason for travel. 

Throughout the Solar System, man's 
reach has exceeded his grasp. Once there 
were hundreds of asteroid mining Oper1ltions 
tapping the rich rock.fields between Mars 
and Jupiter. Now there are only twenty-two, 
mostly selling raw materials to the orbitals. 
Attempts at colonizing Titan and Ganymede 
have all failed, leaving only empty pressure 
domes as monuments. There has been no 
contact with the Hoshi 5hinju colony ship for 
over one hundred yea rs. Man has flailed 
agaInst the Big Dark, found himself wanting, 
and crawled back into his cave .• 
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WilEN GIlJ1UI1Q Fnllf 

[jjhe City lies at the edge of an 
unnamed desert, fifty miles from 
the coast, on the fringes of what 

was once the Arab Federate. Almost 
2,500,000 people live in it, making it one of 

the largest cities in the region. For a city this 
sile, it's got 11 good feel to it; clean and alive, 

not like many European or American cities. 
Ev~n the air is cieull, ~lep outside and you can 
smell dry, desert winds scented with spices, 
flowers, and date pa lms. The stree~ are 
crowded with scooters, taxis, and horse carts, 
all of which make so much of a racket that the 
Muslim faithful need a city-wide network of 
loudspeakers to hearthe mut!zzincall them to 
prayer. There arefew private cars; mostof the 
city's residents can't afford them and there is 
little room to park them any.vay. 

Because the city once lay within thc 
borders of the Arab Federate, it has received 
many of the benefits which the Federate 
had t o offer. Fo rtunate ly, the city also 
didn't suffer as heavily from the splintering 
of the AF as many other places did. The 
main airfield, thirty miles to the north, is still 
intact, as is the canal that runs fifty miles to 
the coast, bringing in cargo and sailors. The 
cana l, lIirfield, lind the rllilwllYs that run 
through the city ensure a constant, life·giv
ing flow of tourists and goods. 
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The soil around the city is red; as are 
many of the old clay buildinys to be found 
therein. Some of the newer concrete build
ings are painted red to match their earthen 
counterparts. Only the towers in the old cor
porate sector stand apart in their decaying 
trappings of western-style glass and steel. 
The Arabs weren't much for building up, so 
they built out. They still like to keep their 
houses and shops packed dose together, 
separated only by narrow walkways. From 
the air, most of the city looks like big, solid 
blocks with main streets running between, 
but it's really a maze of twisting side streets 
and tiny alleys full of shops and houses. 

[jj he city wasn't always huge; 
before the Arab Federate came 
into being, only a few hundred 

thousand people lived here, and very few of 
them were foreigners. Then, with the com· 
ing of the Light of blam, the corporations 
arrived. Few people remember why they 

came, butsomehow t he big multinats 
decided that there was money to be made 
here. The corporations needed people to 
exploit and so, lured by the promise of pay
ing jobs and a better life, the people came, 
leaving by the thousands thei r farms and 
goatherds. 

The city couldn't accommodate them 
all, so immigrants built homes outside the 
walls. At first there were thousands of hand
bUiltshacks, followed later by government
funded housing projects. The area became 
known as Hamidiyya, and it became home 
to most of the city's blue collar workers. It 
was a time of growth for the city and pros
perityfor its people. 

This Golden Age came to a rather 
abrupt end when the Arab Federllte splin
tered and the corporations pulled out, 
leaving no means of support for the huge 
popu lation . Overnight an en tire class of 
people found itself without jobs; a genera
tion of people who couldn't return to the 

ways of their parents. Hamidiyya soon 
became a run-down area with too many 
people and not enough money. Now, 
alm ost 300,000 people live here, although 
only about 40,000 have real jobs. Many 
live by begging, (or by any other means 
they can find). 



The residents of Hamidiyya don't hate 
the corporations for what happened to 
them; it was the will of God. This doesn't 
mean that they're at all satisfied with their 
lot. We.'>terners aren't very popular in this 
neighborhood. The police don't patrol it 
very much, m many things go on down 
there that nobody ever hears about People 
disappear; a body, living or dead, can com
mand a good price from the right buyer. It's 
also the territory of theJaish - the Citizens' 
Army, a gang of ultra right-wing thugs that 
likes to harass and beat up anybody it thinks 
deserves it. That usually means fo reigners, 
particularly Americans. Sometimes the Jai5h 

parades around the city in their grey uni
forms, calling for the removal of all non
Afilbs from the city. 

[jJ he oldest part of the city is the 
Medinah, the original core of 
the city, built around 1250 AD. 

The Medinah is a typical Arabic neigh bor
hood: a mixture of the residential and the 
commercial with little separation between 
the two. In this maze of crowded alleyways, 
merchants offer spices, candles, bolts of 
cotton and silk, domestic and exotic ani
mals, books, rugs, produce, and everything 
else. The squares are filled with storytellers, 
performers, water-sellen, beggars and 
sootruayers. 

Most of the businesses in the Medinah 
are organized into souks, open squares 
devoted to one type of business. Therc arc 
rug soub, spice souks, animal soub and so 
on. Restaurants and cafe.'> are not organized 
in souks, but are common in the squares. 
The Medinah is traveled almost exclusively 
by foot. Except for the main squares and a 
couple of large streets there just isn't cnough 
space for cars (or even scooters). 

Lhe Cop-po~ SUSINESS 
"'DISCP-1CC 

n the other end of the scale is the 
corporate busine.'>s district, a fif
teen block area just 50Uth of the 

amir'5 palace, and the home of the multi
nats. The area has become a sad parody of 
the western metropolitan ideal. The build
ings are hundred-story monoliths of tech
nology and flash. Some were thrown up 

by the Corp5; others by Arabs buying into 
the dream. Until the bottom fell out. Now 
about a quarter of these offices are empty 
and many of the others are filled with 
locals renting cheap. 

~ 
ack in the 14th ccnturythere were = only Muslim, Jewish, and Christian 
quarters in the city. All foreigners 

living within the city walls had to reside in 
one of the latter two areas. These districts 
were home to rich merchants, diplomats 
from foreign land~ and 50 on. As the cen
turies passed, more and more fo reigners 
from around the world camc to the city, 
bring ing with them a multitudc of lan
guage.'> and cultures. Many came to escape 
from something: political persecution, war
fare, pollution, boredom .... Many have 
concealed their true identities to protect 
themselves, and the foreign quarter is a 
dangcrous place to be poking around. 

The villa's here are still luxurious, with 
enclosed courtyards and fountains, hut the 
foreign quarter also shows the influence of 
its western re.'>idents: apartment buildings, 
superma rkets and shopping mall5. The 
main 5hopping mall i5 the Medinah 2000, a 
tacky, westernized imitation of the real 
Medinah, w ith open-air booths, neon 
signs, fast-food stands and glitzy shops 
offering western goods. It is unpopularwi th 
the natives, having none of the style or 
humanity of the original; no storytellel"'i, no 
familiar or enticing odors, no soothsayers. 
The only real similarity to the original is the 
high beggar population, but at the mall 
most of the beggars are westerners. 

"ChE NEW AmUSE(l")ENC 
"DISCRICC 

[iJ he New Amusement District is 
a park. area on the north end of 
the Boulevard il-Jameel (see 

below), next to the foreign quarter. Built by 
the multinats for their·employees, here they 
constructed western-style restaurants and 
arcades. Across the canal, the designers set 
sports and recreational parks for bocci, ten
nis, golf and other divcrsions. When the 
multinats left, local entrepreneurs took 
over. Now the restaurants have naked 
dancing girls to draw in customers and casl-

r UIIP1EII2 
nos have sprung up, much to the d isa p
proval of the imams, who tolerate the vices 
only as long as t hey remain in the walled 
quarter (one Budayeen is enough forthem) . 

~ 
ome of the more affluent and mys
terious foreigners own estates on 
the outskirts of the city. They like 

their privacy and have gone to a great deal 
of trouble to insulate themselves from the 
prying eye.'> of natives and foreigners alike.. 
Some of the.'>e men and women own busi
nesses within the ci ty; others have more 
suspect means of support. 

The two most luxurious estates belong 
to the men who unofficially run the city. 
The estate toward the center of the city 
(near the Christian quarter) belongs to 
Friedlander Bey. The house is a sprawling, 
th ree-story mansion with a private drive
way. It is surrounded by high, ivy-covered 
walls and large, well tended gardem with 
pools, fountains and date palms. Friedlan
der Beyvalues his privacy, and only a very 
few, select individuals have been allowed to 
visit his house. 

The second esta te belongs to Reda 
Abu Adil, Friedlander Bey's rival, and is 
located in H!lmidiyya, near the Medinah. It 
rivals the hou5e of Fried lander Bay in its 
opu lence, but it looks out of place sur
rounded by block after block of poverty. 

A third, less-lavish estate belongs to 
Herr lutz Seipolt (See People of the City). 
Herr Seipolt's estate is the IlIst outpost of 
civilization on the southeastem edge of the 
city; beyond his home lies only desert, but 
you'd never know it from inside its walls. 
Date palms and gardens surround him , 
brought grudgingly to life by an expensive 
irrigation system. Walls and guards keep 
uninvited individuals from en;oying the 
comforts of this private oasis. 

PLACeS "Co See 

A..Nb8E-SeE-N 

~ 
he Madrasa AI-Ahqaf (College 
of the Sand Dunes) is an Islamic 
univcrsity, and the largest in 

the city. Originally it was little more than a 
gathering of scholars who came together 
to keep alive the traditions of the Quran, 
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J
us! outside the eastern gate of the 
SUrlayeen lies the tree lined Boulevard 
il-J ameel. A spacious neutral ground 

separates the north-and southbound traffic. 
The center strip is-planted with several vari
eties 01 flowering shrubs. The re's always 
something in bloom. filling the air along the 
Douleva rd with sweet scents and distracting 
the eyes of p'assers-bv with startling colors. 
larks, warblers lind ring doves sing from the 
tops of the date palms lining the boulevard 
and from the roofs of nearby buildings. It is 
one ofthe preniestareas ofthe city. 

and to aid laymen with their duties to the 
church. But as the city grew, so did the 
5Chool. When the Arab Federate came into 
being, it computerized and updated the 
librarie5 in all the madraeas inside its bor
ders. Most of these schools suffered when 
the AF splintered, but not Illis one. It is one 
of the finest Muslim colleges still in exis
tence, attracting students from all over the 
Isla mic: world and the rest of the globe. 

The city also boasts the EI-Amir Hospi
·tal, one of the region's leading centers for 
implant research. The Arabs lag behind the 
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West in some technologies, especially 
cloning and transplants (orthodox Muslims 
still haven't accepted the ideas of clones; it's 
too close to playing God for them). Most of 
the people in the city can't afford top-notch 
orspecialized healUl care, so there are sever
al clinics set up around the city which offer 
basic health services at li ttle or no charge. 
The interns and nurses working at these clin
ics arc often still learning their t rade, (so 
even a simple blood testcan be a long 
ordeal), but it's better thiln no treatment at 
all. Daily the clinics are packed full of poor 
locals seeking treatment at all hours. 

Running north and south from the AI
Islam Square, dividing the city into the 
more traditional areas to the west and the 
newer, westernized districts to the east, is 
the Boulevard iI-Jameel. Lining the boule
vard are an assor tment of h igh-p riced 
shops and department stores se!ling Euro
pean clothing, the latest in e lectronic 
devices, and alm ost anything else that you 
might wan t from anywhere in the world. 
There are also expensive high-rise hotels 
li ke the Swiss-owned Hotel Pala zz o di 
Marco Au releo: twenty stories of g lass and 
steel and pastel-colored rooms with spec-

tacula r views of the nicer areas of the city. 
Of course, none of th e expensive guest
room windows face HSmidiyya. People 
don't want to look at that sort of thing. 

"CDE- BUbA..YE-EN 

[iJ he Budayeen is the part of the 
city most captivating to for
eigners. The Budayeen oper

ates (despite strict Islamic law) because the 
imams and the qadi realized that. although 
they might not be able to eradicale sin, they 
could at least contain it. The walls around 
the Budayeen were constructed to provide 
a moral lesson to the faithful. Since the 
Budayeen offers all the forbidden carnal 
pleasures of the world (alcoholic drink, for
nication, drugs), pleasu res that once 
indulged in there are often only two possi
ble outcomes, salvation or death. Reflecting 
this concept, there are only two gates to the 
Budayeen. The eastern gate faces religous 
remainder of the dty, and therefore repre
sents repentance and salvation, and the 
western gate opens into the cemetery. The 
symbolism is obvious, but those who fre -



quent the Budayeen don't seem to take the 
imams' lesson very seriously. 

l ots of the Budayeen's visitors like to 
foal themselves into believing that they're 
safe because the copshop is iust across the 
boulevard from the eastern gate. They're 
wrong; the cemetery at the opposite end 
of the Budayeen is full of the unmarked 
graves of people who thought that the 
police would come to their rescue before 
the lights went out. The three-story police 
building may be close to the Budayeen, 
but the cops are much more interested in 
containing the problems of the Budayeen 
than solving them. When the cops do 
come inside the walls, they stick to the 
street unless they're on a call. The police 
will help you after you've been victimized 
(if you're still alive), but there is little they 
can do to prevent something from hap
pening to you . Also, the local precinct is 
responSible for many more upscale areas, 
so you know where most of the patrols go. 

Stepping into the Budayeen is like step
ping into another world . Surrounded on 
threesidcs by twenty foot walls, and with no 
motor traffic allowed except for emergency 
vehicles, most of the rush and noise of the 
city is closed out. But for all that, Budayeen 
street life is as active as that of the Medinah. 
Street hustlers will try to sell you almost any 
kind of pleasure you can imagine, and 
guides will offer to take you to the best bars, 
gambling houses, or opium dens. Working 
girls will offer to fit you in as a 'date' .laugh
ter and music filter out of the open club 
doorways. Strangers to the Budayeen are 
reasonably safe as long as they don't stray 

off the main routes. If they start to wander 
down the sidestreeu or, Allah protect them, 
down any of the numerous back alley.vays, 
they may never see home again. 

The p rincipal walkway (called the 
Street) runs sixteen blocks straight through 
the Budayeen, from the east gate to the 
cemetery at the west end. For the first two 
or three blocks, the Street isn't too seedy. 
Open-air cafes line the sidewalks, and a vari· 
ety of legitimate shops can be found down 
the first couple of side streets. It's not until 
you go a little further that the real Budayeen 
reveals it5elf to you, starting somewhere 
between the third and fourth cross-streets. 
The hookers become more evident and the 
hotel signs start to advertise rates by the 
hour. Shops become less numerous and 
more suspect and clubs with neon signs for 
girls, gambling, and alcohol prevail. 

II F ranchyhasapolicyofnotkir
ing debs. G iris a ra all right 

. with him, and d~bs who've 
had their full changes, butthe ones stuck in de
cisively in the middle make him feol that they 
might get stuck in the middle of some other 
important transaction, an~ he doesn't wantto 
be held responsible. w -When GravityFaifs 

CLues AND snaps: SU)7INCj 
AND SE-LUNCj 

IN enE- 6U'DA.yeeN 

r. he first club you'll come to as 
you walk up the Street is Big 
AI's Old Chicago. The word on 

the street is that Big AI is a former Mafioso 
from Chicago. He keeps pictures of all the 
higgies on the walls: Capone, Dillinger, and 
lucky Luciano. He's even got a dart board 
with Elliot Ness' face on it (although few 
people recognize it). AI runs his own dis
tillery in the basement and there's a casino 
in the back room. The crowning attraction 
is an antique Thompson submachine gun 
mounted above the bar. Big AI once used 
the Thompson on a customer who 
expressed his dissatisfaction with a needle 
gun. Lots of westerners like to hang out 
here. They come in wearing their E.G. 
Robinson or limmy Cagney moddies and 
act tough. If you need some muscle this is a 
good place to start looking. 

The next club upthe street is Chiriga's. 
Located right at the center of the Buday
een, Chiri's is probably the best moddyclub 
inside thewalls. The locals have a saying: 
"The Budayeen hides from the light," and 
Chiri lives up to that statement verywt!ll; 
she keeps her club dark. The stage is well-lit, 
but that doesn't help the ill umination for 
the rcst of the room. The darkness is effec
tive in this dub. It makes the girls seem less 
predatory and it provides an atmosphere of 
mystery for the tourists. Of course, Chiri 
may be just keeping the light off any private 
business that may be occurring at any of 
her booths or tables. It's a good place for 
clandestine meetings. 

The third moddy club on the Street is 
Frenchy's. Frenchy Benoit has been running 
his club almost since before the walls were 
completed, and only Chiri's is as old. Frenchy 
charges a bit more for his drinks than the 
other dubs do, but he looks on itas insurance. 
And he doesn't allow debs- count on it. 
You're paying to be'in his dub with real girls, 
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not some guy who looks like a girl. None of 
the other dubs can guarantee the genders of 
their employees, but you pay for it here. 

The other two moddy clubs in the 
Budaye!"n worth mentioning are the Red 
light lounge and jo -Mama's. The Red 
light is probably the worst club in the 
Budayeen (if not the whole of the city). The 
liquor is watered, the place is a mess, and 
the girls are lowlifes. The place is a dive, one 
step up from the street. Violent incidents 
are common here. 

It's cheap, though. 
lo-Mama's is interesting because it 

caters to Greek merchant seamen, among 
others. If you need to contact someone in 
the shipping industry this is the place for it 
It is also a friendly bar; la-Mama will treat 
you as if she's known you for years, swap
ping jokes and telling stories all night long. 
Don't be deceived though, she'll hold back 
your change even if she ha5 known you 
since birth (she's a sly one).lo. Mama's is 
also unique in that it's the only place in tile 
Budayeen where you can really feel safe. 10-
Mama doesn't stand for any trouble in her 
bar. She's been known to prove that point 
by pulling out her needle gun when things 
get rowdy and blazing away until things are 
quiet again, one way or another. 

Not all of the establishments in the 
Budayeen run illegal activities . Many of 
them are completely legitimate, but would 
find life outside the walls difficu lt. The 
Transpex Arcade is a good example. At the 
arcade players use their corymbic implants 
to hook into a computer system and men
tally duel with each other at games of skill 
(see The TechnologyafWhen Cravity Fails for 
a detailed description). 

The Budayeen is a lso a good place to 
find surplus body parts at good prices. The 
Eyes of Texas, on First Street, is a good 
place to go if you need some new eyewear 
or eye-ware, and Electroniques over on 
Fifth is just the place for the enthusiastic 
hobbyist. If you're looking for something 
unique in the way of mod dies or daddies 
then lalla's down Fourth Street is the place 
for you. It may not look like much, with it5 
dirty windows, flickering neon sign and 
dusty, jumbled inventory, but this store is a 
treasure house. laila has, or can get, mod
dies and daddies of any type, !egal or not. 
She's also it whiz at building her own mod
dies. Many bootleg moddies are danger
ous and untrustworthy, put laila's have a 
reputation for reliability. 
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Magic is still a large part 01 the Arabic 

way of life. and thc Budayeen also has herb 
shops to cater to its witches. Most witches 
use potions and herbs, and there ilfe several 
see mingly innocent herb shops in the 
Budayeen which wou ld be shut down 
immediately jf they were any..vhere else. 

There are two kinds of Arab magic: 
501l0r, the Evil Eye, is purely sympathetic, a 
lot like voodoo. Sohordoesn't work well on 
foreigners; you have to believe in the 
witch's power before she can put a hex on 
you. Sula/ is the second type of Arab magic. 
It involves the use of drugs, and can there
fore affect anybody. Sukil practi tioners Ciln 
do just about anything with their drugs: 
make your hair fall out, make you impotent, 
or put you into il trance so they can plant 
.suggestions in your mind. 

Then there's the enigma of Hassan's. 
The casual bargain-hunter will be mysti. 
fied as towhat Hassan's shop actually sells. 
All that you're likely to see when you enter 
the shop is a young boy watching the 
doorway. This is because the shop is virtu
aUy empty. Since Hassan deals in every
thing, there is no reason for him to display 
his wares. Hassan can provide anything, 
from books and bombs to guns and mari
tal aids. But since his shop has only a limit· 
ed amount of space, it would be impracti
cal for him to try and keep one of every
thing on hand all of the time. If Hassan 
doesn't have what you're looking for in 
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stock he'll have it for you in a day or two at 
the most. Cash in advance only. Hassan 
also works for Friedlander Bey (Papa) as an 
intermediary agent. If y~u need to speak 
with Papa, or have a problem wit.h one of 
his people, you go to Hassan. 

The Budayeen also has shops that 
would be permitted outside the walls, such 
as rug merchants and smoke shops. It's the 
gOings-on in their back rooms that wouldn't 
be permitted outside the walls. Back alley 
opium dens, dice games, even cock.fight. 
ing arenas and slave markets can be found 
in some of the mOfe out-ol-the-way stores. 

any people actually live in 
the Budayeen. Most live in 
one of the several apart

ment buildings located toward the ends of 
the side streets. TIlese range in quality from 
reasonably decent to iust above the tene
ments in HlImldlyya. Where there are peo
ple living, there are grocery stores, a few 
small, family-owned places with the basic;. 
If you really need to stock up, go to the 
Medinah. There arc also plenty of people 
living on the streets of the Budayeen, sur
viving on their wits. These people sleep in 
back alleys and doorways, begging or hus
tling for money. 

NOLes 
ON e n€- c rc-y 

L 
he exact location of the ci ly is 
never revealed in Effinger's sto
ries. It's located somewhere in 

the vast Islamic world, between Moroco 
and Indonesia, fifty miles from a saltwater 
coastline. All areas included, it's approxi
mately 10 miles across and 20 miles long. 
Trying to put exact borders on it is difficult 
(And George wants it that way). 

POL1CICS 

L 
he ami, of the city,Shaykh 
Mahali, resides in the northern 
quarter with the government 

off1ces a few blocks south. The amir is a 
respected man doing his best to maintain 
some sense of identity for the government. 
The bureaucracy below him Is where deci
sions really get made. The City bureaucra
cy is a good place to have friends . Getting 
anything done is otheJWise almost impossi. 
ble. The loca l government is well aware 
that its powers have limits. These limits are 
defined by the interests and power o f 
Friedlander Bey and Reda Abu Adii. The 
dog knows where its leash ends. 

N€Kjh80jl,.hOODS 

L 
he City is typical of this area; 
principally Muslim but with afalr 
number of Christians and Jews. 

Old, but having recently expanded, the city 
consists of a sprawl of diverse and distinct 
neighborhoods. Maghrebi, Berber, Bedouin 
and other cultures can be found. One minute 
you may be strolling in the fellahin neighbor. 
hood, the next in the affluent sector, sturn· 
bling over the Christian quarter in·between. 
Fellahin neighborhoods arc usually winding 
mazes of narrow streets with market places, 
small mosques, and multi.storey houses run
n Ing together. Hllmidiyya is worse: 
ramshackle houses leaning against each 
other to keep from falling into the streets, 
and people whose lives revolve around get
ting tlleir next meal and staying alive. 

Rasmiyya is a middle class neighbor. 
hood with a more modern feeling to it than 



the traditional older areas. Successful lami
li~ live here, sampling the lu xu ries of the 
West while tryi ng to ho ld true to the Five 
Pillars of Islam . Cops try to keep this place 
safe and quiet; these people are the taxpay
ers. The Rasmiyya area borders the Corpo. 
rate Business District, and is populated by 
people who still cling to the remainder of 
the corporate pr~ence. 

The Hoffo·o·Kholo (Edge of the Wilder
ness), on the eastem edge of the city, is sim· 
ila r to Rasmiyya but not quite as upscale. 
You'll fi nd more people of the true faith and 
a lot mo re sa nd . Some wealthy people, 
such as lutz Seipolt, live here lor the relative 
solitude. The western part of the city has 
many of the industrial areas, most aban · 
doned now that the corporations have 
moved el5ev-.there. The docks are here, rub· 
bing up against Hllmidiyya and the Medi· 
nah. Not many cops, but a lot of security 
guards with itchy trigger fin gers, and peo
ple looking for quick kiam, maybe yours. 
Walch your back. 

I eel and scoote~ are the two most 
comm on ways to get around . 
There are also electric taxis and 

parallel to the canal, and barg~ run con-
5tantly up and down the canal itself. The 
meet5 are narrow and confU Sing, and most 
are accessible only to foot traffic. 

Public transportation is almost nonexis
tent. Buses only go In and out 01 town from 
the terminal on the north end of the boule
vard. Airliner.; and sub-orbital shuttles leave 
via the airfield thirty miles north of the city. 

PU8L1C Sell-VIces 

H05pitals: Th e EI-Ami r Hospital Is the 
largest, but seve ral clinics are spread 
through the Rasmiyya and fellahin quarters. 
See the Technofogy section for details on 
medicine and enhancement. 

InfonnatJon: Use you r phone to call into 
the city phone net. Public info is accessible 
there, but it's mostly dull, useless stuff for 
Ioumts. Still, it can be a help if you're lort. 

Police: There are two police forces in the 
city: the real cops and the Mutosib (the re ll
gious police). The real cops do an okay job 
of keep;ing the streets of the better neigh 
borhoods safe. The rest of the city is pretty 
much on its own. Cops are usually seen in 
two-man patrol Car:5 orwalking the beat the 
o ld -fashioned way. They run the gamut 
from corrupt bullies to devout Muslim pat
adins. ln emergenci~ they can call out an 
impressive arsenal, but they prefer to use 

bike rikshaws which can get you to most .; 
places. Horse·cabs are a q uaint hold-over 
from the past, popular with the tourists and 
priced accordingly. A freight railroad runs 

tllllPTEIl2 

T he Rasmivva is the part of the city 
most like Night City, with corporate 
trappings and mj~dl8 c lass resi· 

dents. You can use the Night t it\' encount8r 
tables here, with a linle cultural modification 
to account for things such as fore igner-bash
ing and religiousfundamentatists. 

non·lethal (if no t necessarily pai nless) 
means to end arguments. 

The (lAutasib, while unofficial, Is a rec
ognized power_ The Mutasib monitor the 
religious practices of the Muslim populace. 
While gene rally unarmed, they have the 
ability to close businesseli, charge lines ilnd 
ostracize people. Few are corrupt, but their 
fanat icism is far more annoying than any 
corruption. They are ~pecially busy during 
the holy month of Ramadan. If you' re a lor
eigner, watch yourself. 

CDE

UNbE-R\,VORL'O 

~ 
Ithough located in the "Third 

~ World," the city has had enough 
contact with "modern~ society 

to have a real conglomeration of interests, 
not the least 01 which is organized crime. In 
this industry, two individu als of particular 
interest have chosen this city as their home. 
Two people whose influence extends far 
beyond the city itself. 
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I 
l=JlJE'DLANDEJ2- Bey 

riedlander Bey, or Papa as he is 
known on the Street, is one of the 
two men who rcally control this 

city. Everyone in the Budayeen works for 
Papa, as do many people in the rest of the 
city. He owns most.of the dubs, brothels, 
and coohhops in the Budayeen, and a fair 
number of establishments outside of it. At 
least Papa's fair about it. It's perfectly all 

right with him if you want to run your busi· 
ness on your own. As long asyou don' t 
bother him, he won't bother you. But most 
of the independent operators end up work
ing for Papa eventually. He offers a lot of 
incentives, and as long as he gets his cut he 
really doesn't care what goes on in your 
back room or what you sell. Around the 
Budayeen they say Papa doesn' t just have 
connections, he;s connecUons. 

REbA. ABU .b..blL 

ike all businessmen, Papa has his 
competition. Papa's competition is 
Reda Abu Adi!. Abu Adit runs 

Hamidiyya, on the far side of the city from 
Papa's domain. He owns most of the tene
ments in the area and keeps conditions just 
above those on the street. People wi ll do 
anything for money in H3midiyya and that 
suits Abu Adil justfine. He's actively involved 
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in slave-trading, protection rackets, prosti
tution, gambling, money-laundering, 
counterfeiting and any other crime that 
turns a profit. There's no room for competi. 
tion in Abu Adil's domain; either you work 
for him oryou don't work at all. Abu Adil 
simply removes any thorns in his side by 
pruning them off the bush. He'll usually tell 
you what you're going to do for him, too. It 
doesn'tdo to have too many opium dens in 
one area. It has also been noted that the 
jailh, once a completely independentorga
nization, has increasingly become a gang of 
enforcers under Abu Adil's control. 

-C::hE- p..e-LAtlONSnlp 
8E-"t\.VEE-N PAPA. AND ASLI 

"-OIL 

~ 
either Papa nor Abu Adil have 
much to do with the daily run
ning of their businesses. They 

oversee, coordinate, and plot. Most 01 the 
actual busines:;; is handled by intermediaries 
such as Hassan the Shiite in the Budayeen, 
Lutz Seipolt in the export business, and the 
Jailh in the enforcement racket. They in 
turn arl'! Sl'!rved by various underlings who 
arl'! in turn Sl'!rvro and so on down the line. 
Ultimately, the dirty work is usually done by 
someone who could never be traced back 
to Papa or Abu Adi!. They are careful to 
remain above sUlpicion and see that they 
are never directly connected with anything. 
If the authorities could connl'!ct Papa or Abu 
Adil to many 01 the gOings-on in Hamidiyya 
or the Budayeen, it would certainly mean 
exile for the guilty parties. Both men have 
representatives within the police force to 
see that any incriminating I'!vidence is lost 
or destroyed. No one on the streets would 
risk Ole wrath of either one by informing. 

On the surface these two men would 
simply seem tc? be local crime lords, but the 
criminal activities of Oleir associates are just a 
small portion of their empires. Their real 
wealth and power comes from thl'!ir other 
business: infonnation brokering . In this ever· 
troubled world, nations are in a constant 
state of flux due to revolutions, coups, inva
sions, and 50 on. Govemments change on an 
almost daily basis. Papa and Abu Adil havl'! 
taken upon Olemsdves the monumental task 
of keeping track of who ru les what, who 
works fo r whom, how many people live 
where, and where the borders are redrawn 
each day. Theysell this information to the 
various nations and leaders of the world that 

require it. PaymeIlts for these services are not 
always cash. The m ore powerful nations 
often pay in goods, services, and favors. 
Favors like this mean immense power. 

Outwardly, the two homl'!s maintain a 
cordial and friend ly relationship. Open war
fare and competition between Papa and 
Abu Ad;! for information sales has been 
avoided by means of an agreement which 
splits the world in two. Nations in an area 
falling under the jurisdict ion of one are no 
business of the other. The Muslim world in 
Af rica is divid ed along t h e Sahara. Of 
course, each individual keeps track of every
thing anyway, just in case the competition 
d::appea rs. If a representative of some 
nation or power approaches the wrong 
house for aid, he will be kindly di rected to 
the competition. The two houses are not 
overly concerned with each other's hold
ings in the city, because their real wealth 
lies elsewhere. Even though the two houses 
have a working business arrangement, they 
arc each plotting the demise of the other; 
Abu Adil because heis greedy, Papa because 
he knows he must deil l with Abu Adil soon
er or later. Actions against one anoOler are 
subtle, but nevertheless designed to disrupt 
the smooth running of business. Shipments 
are often lost or hijacked by "reactionary 
forces, II satell ite communications are gar
b led or lost completely due to malfunc
tions, and neither man is above supporting 
revolutions with in the other's sphere of 
influence just to make his job that much 

m ore diHicult. From time to time even the 
corporations have been manipulated to 
good effect. 

ocnE-~ L1N"DE-~WOP-L"D 

C;P-OUPS 

part from the Jaish there aren't 
any gangs per le. There are a few 
small groups of thieves and mug· 

gef5 around the city. Mostly they wi ll work 
independently and then pool their hauls. 
Most of these tough guys stick to either 
Hamidiyya or Ole Budayeen. Then there are 
the smugglef5. Smugglers sometimes work 
for one of t he big houses, but mostly they 
like to work on thei r own for smaller inter
esls. Hassan uses these men all the time. 
The City beggars often work in g roups, 
hoping to increase their take. They can be 
found throughout the city; from the Medl· 
nah to thl'! BudaYl'!en. 
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C 
he following are key characters 
from the novel and important 
people in the city and the Buday

een. Some of the people lis ted in this section 
il re placed in new character classes. These 
individuals have new skills and special abili
ties listed in bold type. There are detailed 
descriptions of new skills and das.se5 in the 
Adventuring in fhe 23rdCenlurysection. 

Marid Audran: Private Investigator 

INT 7, REF 6, COOL 6, TECH 4, ATIR 7, 
LUCK 7, MA 6, EMP 7, BODY 6 

Research +4, Awareness +5, Interview +4, 
Handgun +2, Brawling +6, Human Percep

tion +3, Streetwise+8, Shadow +4, Intimidate 
+3, Persuasion and Fasl Talk +7, Social +5, 
French +4, English +'. Greek+l. Dodge +4, 

Drive +2, Wrestling +5, Disguise +6, Manual 
Computer Use +3, Urban Survival +3 

Cyberware: see below. 

Marid Audran is the principal character of the 
When Grovity Foils series. Al l of the other char
acters relate to him in one way or another in 
the course of the book. For game purposes he 
can be treated nke any other NPC. 

Marid's name means "sickness," fol
rowing an ord Arab superstition that nam
ing a child after a particular misfortu ne 
will wa rd off the actual occurrence. He 
was born in Algiers, the illegitimate son of 
a French sailor and an Algerian prostitute. 
His family backg round made for a tough 
upbringing. Fed up with his lot in life, and 
afraid that h is mother might sell him as 
she did his brother, Marid ran away to the 
city in his late teens. He made his living on 
the street by hustling for every kiam he 
could get his hands on . Over time, he 
gained an intimate familiarity with the 
Street and the Budayeen . With a quick 
mind and a little muscle, he's moved up 
since first arriving in the City. Marid now 
works as an investigator of sorts. If you've 
got a problem that the police can't help 
you with, Marid will help you out discreet
Iy and for a fair price. 

('III/PTEIl2 

MarTd has always been proud of the fact 
that he's never been wired. He likes the Idea 
that with his unaltered brain he can best any 
chipped -in punk in the city. He also scorns 
guns . Marid, although not a complete 
junkie, is addicted to several of the various 
drugs which are available on the street He 
USei them to give him an edge and make life 
in a rough area a little more tolerable. Marid 
is frequently on some kind of pill-usually 
more than one kind at a time. 

Du ring When Gravity f aifs Marid does 
get his brain wired, courtesy of Papa. Miirid's 
posterior implant is completely convention
al. It is his anterior implant that is unique. 
With it he can use daddies which affect sev
eral more specialized diencephalic struc
tures. He has chips to block out disturbing 
visual, audible, and tacti le signals. He is also 
able to control, augment, or override most 
of his other bodily functions, giving him the 
power to indefinitely suppreH hunger and· 
fatig ue. These chips give Marid an advan
tage, but they have limita tions. He can't 
struggle on with one leg shot off, and if he 
ignores hunger and fatigue signs for too 
long, his bodywiIJ just shut down. The main 
d rawback is that once he unplugs one of 
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these chips, the sensations that have been 
bypassed hit him all al once. This can be a 
traumati c and painful ellperience (see 
Advanced Cortical Implant Surgery in the 
section The Technology of When Gravity 
Foils). Papa also had the pain center of 
Mand's brain wired. This has two uses. First 
to ensure Marid's loyalty. Second: if Marl'd 
wishes, he can plug in a special Black chip 
which stimulates his pain center, turning 
him into iI raging, unstoppable creature of 
destruction. Marid uses the Black chip only 
once in the course of When Gravity Fails and 

will not willingly use it again. When using 
Marid as an NPC the referee can decide to 
use him either before or after he was wired. 

Lt. Okking: Cop 

INT 9, REF 8, COOL 7, TECH 4, ATTR 6, 
LUCK 5, MA 6, EMP 7, BODY 6 

Authority +5, Awareness +5, Handgun +6, 
Human perception +4, Athletics +3, Educa
tion +4, Brawling +4, Melee +4, Interroga
tion +4, Streetwise +4, French +4, Arabic 
+2, Driving +4, Weaponsmith +3, Shadow 
+3, Accounting +4 

Cyberware: none. 

Lt. Okking originally came from one of the 
now dilapidated and bankrupt European 
countries. In the city, he is in charge of the 
affairs of the Budayeen. He's a good cop 
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with an impossible job to do, so he lets most 
of the crime in the Budayeen go. Only when 
a crime is too heinous to be ignored does he 
go into action. Okking does a pretty good 
job of keeping a lid on things because he has 
a knack for getting along with the innumer
able squabbling factions residing under his 
jurisdiction. Almost everyone in the Buday
een has a reason to either hate, fear, or dis
trust police, but they all agree that Lt. 
Okking is all right (for a cop). Unknown to 
his superioo:, he has performed services for 
various foreign powers with interests in the 
city. This doesn't mean that he's on the 
take; it's just that he knows that these pow
ers are going to do whatever they want and 
it's be5t all around if he can make it easier for 
them to accomplish their goals without dis
rupting daily city life or resorting to murder. 

Sgt. Hajjar. Cop 

INT 7, REF 8, COOl6, TECH 4, ATTR 4, 
lUCK 6, MA 6, EMP 6, BODY 5 

Authority +3, Awareness +4, Handgun +5, 
Human Perception +3, Athletics +4, Educa
tion +3, Brawling +5, Melee +5, Interroga
tion +5, Streetwise +6, Forgery +4, Intimi
date +4, Pick Pocket +4, Pick lock +5 

Cyberware: none. 

Originally from Syria, Sg1. Ha jjar had along 
arrest record in his native country, every-

thing from petty theft to assault and bat
tery. Hajjar is what most people in the 
Budayeen think of when they think of cops. 
A swaggering, overbearing, tin-starred 
punk with a license to blast away whenever 
he likes. He particularly enjoys hassling 
Arabs who are inattentive in their spiritual 
duties, which means practically everyone 
in the Budayeen. His psych fi le states that 
he is not to be trusted; he's been suspected 
of sm,uggling drugs and money into pris
oners, and he's been investigated in con
nection" with the disappearance of a good 
deal of confiscated property. Ha jjar is prob
ably profiting from his position on the 
force by selling his influence to private citi
zens or criminal organizations. He is cer
tainly not above extortion, ra cketeering, 
and conspiracy. Currently Sgt. Hajjar is 
employed by Friedlander Bey to monitor 
the activities of the police with regard to 
his operations inside the Budayeen. 

Friedlander Bey (Papa): Corporate/Fixer 

INT 9, REF 5, COOL 8, TECH 3, LUCK 9, 
ATIR 5, MA 4, EMP 7, BODY 6 

Reliources +9, Awareness +7, Human Per
ception +8, Education +7, l ibrary Search +3, 
Social +9, Persuasion and Fast Talk +9, Stock 
Market +7, WlIrdrobe +7, Personal Groom
ing +7, History +8, English +7, German +5, 
French +5, Japanese +4, Expert: Islam +7 

Cyberware: none. 

Theword on the Street is that Friedlander Bey 
might be as much as two hundred years old. 
He has an archaic sense of what is honor, what 
is business, and what is loyalty. He dispenses 
his favors and punishments like a local god. 
You don't want his disapproval. Papa never 
forgets anything. If need be, he hires other 
people to carry his grudges for him. He's a 
pious Muslim, there are ff!W other men assin
cere in their beliefs or as glad to meet their 
obliglltions to the teachings of the Quran, but 
he can be harsh and even cruel at times. Papa 
believes that, now that theWest is weakened, 
it is a time for Islam to complete the conquest 
that it began so many centurie:; before. Jihad, 
the holy war. To this end, Papa will lend sup
port to both sides of struggles which seem to 
have no bearing upon him or his empire. 
These conflicts serve to further weaken the 
infKlel, and he uses his payments to strength
en his forces for when theJihadbegins. 



Habib & l ablb, th~ Ston~ That Speak: Solo 

tNT 5, REF 9, COOL 10, TECH 4, LUCK 6, 
ATTR4, MA6, EMP3, BODY 10 

Awareness +4, Handgun +5, Brawling +6, 
Melee +5, Wrestling +5, Rifl@+3,Athletics 
+4, SMG +3, Stealth +3, Combat Sense +4, 
Endurance +7, Strength Feat +8, Intimidate 
+9, Driving +4 

Cyberware: none. 

What can be said about pillars of sandstone 
that walk and spellk? These two huge, 
intimidating men have been with House 
Bey for their entire lives. Serving as Fried
lander Bey's bodyguards, they <Ire <llways 
at lellst within earshot, if not actually in the 
presence of their master. For aU intents and 
purposes, Habib and lllbib are identical, 
although no one knows if they are twins, 
clones, or have b~n biosculptcd to appear 
alike. They will each respond t o ei ther 
name. They are terse, generally limiting 
themselves to o ne word com mands like 
"come~ o r "si t. " People listen to these 
command s Uke they were the words of 
Papa himself. It's the only healthy attitude. 
Nobody can remember a time when Papa 
was without these two. 

Hassan the Shltte: Fixer 

INT 9, REF 8, COOL 6, TECH 4, ATTR 6, 
LUCK 5, MA 5, EMP 5, BODY 4 

Streetdeil l +8, AWilreness +9, Forgery +4, 
Handgun +3, Brawling +3, Mel@@+3, Pick 
lock + 1, Pick Pocket +1, Intimidate +6, Per
suasion and Fast Talk+7, Social +5, Periorm 
+5, AC(Qun.ting +4, Education +4 

Cyberware: none. 

Hassan w()(ks as an intermediary for Fried
lander Bey. If you want to talk to Papa, you 
til lk to Hassan first. Most bus iness with 
Papa is handled th rough Hassan, unless 
you are 01 sufficient social standing to rate 
an audience with Papa himself. Hassan 
serves as an arbit rator, settling disputes 
between people who are indirectly 
employed by Papil. Hassan also runs a shop 
on th@Streetwhichdealsineveryconceiv
able commodity. A short, plump man in his 
fifties, Hassa n is very courteous. but. he 
exploits his favored position to no end. Not 

being a particu larly brave man, Hassan 
prefers t o leave violence and action to 
those better suited to it; however when it 
comes to intrigue in the smoke-filled back 
rooms of the Budayeen, nobody can match 
him. Hassan is abo something of a hyp
ocrite. He claims he witl no t use brain 
implants for religious reasons, but h e is 
known to the police to be a pederasl 

Re fe ree Note: If you've read th e book, 
then you know that Hassan also is a sadis
t ic murderer who likes to use a vicio us 
"black moddy" on his wired victims while 
tor turing them. He com mits II s@riesof 
murders for fo reign powers In When Gravi· 
ty Fails. He is shrewd, and conceals his per
versions well while abusing his position In 
Papa's organization. 

Yasmin Nablusi: Stripper 

INT 7, REF 6, COOl5, TECH 4, ATTR 9, 
LUCK 6, MA 6, EMP 8, BODY 7 

Va m p+7, Seduction +5, P@rsuasionand 
Fast Talk +4, Dance +6, Streetwise +3, Per
form +5, Personal Grooming +6, Wardrobe 
+5, IntetView +5, Awareness +4, Handgun 
+2, Brawling +4 

Cyberware: corymbic implant with sev
era I language daddies and sexually ori · 
ented mod dies. Also a perfect sex 
change body. 

t'1I11PTER 2 
Yasmin is Marid's sex-change girlfriend. 
She has one of those perfect bod ies that 
you can buyout of a catalog, but her long, 
straight, black hair is original equipment 
She has the characteristically large hands 
and feet that most male-to-female sex· 
changes do. Yasmin wor~ as a dancer at 
Frenc h y's. She is famous around the 
Budayeen for being lale for almost every
thing, including work. She's not lazy, she 
just lov@stosleep. Frenchy fines her fifty 
kiam every time she comes in late, but she 
doesn' t care. As one of the best hustlers on 
the Street, she can make the money back 
in no time. Yasmin likes her boyfriend to 
act like he is in a Bogart fi lm, with a Bogart 
moody if at a ll possible. Yasmin is also a 
firm believer in the I Ching. She carries a 
small / Ching machine with her which she 
consults whenever life becomes too weird 
for her. 

lalla: Techie 

INT 7, REF 5, COOLS, TECH 9, ATTR4, 
LUCK 6, MA 5, EMP 4, BODY 4 

Jury Rig +3, Awareness +4, Basic Tech 
+4, Cybertech +5, Teach ing +2, Educa
tion and General Knowledge +5, Elec 
tronics +5, Modu larTech +6, Electronic 
Security +3 

Cyberware: corymbic implant. 
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To quote Marid: "Laila is a twitchy old 
woman who had one of the first brain 
implant jobs performed all her. Eitherthe 
surgeons missed what they were aiming for 
slightly, Of else she had alwiI)'!i madeyou feel 
like getting out of her presence as quickly as 

possible. She has long. straggly grey hair; 
bushy grey eyebrows; yellow eyes; bloodle.\S 
lips and depopulated jaws; black skin, scaled 
and scabrous, and the same crook~, clawed 
fingers that a witch ought to have; and she 
can't talk to you without whining. She i5 can
stantlywearing one moddy or another, 
which is fortunate because bet own person
ality is unbl"arable. But even so, her own per
sonality sometimes leaks through whichever 
moddy she happens to be wearing at the 
time.u 

But despite her personality flaws, l aila 
knows her business. If you're looking for a 
specific type of moddyor daddy, she knows 
just the one. If your favorite moddy is bust
ed, she can fix it. 

Fuad iI-Manhous: Pest 

INT 3, REf 4, COOL 3, TECH 2, ATIR 3, 
LUCK 2, MA 8, EMP 4, BODY 4 

Awareness +3, Human Perception +2, 
Urban Survival +7, Simper +8, Brawling 
+2, Stea lth + 1, Shildow + 1, Social + 1, 
Education +2 

Cyberware: corymbic implant. 
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Fuad's name actually means something 
along the lines of "the chronically unlucky." 
He doesn't mind his nickname much 
though-it brings with it a kind of notori
ety. Fuad lives by his wits (which means he 
barely geu by most of the time) and his 
ability to make others take pity on him. But 
he does this in the most annoying way pos
sible, so most people don't like him very 
much. Constantly under foot, he is used by 
almost everyone in the Budayeen to run 
and fetch . This is usually done not because 
people really need it done, but because it 
keeps Fuad out of their way. Fuad has a 
weakness for black strippers, and on those 
rare occasions when he has money he can 

usually be found in one of the dubs, sitting 
with one such girl who will invariably trick 
him outof all his cash. 

Chiriga (Chin): Fixer 

INT 8, REF 7, COOL 7, TE.CH 3, ATTR 6, 
LUCK 7, MA 6, EMP 7, BODY 6 

Streetdeal +3, Awareness +5, Forgery + 1, 
Handgun +3, Brawling +3, Melee +3, Pick 
lock + 1, Pick Pocket +2, Intimidate +4, 
Persuasion and Fast Talk +5, Accounting 
+4, Human Perception +4, Arabic +6 

Cyberware: corymbic implant with reflex 
daddy. 

Chiri owns a dub on the Street called Chiri
ga's. She is a tall, formidable black woman 
with skin tattooed with the traditional 
markings of her people. Her shrewd eyes 
don't miss a thing that goes on in her bar or 
on the Street. When she smiles she reveals 
her teeth, which have been filed to points in 
the fashion of cannibals. 

To quote Marid:"Chiri doesn't have 
much patience for the crowd which she 
caters to. Her philosophy is that some
body has to seU them liquor and drugs, 
but that doesn' t mean she has to socialize 
with them." 

Chiri has an interesting philosophy 
when it comes to using moddies . She'll 
often wear daddies out in public (account
ing, language daddies, etc.), but she will 
never wear a moddy outside her own 
home. She feels that if she wants to alter her 
personality that's her business, and she 
won't inflict it on anybody else. She wishes 
that a lot of other moddles had the same 
sort of philosophy. 

Indihar: Stripper 

INT 7, REF 6, COOL 6, TECH 4, ATTR 8, 
LUCK 7, MA 7, EMP 8, BODY 5 

Va mp +5, Seduction +4 , Persuasion and 
fast Talk +4, Dance +7, Streetwise +3, Per
form +6, Personal Grooming +4, Wardrobe 
+5, Interview +5, Awareness +6, 

Cyberware: none. 

Indihar is a dancer working the dub circuit 
in the 8udayeen. She is currently employed 
at Chiri's . She is unusua l on the Street 
because she is a natural, unmodified 
woman and she's not wired. Most of the 
other dancers on the Street are synthetic 
hustlers using moddies to customize their 
personalities for their clients. One moment 
they're soft and erotic (Honey Pilar), the 
next they're cold and foulmouthed 
(Brigitte Stahlhelm). It a ll depends on 
which personality they have chipped in at 
the time. But lndihar makes her living with 
her own personality. This can make work
ing in the Budayeen moddy bars a little 
tough, but Indihar succeeds because 
many customers find an extra attraction in 
the rarity of an unmodified body and per
mnality.lndiharwas raised in a traditional 
Egyptian home, and she considers herself 
a good Muslim woman despite her occu 
pation. She is a devoted wife and mother 
and has never been unfaithful to her hus-



band; she dances, and hustles the cus
tomers, but she won't sleep with them 
and she doesn't drink alcohol. 

Saled the Half-Hajj: Fixer 

INT 6, REF 7, COOL 7, TECH 5, ATIR 7, 
LUCK 7, MA 7, EMP 6, BODY 6 

Streetdeal +4, Awareness +6, Forgery +3, 
Handgun +4, Brawling +5, Melee +5, Pick 
lock +3, Pick Pocket +4, Intimidate +3, Per
suasion and Fast Talk +7, Hide/Evade +3, 
ShadowfTrack +3, Dodge/Escape +5, Driv
ing +3, Stealth +4, Wardrobe +4, Personal 
Grooming +S 

Cyberware: corymbic implant. 

Saied is Marid 's best male friend in the 
Budayeen. He iscalled the Half-Hajj because 
he is excessivciy scatter-brained. Hajj is the 
title that one obtains by completing the 
pilgrimage to Mecca. Saied only made it 
about 500 miles towards the Holy City 
before he s tarted home with a brilliant 
money-making scheme whIch he couldn't 
remember once he got back. Saied is strict
ly homosexual and will not allow himself to 
be seen in the company of women, natu
ral- born, surgica lly modified or created. 
Careful of his appearance at al l times, he is 
particularly proud of his mustache. Saie'd 
usually wears his favorite' moddy: The Man 
of Action, which turns him into the strong 
silent type'. He also feels that it is beneath 
him to work for a living and so he is con
stantly looking for ways to make money 
with little' or no e'ffort. 

Jacques: Fixer 

INT 6, REF 6, COOL 5, TECH 4, ATIR 6, 
LUCK 5, MA 6, EMP 6, BODY 6 

Streetdeal +4, Awareness +4, Forgery +5, 
Handgun +4, Brawling +4, Melee +3, Pick 
Lock +5, Pick Pocket +6, Intimidate +3, Per
suasion and Fast Talk +7, Gamble +2, 
French +5, English +5 

Cyberware: corymbic implant. 

Jacques is a Moroccan Christian who feels 
that he is better than m05t people in the 
Budayeen because he is three-quarters 
European. This, combined with his smug 
heterosexuality, makes him somewhat 

unpopular with almost everybody. Jacques 
makes his living through thievery and hus
tling. Hewill often offer himself to unsus
pecting tourists as a guide to the Budayeen_ 
He will then offer to get them in on some 
"deal" that would set them up for life. As 
soon as the suckers part with their money, 
Jacques becomes very scarce indeed. 

Mahmoud: Fixer 

INT 7, REF 6, COOL 8, TECH 4, ATTR 6, 
LUCK 6, MA 6, EMP 5, BODY B 

Streetdeal +4, Awareness +3, Forgery +3, 
Handgun +4, Brawling +6, Melee +5, Pick 
Lock +3, Pick Pocket +3, Intimidate +5, Per
suasion and Fast Talk +4, Gamble +4, Social 
+4, Dance +4, Seduction +3, Wardrobe +3 

Cyberware: corymbic implant. 

Mahmoud completes Marid's circle of male 
friends. Mahmoud started life as a doe
eyed, slim-hipped dancing girl named 
Misty. A post-op deb, he is now short, 
broad and mean. Some believe that Mah
moud works as a strong arm for Papa. 

C 
ami, Devi, and Selima aren't 
really sisten. Theywenm't even 
born girls. They afe three sex

changes who came from va rious parts 01 
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the world. Although the sisters look differ
ent, they all have huge breast implants and 
wear thin black pullovers, tight leather 
skirts, and black spike-heeled shoes when 
they work the stree ts. The Sisters have a 
reputation for being independent opera
tors and they take care of themselvcs. They 
supplement their prostitution income by 
working for Papa from time to time as his 
assassins, but they keep this connection 
secret. The sisteo: are all murdered in When 

Gravity Fails. 

Cyberware: AI! of the Sisters have had one 
salivary gland replaced with a poison sac 
containing a lethal neurotoxin. The pOison 
is introd uced to a victim's blood stream by 
means of a hollow tooth, which can be 
capped or uncapped as needed . The poi
son is harmless if swallowed. 

Selima, Black Widow Sister: Solo 

INT 7, REF 6, COOL 6, TECH 3, LUCK 6, 
ATTR 8, MA 7, EMP 7, BODY 6 

Combat Sense +3, Awareness +6, Handgun 
+3, Brawling +4, Melee +4, Rifle + 1, Athlet
ic.s +3, SMG + 1, Stealth +4, Seduction +7, 
Wardrobe +5, Intimidate +3, Streetwise +7, 
Urban Survival +3, Martial Arts: Karate +3, 
Social +3 

Selima is native to the city. When notwork
ing the Street, she has the demeanor of a 
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typical middle dass Muslim woman, wear
ing a vei l and a hooded cloak as bents a 
woman in Arab society. Something"of an 
enigma, many denizen's of the BL;Jdayeen 
wonder how she can r('(oneile her prostitu
tion with her Islamic faith. Easily the pretti

e~l of the three, she is also the least littered 
by her surgery. Selima's name means 
"peace. H She is the quietest sister, avoiding 
unnecessary violence. Make no mistake 
however, she can take care of herself. 

Tamiko, Black Widow Sister: Solo 

tNT 5, REF 8, COOl8, TECH 4, ATIR 6, 
LUCK 6, MA 6, EMP 5, BODY 7 

Combat Seme +6, Awareness +5, Handgun 
+4, Brawling +5, Melee +5, Rifle +4, Athlet
ics +5. SMG +4, Slf'alth +5, Seduction +3, 
Wardrobe +3,lntimidate +7, Streetwise+4, 
Martial Arts: Aikido +7, Personal Grooming 
+4, Social +5 

For som@on@whowasn'tbornan Oriental, 
let alon@f@mal@, Tamiko plays the part of a 
geisha assassin well. She is fond of kimonos, 
traditional white-face make-up and geisha 
hair styles. Moody and silent, she keeps to 
herself. She enjoys her privacy and wiJI 
soundly b@atthos@whodisturbit. Tamiko 
loves@l@dronickotomusicandplaysitloudly 
over her sound syst@mmuchtothedismayof 
her neighbors. Nobody complains. Tami is 
the most violent of the three sisters, and she 
has a reputation for being just plain nuts. 

Devi, Black Widow Sister. Solo 

INT 6, REF 5, COOL 6, TECH 3, LUCK 6, 
ATIR 6, MA 5, EMP 6, BODY 6 

Combat Sense +3, Awareness +6, Handgun 
+3, Brawling +5, Melee +5, Rifle +1, Athlet
ics +4, SMG +', Stealth +6, Seduction +5, 
Wardrobe +4, Intimidate +4, Streetwise +3, 
Urban Survival +4, Martial Arts: Aikido +3 

Devi is a refugee from Calcutta who came to 
the city soon after her sex.change. She used 
her operation to accentuate her East indian 
heritage and bears a caste marX on her fore
head (although she is not entitled towear it). 
When not wearing the unifonn of the sisters 
she is fond 01 bright silk saris in the fashion of 
tr.:aditionallndian women. All things consid· 
ered, Devi is probably the most normal of 
the sisters. Neither too reserved nor prone to 
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excessive violence, Devi has a reputation 
around the Budayeen for being the easi~ of 
the sisters to deal with. 

Abdoulaye Abu-Zayd: Fixer 

INT 6, REF 6, COOL 5, TECH 3, ATTR 5, 
LUCK 6, MA 6, EMP 5, BODY 8 

Streetdeal +4, Awareness +4, Forgery +2, 
Handgun +4, Brawling +5, Melee+3, Pick Lock 
+2, Pkk Pocket +2, Intimidate +7, Persuasion 
and Fast Talk +5, Social +2, Gamble +3 

Cyberware: none. 

Abdoulaye is a pimp who works the Buday
een for Friedlander Bey. He holds the strings 
on about a dozen men and women. A cruel 
man, he takes a large cut of his "employees''' 
earnings for himself and is prone to beating 
them. The only reason Abdoulaye has lasted 
as long as he has is becaus@heworksfor 
Papa, and nobody wants to cross Papa. He ~ 
killed by Hassan in When Gravity fails. 

Bill the Cabbie: Solo 

INT 5, REF 6, COOl5, TECH 6, ATTR 5, 
lUCK 5, MA 5, EMP 4, BODY 5 

Combat Sense +4, Awareness +4, Handgun 
+4, Brawling +5, Melee +5, Rifle +4, Athlet
ics +4, SMG +3, Stealth +3, Driving +7, 
Martial Arts: Aikido +4 

Cyberware: Bill has had one of his lungs 
replaced with a large artificial gland which 
perpetually drips a tiny quantity of the hal
lucinogenic drug RPM into his blood
stream. RPM produces bizarre and fright
ening hallucinations. No one knows how 
Bill has survived the drug's effects as long 
as he has. 

Bill was born in the United States (when 
they were still united) in the area now 
known as Sovereign Deseret. His arms Ire 
covered with blue-green tattoos so old thllt 
th ey've blurred into obscurity. He hasn't 
cut his sandy blond hair or his beard in 
years, and his skin, where it is exposed to 
the sun, is burned bright red. Bill is crazy, 
but he chose his craziness. Sometime in his 
past he acquired enough money to have 
his single, unique, body modifi cation. 
Nobody really knows how Bill made his 
way here and Bill isn't much for conversa
tion any more. Now he drives one of the 
many cabs that roam the city's streets, and 
he can usually be found sitting behind the 
wheel of his taxi staring at the passing pe0-

ple with a mixture of patience, love, cutios
ity, and cold fear. 

Khan/ Bond/The Killer: Spy 

INT 7, REF 8, COOL 7, TECH 6, ATTR 6, 
LUCK 5, EMP 4, BODY 5 

Chameleon +8, Human Perception +S, 
Resist Torture +5, Pistol +7, Judo +6, Educa
tion +6, Computer Use +5, Shadow +8, 
Basic Tech +6, Disguise +7, Interrogation +6 

Cyberware: Corymbic implant, none other 
mentioned, but biomechanical enhance
ments are possible. 

This individual has been using moddles so 
long there doesn't seem to be anything 
left of his origi nal persona lity excep t 
maybe a sociopa thic lust for murder. He 
has very few enhancements for an assas
sin, apparently making up for it in sheer 
lack of conscience. He is amaZingly flexi _ 
ble, however, fully realizing the personali. 
lies he assumes. This makes him incredibly 
difficult to track, sinc@hiswholelook 
changes with the plug. While very danger
ous, his weakness seems to be getting too 
personally involved in his assignments. His 
cat-and-mouse game with Marid in When 
Gravity Fails ends his ca reer. 



Nikki (Nikolai Konstantln): Prince 

IN T 6, REF 5, COOl5 , TECH 4, AH R 8, 
LUCK 7, EMP 7, BODY 6 

Cha rismatic Leadership +5 (in her own 
country only), Seduction +6, Persuasion 
and ~ast Talk +5, Streetwise +4, Personal 
Grooming +6, Wardrobe +4, Gambling +6, 
Awa reness +5, Education and Genera l 
Knowledge .8, Social +3, Human Percep
tion +4, Brawling +6 

Cyb~rwar~; Corymbic implanl 

Nikki was born the Crown Princ:e of 
Byelorussia and the Ukraine, but aftersev
eral embarrassing incidents at his father's 
court he had to be sen t away. Nicholas 
became Nikki soon after. Now she is a tall 
blonde, Jlthough still somewhat muscular. 
With unnJturallyblueeyesJnd long blonde 
hJir she is Jn exotic in a c:ity of exotiUi. ~or
merlya dancer at Chiri's, Nikki now works 
the Street for Abdoulaye. She has a reputa. 
tion on the Street for being even more nuts 
than Tam iko, although she isn't prone to 
wanton violence. Nikki is being sought by 
the Neofasc:ist parties in Germany to use 
agai nst the m ona rchy in Russia. She is 
killed by a Russiiln assassin in the course of 
When Grav;ty Fails. 

ENCOUNCER 

CA.8LES 

'O.b.)TC!(T)e IN "C"ne CI~;y: 
peRce-N 'Cl l e 'Ole ROll 

1 5· aeggars asking for alms. If you are 
- .a Muslim and can afford it, pay up. 

Otherwise it 's up to you. You may get a 
story out of it. 

6 15 . Hucksters trying to help you 
- . find the "ente rtainments" 

offered in the city. Ro ll 1 D1 O. 1 -3, they 
know what they are talking about. 4-10 
they'll try to take you for all you've got and 
leave you lost in Hamidiyya. 

16 24· cops on patrol in their car. 
- • Roll 1010. 1.5,theydriveon 

by. 6-8, they stop and ask you some ques
tions. 9.'0, they think you arc someone 
else and ask you to come WiUl them. 

25 29·ROgUe Camel. A camel has 
- .decided to tour t he city 

unescorted.ltis mean tempered and belliger
ent, spitting and biting at passers.by.11 you 
shool ilthe O'vVI1er may want c:ompensation. 

30-40 . City merchants. Roll' 0 10. 
.1 ·4, they try to sell you 

something. 5-7 they want to buy some
thing you have. 8-10, they accuse you 01 
stealing something and yell for the polke. 

41 -50 . locals. These will.be Ara.bic 
• men and women Just trying 

to make a living. Roll 1010. 1-5, they avoid 
you. 6-8, they will be friendly and inquisi
tive. 9·1 0, they invite you to sharedinner.lt 
is insulting to say no. 

51 55. call to Prayer. During this 
- . time all devout Muslims will 

forego work and participate in prayer for 
about 15-30 minutes. A good opportunity 
for non-Muslims to get things done. 

56 60 ·MutOSib. The religious police 
- . have noticed you. Three 

brown garbed men walk across the street in 
your direction. Roll 1010. 1 ·3, theyaskyou 
some questions, then leave. 4-7, they ask 
questions, then charge you with some fa il-

rill/PfEil 2 
ure of faith and ask you to pay a 20 kiam 
fine or get off the street. 7.9, they ask you 
some questions and make notes in a little 
book for later reference. 10, they scream 
and tun at you, yelling "/(off;,1," and threat· 
ening to beat you if you don't give all the 
money on you for donations. 

61 66 · ~oreigners traveling on bus]· 
- . ness. lf you are a local they 

ignore you. If foreig n roll 1010. 1-4, they 
are busineu people looking for informa
tion. 5·7, they are agents of a foreign power 
or corporation. They offer you a job doing 
minor errands for them. 8·9, they think 
they recognize you (Roll 1010 again: 1.5, 
you're an enemy. 6.10, a friend) . Wing II. 
On a 1 0, they look at you, give you 20 kiam, 
and walk away. 

67 -7 5·/0;sll. Si.x grey.u.n ifo~med 
. men With sta tic pistols 

decide that you don't ag ree with th em. 
They approach menacingly. Roll 1010.1-4, 
they are loud and abusive. Th ey want a 
fight, but want you to start it. 5-9, they 
attack immediately bu t only use fists and 
insults. , 0, they draw and fire. 

76 85 . Bedouins passin9 through 
- • the city. They are gJtbed in 

tradition al desert dress and are fasc inated 
by the wonders of the city. Roll 1 01 O. 1.5, 
they like you and ask questiollS, offering the 
hospitality of their tents outside the city. 6· 
7, they take a fancy to some gadget you 
have. If you give it to them they will accept 
and are now in your debt. Ac:ts as Family .1. 
8-10, t hey are offended by you r urban 
manner and call you many names, none of 
which you understand . 

86 gO · Goatherd. A goatherd is 
- . bringing his fl ock into the 

city. A pack of 30 baying, fou l·smelling, 
omnivorous goats are being led through 
the streets. Roll 1 D 10. '.4, they force you 
to take a de tour. 5·6, you are somehow 
c:aug ht in this mass ilnd are carried with it 
for 1 -6 blocks. You now smell like desert 
goat. -3 to all Sodal Skills until you change 
you r clothes. 7.9, the flock panics and 
stampedes, scattering pedestrians and 
destroying stalls. The goatherd blames you. 
A lot of angry eyes are turning you r way. 
10, a particularly hungry goat grabs your 
wallet (telephone, gun, other easily accessi
ble item) and starts to eat il 
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91 95
·Terrorists. You see two men 

- . wearing combat outfits get
ting out of il vehicle. Roll 1010. 1-3, they pull 
out miti lilry liI~f"5 ilnd run intoa nearby build
ing amidst the y;)Und of screarru. Police arrive 

moments later. 4-5, they approach a pair of 
nearby foreigners and exchange packages. If 
they see you, you are assumed to be a wit
ness. 6-7, they approach a foreigner, grab 
him/her and fOfce them into the vehicle. The 
vehicle makes a swiftexil8-9, they approach 
you menacingly only to offer leaflets at the 
last minute. They are canviI!.'Iing for popular 
support. , 0, they approach you and ilsk you 
to join their organization. 

96 oo · crazy; Some mullah who's 
- . slipped over the edge. He 

has come in from the desert. eyes wild with 
revelation. People ilre either listming to his 
rantings in earnest or running ~way quiCkly. 
Roll lDl0. 1-5,hegrabsyou, screams at you 
for a while, and stumbles off. On 6-8, he 
tries to get you to follow him back out into 
the desert. He has already collected 1-6 
other followers. 9-1 0, he staru to scream 
and passes out in front of you. People may 
think that you have something to do with it 

NlCjnt IN ·t ;n€- Crcy 

1 5 
. Beggars asking for alms. Roll 1 Dl O. 

- .1 ·4, they really are beggars. 5-6, 
the beggar will offer you some hashish and 
ask you to sit so he may te ll you a story in 
return for your generosity. 7-10, these are 
actua lly muggers. When you get close 
enough they will try to jump you unless you 
outnumber them or are obviously anned. 

6 20
· Hucksters trying to help you find 

- . the "entertainmenu" offered in 
the city. Roll lDl 0. 1-2, they know what they 
are talking about. 3·1 0, they'll set you upfor a 
mugging or take you tosome of the Kummie>l: 
dive in the city (probably in the Budayeen). 

21 30
· coPS on patrol, riding in 

- . lheircar. Ro lllD l0. 1-3, 
they drive on by. 4·8, they stop and ask you 
some question. 9- I 0, they think you are 
someone else and ask you to come with 
them. They will be quite curious abou t a 
large party skulking about late at night. 

31
_40· croupoflocalthugs. some 

• (I . ' 0) Arab bad boys out to 
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prove their manhood. Armed with knives, 
maybe a needle pistol if they are really serio 
ous. No armor. Roll 1010. 1-5, they will 
taunt and insult you to provoke a fight. 6· 
8, they will push you around and yell al 
you. 9·10, they will rush you. May have 
plugs and combat daddies. 

41
- 50·Locals. These will be Arabic 

.men and women (women 
will D.2l be unescorted) just out for a good 
time. RollI 010. On 1-6, they avoid you. On 
7-8, say hello to you and wish you the best 
in Allah's eyes. 9-10, they are getting has
sled by a group of local thugs (see above). 

51 55
• Crazy. The Arabic equivalent 

- oaf a cyberpsycho. Some 
moddy.head with lou of enhancemenu is 
running rogue in the streets bopping 
around and ra ndom ly attacking people. 
The police are not really equipped to deal 
with this sort of thing and are looking for 
some qualified assistance. Are you it? 

56 
- 6 O· MU/U5ib. T~e religious police 

. have notIced you , and 3 
brown garbed men walk across the street in 
your direction. All proper Muslims should 
be at home with their families right now. 
Rolli 01 O. '.2, they ask you some ques
tions, then leave. 3-7, they have decided 
that the establishment that you are in 
should be dosed immediately. 8-9, they 
just ask you some questions and make 
notes in a little book for later reference_ 
They do.warn you off the street immediate-
Iy. On a 10 They have marked you as a reli
gious terrorist and want to hold you until 
the police come. They can tly. 

61 75
oFOreigners. Roll 1010. 1.4, 

- . they are out looking for the 
local entertainment. On 5-7, they are 
agenu on a mission, probably a grey op. 
They are dressed in armored jackets and 
carrying hidden weapons, probably 
needlers. (Rolli 010 1.5lheyignoreyou. 6· 
10, they figure you've made them and you 
are now targeu.) 8-9, they are media peo· 
pIe shooting a travel holo on the city. They 
will stop and ask you for help and advice. 
10, they beg you not to kill them, give you 
all their money and run away. 

76 80·JaiJh. Sixgrey·unifOtTTled men 
- . with static pistols decide that 

you don't agree with them. They approach 

menaCingly. Roll I Dl O. 1-4, they are loud 
and abusive. Theywant you to start a fight 5-

9, they attack immediately, but only use fists 
and i~ults. 10, they draw and fire. 

81 85
· secu rity Guards. You've 

- • stumbled onto private prop
erty, .and they are determined to keep it pri. 
vate.4 men dressed in light armor and hel
mets with static guns and needlers demand 
that you freeze w hile they approach and 
search you. After questioning you might be 
released. Then again, maybe not. 

86 90 
. Assassin. A fanati c religious 

- . group has sent a killer on.ll 
mission. You see a dark-robed man moving 
smoothly along an alley. Roll 1010. 1-4, he 
is wait ing for his target to pass by. If you 
find a place to observe him, you may be 
able to interfere if you want to. 5·7 the tar· 
get passes by w hile you are there. The 
assassin leaps out, wraps a garrote around 
the victim's throat and pulls them into the 
alley, unnoticed by anyone but you. 8-9, 
the assassin 5ees you and fades back into 
the alley to st rike at another time. On 10, 
assassin mistakes you for his prime target. 
You feel a wire around your throat. .. 
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ocriminals. You see two men 

- . wearing b lack night-op 
gear getting out of a vehicle. Roll 101 O. I · 
3, they pull out a great deal of eqUipment 
and move down the alley next to a busi· 
ness building. 4-5, they are loading several 
large packages marked BIOHAZARD into 
the back of a large truck. If they see you 
they warn you off, but you are assumed to 
be a witness. 6 -7, they appear from a 
doorway carrying a long, struggling parcel 
and force it into the car. The car heads into 
the night. 8-9, they walk up to a gentle
man on the street. There is a dull hiss and 
the gentleman falls. 10, they mistake you 
for their contac t and start asking you 
about the "del ivery." When you can't 
answer they real ize their mistake and draw 
weapons to correct it. 

96 00
• You trip over a body lying 

- . in a side street. It is freshly 
dead from: Roll 1010: 1·3 a knife wound, 
4 -5 a laser burn, 6·B a needle wound, 9 
poison, 10 he/she isn't quite dead . He/she 
is: roll 1010: ' · 5 a local, 6-9 a foreigner, 
lOa foreigner posing as a local. Take it 
from there. 



1_3'COPS. A single patrol car cruising 
. the Street. Roll 1010. 1-5. they 

drive on by. 6.8, they stop and ask you some 
questions. 9.10, they think you il re some· 
one else and ask you to come with them. 

4 1 O· Newcomers,Roll lOl O.l.S,native 
- . teenagers come looking for some 

fun . 6.9, expatriates new to the city. 10, rela· 
tives looking fOfmisguklcd family members. 

11 25 
o Hookers looking fora "dilte" 

- • and offering the best choice 
of moddies. 

26
-35" Tourists. Duck if you don't 

. want your halo taken. 

36-45' ~OPS' These cops are look
. lng for so meone to roust. 

Armed with seizure cannons and itchy trig
ger fingers, they'd just love to blast you into 
the Street, and are willing to provoke you so 
they can do it, too. 

46 50 
. Cililio Prayer. During this time 

- . all devout Muslims will forego 

work and participate in prayer for about 1 5-
30 minutes. Make the ~t of the break. 

51
_ 60.ShoPkeeper. City merchan\j; 

. doing business. Roll I 010. 1-4, 
theytrytosellyou something. 5.1, theyWiVltto 
00y5Omething you have. 8-10, theyaccuscyou 
r:i steaGng something and yell lor the police. 

61 7 O· Pickpocket. His REF is 8, his 
- • pickpocket skill is +6. Armed 

with only a knife, II he's successful you have 
lost your wallet (and all your cash, cards, 
etc.). If he Iillis the attempt, feel free to beat 
him to iI pulp. 

71 75
·Hustlers . drug pushers, 

- • pimps, hawkers attempting 
to lure you somewhere (50% chance tiley 
meiln todo you harm in someway). 

76
-80 .MOOdY. (1) R~1I1010. 1-4, 

• they arc weanng a hannless 
but ilnnoying personality maddy. 5.7, they 
ilre weilr ing a general personality module 
(the miln of action, the helpless heroine, 
etc.). 8-9, they are wearing a hostile and 

dangerous moddy (Chilrles Manson, etc.). 
10, they arc wearing a bootleg moddy and 
it has shorted out. The moddy will attack 
anyone and everyone with reach. 

81 85
° Thugs . (1.4) Theywill only 

- . attack if they outnumber you 
and there is little chance of being seen. They 
preferdaik aJleop ilnd biKkstteets. Theywill fol
low you for a bit toseewllere you are going. 

86 90 
.Hassan the Shiite. (Or another 

- .shopkeeper II Hassan's dead.) 
RollI 01 O. , .3, Hassan has recently received 
a shipment of goods in which you had 
expressed an interest 4-7, Hassan has some 
piece of information which he will gladly sell 
toyou. 8-9, Hassan needsyou to doa job for 
him. 10, Papa wants to talkwith you. 

91 95
• The Black WidO'N SistetS. (or 

- . other cyber.ilssilssins) roll 
1010.1-4, just one (random) working the 
Street. 5·6, two of them (random) looking 
for someone. They ask you for info. 7.9, all 
three looking to settle a score with some
one. 10, any number of them looking for 
you. You're on your own. 

96 99
· crazy. Gun waving psycho, 

- . 01 junkie with bad drugs, a 
bad moody or both. 

OO . fuad. roll 1010. 1.3, hilS an incredibly 
.annoying story to tell you. 4-6, wants 

to ask you for money. 7.9, has an incredibly 
annoying story to teU you and wants to ask 
you for money. 10, just st<tnds <tnd looks at 
you with a comple<tUy bl<tnk look on his f<tce. 

1 2
:cops. Single patrol car. Sec day

- time table, 

3 1 O· Slreet punks. four young men 
- .Iooklng for trouble and some 

easy cash. RollI Dl O. 1·5, thcywill taunt and 
insult you to provoke a fight. 6-8, they will 
push you around and yell iltyOU. 9.10, they 
will rush you, armed only with knives. No 
armor. May have plugs and combat daddies. 

11 20
· Street Hustlers. Trying to 

- . Iure you to the best dub in 
the Budayeen. Prelly girls, good booze, 
and cheap drugsl Roll 1010. 1. 4, they 
know what they are talking about_ 6-1 0, 

r llllPTER 2 
they'll take you down an alley where 6 
"friends" are waiting to show you just how 
good a time you can have down here. 

21 30
· Hooken. Only 100 kiam. 

- • Probably good.looking, del
iniIely not natural. 

31 45
· locals. Out for an evening of 

- . pICilSure. See daytime table. 

46 55
• Tourists. (1.4) These people 

- . don't know that they should 
be in their hotels by now. Roll I D1 O. 1.3, 
they are sitting in one of the clubs nervously 
Sipping at their drinks. 4-8, they arc being 
followed by punks looking for easy money. 
9-10, they are being mugged. 

56
_ 65-Thugs. (1 . 4) See daytim e 

. table. 

66
-70. You are approached by 

.someone, perhaps an 
acquaintance, who has information regard. 
ing some possible employment for you. 

71
_75 -MOddY. (1)R~Ul010. 1-4, 

. they arc wearmg a harmless 
but annoying personality maddy. 5. 7, they 
are wearing a general personality module 
(the man of action, the helpless heroine, 
etc.). 8-9, they arc wearing a hostile and 
dangerous moddy (Charles Manson, etc.). 
10, they are wearing il bootleg mOOdy and 
it has shorted out. The moddy will attack 
anyone and everyone with reac h. 

76 80
• The Black Widow Sisters. 

- • See daytime table. 

81 85 -Jaish. Th e /aish have come 
- . into the Budayeen looking for 

foreigners to stomp. RollI 010. 1-4, if you 
have Western friends or are W~tem, they will 
harass you. See Daytime City encounters. 

86 90
_FOreigner.RoIl1010. 1-3,a 

- . b usinessperson looking lor 
some musde. Will offer you a job. 4.6, mer· 
cenary looking for employment. 7-8, look
ing to buy contraband weapons, tech, or 
drugs. 9-10, looking for someone: lost rela· 
tive, lover, enemy, etc. Will ask questions 
and may be hiring help. 

91 _OO :Fuad. See daytime table . • 
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incl! the Arabic setting and Islamic 
culture of When Gravity Fails are 
what gives the story its exotic fla

vor, it is likely that many Gravity campaigns 
will be set in this area. The conflict of 
ancient, traditional cultures facing the intri
cacies of 23rd century technology puts a 
new perspective on the decadence of the 
dark future. Much of the enjoyment of the 
story comes from seeing the Islamic culture 
of the city through the jaded eyes of the 
half-hearted Muslim, Marid Audrun. Anoth· 

IT'S ONLY 
AGAME 

I ' you want to run a campaign in the Islamic 
world, he ra 11 ra 11 lew guidelines to usa 
when dea ling with p eop Ie, pia ces, a nd 

things Arabic. It is hard to avoid generaliza
tions when you talk about an entire culture, so 
keep in mind that these are only a few broad 
traits that we are mentioning. Although they 
are unified by culture, peoplEl rema in individu
als, and individuals will break the rules in their 
own way lor their own reasons. 

Keep 'em guessing. The campaign area 
covers up to 20 d iflare nt countries. Even though 
most a fe Muslim, there is going to be a lot of 
variation in customs, dialect, and so on. Use 
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er reason for concentrating on this region is 
the possibilities that exist here. The globe 
has fragmented politically, economically 
and ideologically. One of the few remain
ing unifying factors is religion. Islam is a rel
atively new and vital religion and it has con· 
tinued to give this region a sense of com· 
man identity rare in the current geopolitical 
situation. True, there are factions within 
Islam, but it was the Islamic ideal that made 
the Arab Federate possible 30 years before, 
and who knows what tile future holds? 

~ur information as a primer. If you lind this cul
tu re as fascinating as we do, further research 
will prove helpful. Keep in mind that changes 
have occurred in the last 200 yea rs, even in 
such a traditional society. 

The description of Islam in this section is 
noca pitch. To role-play in anArabic society one 
must understand Arab culture, and Islam is the 
single most important factor in defining Arab 
culture. We have tried to portray Islam as hon· 
estly and accurately as possible, butthe authors 
of this book are not Muslims. Some inaccura
cies may have slipped through our research. If 
that is the case, we apologize to any persons of 
the Ililamic faith who ilre concerned. 

ISLAm 

old, I5lam is a 

"d ,h, 
previous , including 
Judaism and Christianity. the 
Quean, the holy ted of the words spoken by 
the Prophet Muhammed in tile 7th century. 
Islam recognizes Abraham, Moses, and Jesus 
as legitimate prophets of God. Muhammed 
was simply the final prophet, delivering the 
true, unsullied word to humanity. The Qurim 
contains the true word of Allah (God), and 
provides the guidelines for living in the Shane 

or Straight Path to God. To do this it corrects 
many "mi~interpretation~" contained in the 
Torah and the New Testament 

The Quran shares many ideas with the 
other two monotheologies, including the 
concepl::'i of heaven and hell, judgment for 
sins, and this life as a test before paradise. 
There are, however, many subUedifferences. 
Islam does not have a concept of original sin: 
Shaitan (Satan)fell not because he refused to 
give homage toCod, but because he refused 
to give notice to man, displeasing God. Man 
is being tested, but he carries potential as the 



ARABIC NAMES 

I
n most Arabic cuhures I man's first neme is 
his given name, ttie second his falher's 
given name, the third his paternal grandfa. 

ther's, all of which may be followed by a family 
name (if they afe used), More generations can 
be edded, but this can get cumbersome. Thus 
an Arab mlln's name traces his ancestry on his 
father's sid e. Women do thll sa me along meter
nallineage. and they do not change their 
namn after marriage. Sometimes the term 
"ben" (son of) or" binr (daughte'r of) is insert
ed, as in Fatima bint-Harithi. This tradition, like 
many. hIlS often been replaced byWutern 
styles. but it remains commo n. As 8 result, 
Arabs preferto address people by their first 
names 8t all times, even strangers. Often Ihey 
will use the titles Mr., Mrs., or Or. as deserved 
IIlong with the given name. While this may 
sound strange to Westerners, take it as a sign 
ofrl5pecl 

Nole: Marid only has 8 family name since he 
did not know his father or his lineage. 

E
pithets are also used in Arabic names. 
The common Arabic prefix ~Abd· ~ 

means -Servant of_Wand is usually fol
lowed by one of the aspects of God, such as 

true vessel of Allah. God is like an authorita
tive parent. harsh and demanding, but lov
ing and compas.sionateas well. As the Quran 
says, "God has placed on man no burden 
too heavy tobe bome.N 

All that happens is inshallah - th e 
Will of Allah . This does not mean that Indi
'.lid uals are not responsib Ie for their actions. 
Everyone may choose whether to follow 
the path or not; it's just that Allah knows 
what you are going to do anyway. Inshal
luh. In fact, the word Ilium means "to su b
mit '" in Arabic. Thus Islam means submis
sion to th e word and way of God. The 
Sharla is the code of living, law, and wor
ship that gUides Muslims in everyday life. 

One will find few "reinterpretations" 
of the Quran, as this is sacrilegiou s. The 
many versions of the New Testa ment are 
an example of the Word rewritten by the 
hand of mall. The Quran is the exact Word 
of God and therefore inviolate. Even trans
lations of the Qurlln are usually accompa
nied by the original Arabic text, since Mus
lims believe that Arabic is obviously Cod's 
chosen tongue. The Word ca n only be 
truly appreciated in that form. 

-AbdallahW (Servantof God), or -Abdel-Karim
(Sl!rvaritofthe Generous). Theterm -sr means 
"the-, so naml!s such as -al,Sayf" (the Sword) 
or -al-Iml hma n" (the Merciful) meltn iustthlll 
~Ar may ~fsomea n "of· or"from",so "Mustafa 
al-Hajiz· is -Mustafa from Hajiz". A complete 
Arab name may run like - Faisal Abdel-Malak 
Ben Youssef Ben Hassan al-Nejed- and would 
translat!!: "Faisal, Servant of the Angel. son of 
Youssef, grandson of Hassan. whose family is 
from the Nejed: Thalwas a short one. 

The te rms -Umm" and - Abu" mllln 
wmotherol· and "lather of: A proud parent 
may add this term followed by the first bom's 
naml! 10 their own name. Thus -Fatima Umm 
Mustafa" is -Fatima, motherof Mustafa-. Umm 
and Abu can also be used to address parents 
with raspac!. And one would never do other
wise, right? 

Tvpical ma le first names are Bila l, 
Mohammed.Abdul, Feisal, Ibrahim, Hasan, 
and Gamal. Fe male names include Fatima, 
Ayesha, Sarah, Aida, or any number of Biblical 
choices. Western names are common as well, 
and often idantify Arab Christians. A dictionary 
co uld be he lphll in determining character 
names. The short one in this section wi ll get 
you started. 

11Iam, like many faiths, has several sects, 
th~ most of important of which ar~ the Sunnis 
and Shiite. Theonginal schism arDlie because 
of disagreement on the method of secession 
of the caliphate, the Islamic eqUivalent of the 
Catholic Papacy. The Shiites are thought of as 
being very conservative and traditional, some 
to a fanatic extent. Sunnis are considered to 
have a more liberal interpretation of Allah's 
plan. While the schism has caused somefric
ticn, bothsects recognize each other as Mus
lims above all else. A third path is that of the 
Sufi, the mystic spiritual seekers. They look to 
experience the toY of the presence of Allah in 
life. Ma ny mullah, or holy men, come from 
the rcmks of the Sufi in both sects, and they 
are well-respected by all for their ascetk 
lifestyle and dedication to prayer. 

"C1;>e PILLAJl.S OF ISLAm 

L 
he Quran sets forth the Five Pil
lars of Faith upon which Islam 
rests. While the fa ith is diverse, 

these practices are essentia l and required 
for atl Muslims. 

tURPTEIl , 
The first is the Profession of Faith, or 

Shahada: A person Simply proclaims his 
commitment to Allah and His Prophet, and 
pledges belief in the one God. This is wit
nessed, and if judged sincere, that person 
becomes a Muslim. 

The second is Prayer, or Salat: Five 
times each day the faithful are caJled to 
worship by the muezzin from atop the 
minaret of the local mosque. Once this call
ing was done unaided, and muezzins took 
great pride in this, but cities have grown 
too large. Amplifiers now carry the call to 
every alley and corner. To perform the ritu
al, the worshipper must stand facing In the 
direction of the Holy City of Mecca, home 
of Muhammed and the Kaaba. Knowing 
the direction to the Holy City is always 
important to the faithful. The prilyers may 
start with absolution's and proceed with 
prostrations and recitations. These prayers 
praise the glory of God, and rejoice In his 
innuence in our lives. They may take from 
15 minutes to one-half hour, depending on 
one's devotion. 

The prayers are called at daybreak, 
noon, mid-afternoon, suns~t, and nightfall 
before retiring . The Friday noon prayer is 
the juma, the congregational prayer, and 
the faithf ul are expected to gaUler at the 
central mosque. In the city of Gravity that 
mosque is the Shimaal, which is dose to 
the Budayeen. There the faithful are lead 
in prayer by th e imam. Only men are 
required to attend, and any women who 
come are segregated. (The practice of seg
regation has fallen into obscurity in Gravi
ty, but women are still forbidden from 
becoming imams, even if they have had 
complete sex-changes. 

The third pillar is Almsgiving, Zakat: 
It is Cod's desire that we look after our less 
fortunate brothers. Thus every Muslim is 
expec ted to provide money fro m h is 
income towards the welfare of the poor In 
the community. This may take the form of 
an alms tax ortithe. All able, adult Muslims 
are required to donate the tithe. Typically, 
twoand one-hall percent of annual income 
is asked, either in kiam or other va luable 
resources. This is not charity as Westerners 
think of it. This is iln act of faith as impor
tant as prayer and belief itself. Faith must 
be put into action. 

The Fast of Ramadan is the fou rth pil
lilr. During the ninth month of the Islamic 
calendar it is commanded that no Muslim 
whose hea lth permits may eat, drink, 
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smoke, or have sex between sunrise and 
sunset. Even drinking water is forbidden. 
The month is used as a time of spiritual 
reflection and gratitude for Cod's generos
ity. You'll find that activity shifts to the 
evening, with shops open late after being 
closed 9ur1n9 the mid·day hours. Relatives 
visit each other and share late evening 
meals called break-fasts. People often sleep 
for a few hours during the day so that they 
can be active later into the night. The calls 
to prayer are main.tained, naturally, and 
the respectful still rise and face Mecca the 
live times required daily. At the end of the 
fast is a thrcc-uay celebration sim ilar in 
intensity to Chri5tmas. Fami lies travel to 
see each other, trade gifts, eat heartily, and 
give special alms to the poor. 

The fifth pillar is the Pilgrimage, the 
Hajj. Every Muslim who is able should, at 
least once in his life, make the journey to 
Mecca to worship at the Kouba, the cube
shaped house of Gqd. Pilgrimage itself 
involves many elements, including special 
simple clothing, chants, and rites that 
highlight the equality, devotion, and purity 
of the pilgrims. When pilgrims reach 
Mecca they go to the Grand Mosque where 
the' Kaobois located. Built by Abraham, the 
Kaaba contains the black stone given to 
him by the angel Gabriel(Jibreel) as a sign 
of the covenant with God for Abraham's 
(Ibrahim's) son, Ismail. 

fif'34 

Ismail is considered the father of the 
Arabic tribes. 

Pilgrims circle the Kauba counterclock
wise seven times as part of their journey. 
Other acts of worship in and around the 
Holy City complete the pilgrimage itself. 
These include the stoning of the pillars that 
represent Satan, and the wondrous purge 
of seeking Allah's forgiveness on the Plain of 
Arafat outside the city, where Muhammed 
gave his final sermon. 

The id a-Adho (the Feast of Sacrifice) 
marks the end of the pilgrimage with sym
bolic sacrifices of animals for feasting . 
Since it is written that pilgrimages take 
place during the twelfth month of the 
year, the whole region celebrates the end 
of the Hajj together. Thosewho have com
pleted their pilgrimage take the title of 
Ha jj to add to their own names as a sign of 
pride and accomplishment. 

Some Muslims believe that there is a 
sixth pillar, the Jihad, or Struggle: using 
your life to advance the belief and cause of 
Gad. This is nor officially recog nized. 
Many feel that the jihad addresses person
al growth, not warfare. But others, partic
ularly some fanatics, feel that this last pillar 
requ ires the faithful to use whatever 
means available to advance worldly caus
es. Even by lasers and bombs, if necessary. 

REUGIOus·TOLERANCE 

E 
venthough IslampervailesArali cult~r~, 
Muslims can be very lolerant of other 
faiths in Ifleircommunities_ B!, it Chris· 

tian,Jew, orHindu,Arabs apprecillte devotionto 
religion in anyfonn. The sincerity with which ypu 
worship clln gaiflYou much respect regardlesS 
of the creed. Thatdoesll't mean that religious 
,prejudice is completely absent. but it's Ilotas 
,cgmmofl asyou miglil eXpect 

A.]lAB SOC1E--CY 

~
t is almost impossible to separate Arab 
culture from the Islamic religion. Islam 
farms the basis for most of Arabic soci

ety, much more than Judea-Christian 
beliefs affect Western society_ While there 
are certainly Christians and Jews in most 
Arab countries, Muslims genC!rallyform thc! 
majority, and their way set:; the pattern for 
all behavior. This stems from the very basic 
precept of Islam that actions are a5 impor
tant as faith, and actions should be directed 
towards building a just and holy communi
ty, the ummo. The concept of separation of 
church and state is difficult for Muslims to 
see as desirable or even possible. 



I he, 5hwi, is the basis for l aw in 

I :,~:;;!~;::~::~~'!~h:::i;~ Pillars I i: most aspj:!cts 
of government, allowin.9 prayer, welfare 
tithes and so on. Islam prohibits adultery, 
mistreatment of women, and contains many 
other moral guidelines. Originally aI/law was 
founded on the Quran and the Hadith, the 
series of wri tings based on accounts 

of Muhammed's sayings. After time, the sul
tans felt "restrained" by the qadis (Islamic 
judges), so they created the Grievance 
Court5. Theywere intended to deal with pub
lic law such as commercial and land agree
ments, but their scope has gradually expand
ed to include all types of cases. The political 
rulers have cohtrol of the Grievance Courts, 

but they stilt must answer to the Sharia in all 
judgments Of risk a religious revolt 

r_t] ."on,' ond "mily hono, 'nd "p
utation are held in the highest 
regard in Muslim cultures. An Arab 

will go to very great lengths to preserve his 
reputation, and he can be ruined if his 
stature in the community is comprom.ised . 
loyalty to one's fam ily is a duty, and one is 
expe:ted to put the fami ly's needs above 

AN EVE FOR AN EVE. 

A 
rilhic law is harsh; even by martial 
sta ndards. Trials a ra. swift a nd 
appeals uncommon. Use tha Jus

tice code from 2020, but increase the.sen
tences by.50%. Rape is punished tiy death or 
amputatio~ oUhe ganita lia with the nerves 
cautarized so alreplacement cannot be 
attache'd. Theft is occ"asionally punished the 
same way, with ha nds bein'g the most. oftan 
removed limb. Of course, these days, most 
cops would rather just~hootyou and save the 
courtappcarancc. 

iFAMILV 

T
o show the close-knit nature olAra
bic society yo u may want to allow 
any playergeneriiting an Arab,char

acter to buy the Nomad special ability. Family 
up to +31!.s a pick-up' skill. This rep resents 
memb!!rs of his own family-that he can count 
on, But remember, he will have manyfllm ilial 
obligations fn re turn, such as a brother he has 
to keep bailing outof jail,' or an uncle who is an 
imam aria li'appen'slO know the most wonder· 
ful Muslim girl who's looking for a husband. 

CLASSES IN,ARAB SOC.laY 

T
he three main classes in Arab society 
are basic"allY tha samB as elsewhere: 
the rich upper class and royalty, the 

middlc,.class (shJ.ink'ing fast) of civil workers, 
'military officers, succ,essful/flerch'ants, highly 
trainea tecllnicii l speciiilists a nd 'teachers, 
and the lowe'r cla ss of peasants and urban 
poor. Cybarpunk.ers generally lili'e.fo make 
their own class, bUHh£! Arabs will put you ill 
on.c.of the above if you.donOt i:lo<il yourself, 
Better understand how they see you before 

Iyou go throwing your weight aroundo 

WARRING WITH WOROS. 

W
·· ·· liming ~tll Piml~asi~n ski1l contest 

is II goo'd WIly to win respect,' lInd II 
lot saler.than pulfing a' gun. Use 

those-Oratory skillstotlie rria~andyou mayfilld 
yourself with a he~ lthy rep, Ordeclared a lool 

I.'III1PTERl 
one's own, Consequently, one should always 
be able to depend upon the family in return. 
Only turning your back on both them and 
Allah can deny you a place in the family's 
arms. Nepotism is not seen as favoritism, but 
good sense. Who better to trust than your 
own blood? Remember this when dealing 
with Arabs: you cross one, you may have to 
answer to his entire family. 

In Arab society, your family status and 
social background determine your own sta
tus. Arabs are still a fairly class-<:onscious pe0-

ple, and while your own accomplishments 
have merit, it can bevery hard to break out of 

the stigma of being "lower" class, It i'i consid
ered in poor taste to complain about your 
standing. You shoulc;l rejoice that you have 
found your propcrplace in life, Also, onedoes 
not brag about "working your way out of a 
poor family" as W~terners do, While many 
will admire efforts of someone who does this, 
they will not be impressed by the disparaging 
way this person thinks of his kin. 

ti ,eating 0 pl""n! imp""ion in 
public is always important. How 
you appear to your peers is often as 

important as what you really are. Arabs see 
themselves as generous, polite, and,humani
tarian~ and that is the image they cultivate. 
Some, however, pursue slightly less gentle 
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reputations. Should you try to make friends, 
be prepared to open much of your life. 
Friendship in Arab terms means taking and 
giving favors, many visits to and from friends, 
and a veryunwetem idea of privacy. AnArab 
will ncverdeny II friend II favor. He may have 
to laler tell him that there was not much he 
could do, but he will not say no. That would 
be seen as impolite and insulting_ 

A favorite Arab pastime is conversa
tion, and friends are expected to partici. 
pate 115 much as possible. Socillilifll! is very 

active, with dinners, parties, and visits 
constantly being exchanged. Not partici 
pating is a sure way to find yourself alone. 
Dinner parties are long affairs with great 
portions of talk, ilnd spicy food, but no 
alcohol. Alcohol and pork are forbidden by 
the teachings of the Prophet. 

The:reisa dear distinction betv-leen friends 
and strangers, and a different setol manners for 
cilch. Arabic "public manners" may seem 
coarse toWcstcrn eyes; Arabs are used to 
cro.vding and dose ph~CilI contact. Manyfor
eigners believe that Arabs are too aggressive 
and rude in public. Oonottakeitperwnally.ltis 
just that their habits are different 

The spoken word carries much weight 
in Arabic society. An act spoken out loud is 
almost as good as deed done. Thus you can 
witness threau and demands being thrown 
by merchanu and buyers across a bargain
ing stall, only to be forgotten the next day. 
Saying the threat was akin to doing iL The 
speaker need not actually follow through. 
This is the opposite of the Western proverb 
"Words arc Cheap.H Here, words /Ire real. 
Now, swearing and the use of curses are 
very offensive as Uley bring evil with them, 
defiling the conversation. El oq uence is 
highly respected, and rhetoric is an hon
ored art. How you say it is as important as 
what you say. Blessings, poetry, and 
proverbs /Ire used liberally throughout the 
conversations of the enlightened. This is 
not to say that foolish babble is tolerated. 
Silence is respected when you have nothing 
worth saying: "A fool's heart is in his mouth. 
A wise man's mouth is in his heilrt." 

BUSINess ANO 
BlISINesS etiQuette 

[;3 usineH among Arilbs has its own 
pilce. PoliteconverSiltion and coffee 

.. often precede any discussion of 
business, and it is considered cultured to 
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"GREED LESSENS 
WHAT IS GATHERED-

An example of the pacing situation occurs in 
the meeting belween M.rid, Hassan, Nikki, 
and Abdoulaye in Wh.n Gr.JvityF.ils:. Nikki ~ 
in lar 100 much 01 II hurry. Cyberpunkers may 
have to down·shift in ordar to put up with the 
more casual pace of doing business here. 
Break out those Bureaucracy and Persuasion 
skills. Also, that's probably why Abdoulaye 
was SD licked at having to talkto Mand; Mand 
was not exactly. high-status mediator. 

enjoy the light talk and blessings that lead to 
work, and crude and ill·mannered to rush 
ahead. T tying to accelerate the pace of busi
ness is an error many Westerners make. 
Mediators who know one or both parties 
involved arc often used to smooth out busi
ness proceedings. Care must be taken to 
choose a mediator 01 equal status to the per
son you will be dealing with. Having a lower
status mediator to face your counterpart is 
considered truly Insulting. Patience is more 
than a virtue. In transacting business it is a 
necessity. Pushing for quick resolutions may 
well doom you to failurc . lf time is of the 
essence, a lev.' kiam in Ule right hands can go 
a long way towards moving things with 
alacrity. But beware, not all who would take 
your money will truly be able to help you. 
Choose your "donations" carefully. Friends 
orfamily in business and government are the 

best ways to get things done, potentiaUysav
ing you great mounds of red.tape, but then 
they may want a favor someday. 

,\'VO(T)€N IN ARAe SOCIE't:y 

c o Westerners, women would 
seem to be repressed in islam
ic society. Arabs, including 

most women, do not consider this to be 
the case. There Bre many traditions and 
guidelines for women's actions, but this is 
considered to be done out of respect for 
the female, and is intended to protect 

them from the harshness of men and day
to-day life. Orthodox Islamic women dress 
modestly in public, including veils. They 
participate in social gatherings of both 
sexes only when their husbands or fathers 
are present, and should also avoid partici
pating in a conversation between men. 
This is as Allah wills. Intimate displays in 
public should be very discreet. Even public 
hand holding between lovers is frowned 
upon. Arranged marriages arc still quitc 
common. Once married, the husband is 
obligated to support his wife in a manner 
befitting her station. 

While their public presence may 
seem limited, women arc given great 
authority in the home, haYing much to 
say in the handling of the family, money, 
and children. And they will always have 
respect. There has been some outcry from 



ARE WE KID DING7 
The views on women presented in the text 
represent the traditiona/lslamic position. All 
this has been changing slowly over the years, 
ilnd in Marid's time only verytradi lionaJ 

women feel bound by these customs. Many 

women hold politica l offices in Islamic coun
tries, and many have tried to advance the 
cause 01 their gender against a lotof resis
tance. During the 22nd century a strong fun
da mentalist movement stopped women's 
equality in its tracks. Unte advancement has 
occurred in most Arab counties for the last 
45 years. Women ere still considered sec

ond-class citizens by Western standards. 
Sex-changes are still confusing to traditional 
Arabs, and they arc treated gingerly, like 
men who have given up their status. Female
to-male sex-changes evoke even more con
fusion _ Western women are t realed with 
respect and given more freedom than Mus
lim women, but they would do welt to keep in 
mind the rest rained nature of inter-gender 
relations when dealing with Arab men. T radi

tiona I women sti lt get married before they 
foolaround. 

women who have taken in the Western 
ideas of "freedom" and "equality." The 
Arab man's response is: Free to do what? 
Fight every day lor a living? Bare them 
selves shamelessly in public like soiled 
Budayeen tramps? Women hold p ublic 
of lice and can be doctors. This alone is 
enough to shock some. 

"CECnNOLOC;Y 

23rd 
century technolo
gies pose many 
problems for tradi

tional Muslims. Man has chosen to improve 
upon God's plan with surgeI)' and electronic 
implants. This has caused much controversy 
in the mosques and hou~es ofwisdoll). Mod
ern Arabs ask: should not men use the tools 
that God has given them the abi lity to cre
ate? It's like using a car, or a radio; devices to 
ease one's lot in life. But because some 
cybemetio can alter the way we think, many 
leel it is akin to drugs or alcohol, attowing 
Shaitan into one's mind, violating the 
'Haram', or the concept of keeping the spirit 
clean. Traditionalists believe that those who 
use moddies and daddies are imperiling their 
souls. Then there are sex-changes, individu
als umati:ofied with the role in which nature 

"III'PTEU 
has cast them. Fundamentalists believe that 
debs and scx-changes do not understand 
thatAliah does not make mistakes; that there 
is a reamn they were made the way they 
were. They have but to seck the reason 
rather than to change God's wOfk.1u always, 
however, there are those who manage to 
reconcile sex-changes with their faith. 

Arabs haven't made up their minds 

about cybcrware and biotech . Most tradi
tional Muslims don't approve 01 cybelWare, 
seeing it as an unnecessary violation of the 
body, modifying that which need not be 
modified . Others feel that headware is too 
seductive, and equate cory plugs with 
addictive drugs. Many others, however, see 
the technology as simply being too useful 
to piID up. Daddie5 espe<ially have found a 
rich market in the Arab world. Since the city 
is the meeting place for so many cultures, 
the adaptability that plug -ins allow is a 
major selling point. Standard cyberware 
items such as limbs and accessories aren' t 
as controversial, but they aren't vel)' com· 
man out here either. They are expensive to 
buy and maintain in this environment. 

As we mentioned before, the Arabs 
are still trying to put transsexuals into per
spective. While any educated Arab of this 
e ra will understand the psychological 
nature of a sex-change, many are still 
rationalizing it theologically. And keep in 
mind that to them there is no real differ
ence between the two. It may take a while. 

IOE-OLOGY 

O uch has changed in this 
land over the pa5t 200 
years. Traditional ists, re

formists, and many other m ovements all 
wish to determine the direc tion Islam will 
take in the 16th century(23rd century in the 
calendar of the infidel}. The Shiites have fall
en from favor since the death of ~haykh 
Bila l, which may make them all the more 
potent. There has recently been a reflower
ing of the faith, but there arc many who say 
that Arabs must adopt a more "cosmopoli
tan" attitude towards the technology and 
information coming from the rest of the 
world; a revival of the it jihad, or broad think
ing. Many Arab leader5 warn that the faith
fu l must tread carefully; new developments 
will lead to Western decadence and the ruin 
of Islamic values. Then the Muslim lands will 
decay like the nations of the West 
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CjLOSSA.RY A.Nb 

PROVeRBS 

11iP" 'ollowing is a list at Arabic words 
and phrases and a list of Arabic 
proverbs. Use lhe glossa ry to 

help in the creation of character names. 
Slang and proverbs will liven up character 
dialogue and role play. 

C;LOSSA.,'y 

Ahlan Wi! sahlan: "You have come to your 
people and level ground." A fo rmal 
greeting. (Arabic) 

Afrit or Afteet: Demon. (Arabic) 

AI-baqarah: The Cow. Also the name of the 
second Surah of the Quran. (Arabic) 

AI-t.ltihah: The first Surah of the Quran, a 
com forting prayer that is the Islamic 
equivalent of the lord's Prayer. (Arabic) 
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AI-kalb: The dog. Next to the donkey, 
Arabs consider the dog the f ilthiest of 
animals. (Arabic) 

AI-sifr: Zero. (Arabic) 

Allah is mo st great : A frequent Islamic 
interjection, usually at the end of some 
speech or negotiation. 

Allah yisallimak: "God keep you in peace." 
Response 10 "Salaamtak." (Arabic) 

Almaani: A German. (Arabic) 

Amp: To have one's brain wired. (Slang) 

As-salaam: "Far~w~II, Pl:!acl:! be wiUI you." 
(Arabic) 

Ba dawi : The nomadic desert Arabs. 
(Arabic) 

Bakebrain: Someone wired to use moddies 
and daddie.~. (Slang) 

Baksheesh: A tip, gratuity, or bribe. (Arabic) 

Baraka: A concept which doesn't tramlate 
well. ltcan mean magic or charisma or the 
special favo r of God. People or places can 
have it. Shrines which have this property 
are often touched in the hopes that some of 
the barakowill rub off. People who have it 
can do almost anything they want (Arabic) 

Bismillah : "In the name of God." Common 
Arabic interjection. (Arabic) 

Bismillah ar-Rahman ar-Raheem: "In the 
name of Allah, the Compassionate, the 
Merciful." Common saying. (Arabic) 

Beauties: ButaqualideHC1. A verypowenul 
form of sleeping pill which is highly illegal. 
(Slang) 

Blazebrain: See Bakebrain. (Slang) 

Blue Triangles: Triphetamines. A powerful 
form of amphetamines. See Tri-phets. 
(Slang) 

Business Is business and action is action: 
Motto of the Budayeen. 



Swana: A term of respect similar to Mister. 
(Swahili) 

Chipping In: Using a moody Of daddy. 

Cold t~a: Akonol. (Slang) 

Choo: Excrement. (Swahili) 

Copshop: Police station. (Slang) 

Cory Plug : A co rymbic implant which 
allows the user to chip in moddies and 
daddies. (Slang) 

Creased: Killed. (Slang) 

Daddy: An add-on chip that gives the 
wearer temporary knowledge or skills. 
(Slang) 

Deb: A pre-operation transscxual. (Slang) 

Derwishes: Believers in a mystical form of 
Islam. They believe that certain fortunate 
people are specially blessed by Allah with 
boraka(see above), and lire thereforewor
thyof respect In the community. (Arabic) 

Far from you: Superstitious formula spoken 
to prevent tragedy or bad luck caused by 
someone talking about such matters. 

Fellahin: Peasants. (Arabic) 

Fiq: A small copper coin of little value. 
(Arabic) 

File: Police. (French slang) 

Gelstrips: Protective gelatin bandages. 

Habari ganl1: 'What's up?" (Swahili) 

Himmar 00 ihn-himmar: "Donkey and 
SOfl of a donkey." One of Ule worst insults 
possible to an Arab. (Arabic) 

I am quite unable to express my thanks: A 
common Arabic expression of gratitude, 
the formal reply to which is "No thanks are 
need~d when one performs a duty." 

Ibn wushka: "SO(l of a unclean woman." 
An insult. (Arabic) 

Imam: A Muslim holy man or chu rch official. 
(Arabic) 

Inshallah: "If God wilis H or "It is the will of 
God.N A catch-all phrase used by Arabs in 
a lmost every situation In which the 
outcome is in some doubt Uttcring this 
statement takes all blame for failure out of 
the hands o f man and places it in the 
hands of Allah, but it is not an excuse. 

Jam : To mess up, hurt, o r have sex with. 
(Slang) 

Jambo: Hello. (Swahili) 

Jihad: A holy war. (Arabic) 

Kaffir. Unbeliever. Also means black person, 
or slave. Used as an insult (Arable) 

Klam: Standard monetary unit in When 
Gravity Foils. 

Kwa heri : "Good-bye". Used when 
speaking to one person. (Swahili) 

Kwa heriniya kuonana: "Good-bye.· Used 
wilen speaking to more than ooe persoo. 
(Swahili) 

Kwa siha yako: A toast, similarto "Cheers!" 
(Swahili) 

Libd~h : The knitted skullcap of a Muslim 
male. (Arabic) 

Marhaba : A greeting, often used with 
persons of a lower social standing. (Arable) 

Maghrebi: A mildly racist slur used to 
describe Algerians, Tunisians, o r 
Moroccans. (Arabic) 

Maktoob: "It is written." (Arabic) 

Mashi: "Nothing." (Arabic) 

Medinah: The old part of the city. (Arabic) 

M~d~rsa: A Muslim coll ege of theology 
and law. (Arabic) 

Mgongo; Rear end, rump, etc. (Swahili) 

Moddy: An electronic chip which give the 
wearer a temporary personality overlay. 
Also used to refer to someone currently 
wearing such a chip. (Slang) 

Muezzin: A man who calls the faithful to 

C'III1P1f1l J 
prayer from the minaret o f a mosque. 
(ArabiC) 

Mush hayk: "Is it notr A suffix added on to 
the end of a statement (ArabiC) 

Njema: "Nothing.· (Swahili) 

Noraf: A North African individual. (French 
slang) 

Paxium: A mild tranquilizer. 

Qadaa 00 Qadar. "A judgment of God and 
Fate." (Arabic) 

QurAn or Qur'An: The Book of Islam, 
containing the word and dictates of God. 
To the Mus lim s what the Bible is to 
Christians. 

RamadAn: The holy month of Islam, during 
which all Muslims fast between sunrise 
and sunset (Arabic) 

' Ricain: AA American. (French slang) 

RPM: f. Ribopropylmethionine. An 
extremely potent hallucinogenic drug. 

Sahib: "Sir.'" A title of respect (Arabic) 

Sahtay: A toast, similar to cheers. (Arabic) 

Salaam: "Peace." A greeting or farewell. 
(Arabic) 

Settle: To kill. (Slang) 

Shiatan: Satan, the devil. (Arabic) 

Shukran: "Thank you." (Arabic) 

Simoom: A strong, hot, sand-laden wind 
that blows through the Saharan and 
Arabian deserts. (Arabic) 

Simsaar: A broker or agent. (Hassan the 
Shiite is ooe.) (Arabic) 

Salaamtak: "Peace be with you." Agreeting 
orfarev.-ell. (Arabic) 

Souk: An open-air marketplace. Usually 
souks will consist of one type of shop or 
booth along one .street (Arabic) 

Spill: To spend money. (Slang) 
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Street American: A street urchin. (Slang) 

Sunnies: Sonniene, a powerful opiate pain 

killer. (Slang) 

Sarah: A chapter of the QurSn. 

T. the T: The truth. (Slang) 

Tri-phets: Triphetamines. See Blue Trian
gle5. (Slang) 

Tomorrow with the apricots: A common 
levan tine phrase sim ilar in meaning to 
'When pigs fly. " 

Uncivilized idiot : A popular Arabic insult. 

Wallilhi iI-azim: "By Almighty God!" An 
exclamation. (Arabic) 

Where you at?: A Budayeen greeUng. 

II 

If G= n,.,.ows a. 

kntfC o.r you. d.crc 

o..re 'l:''\.O WCLrs of 
c,,-Ll::ht,,'j it:: br <:he 

blade, 0..- br .<:\"" 

handle. 

Ya salaam: An exclamation of ioyordismay , , 
similar to "Oh, my Codl" (Arabic) 

Va shabb: "0 young man." (Arabic) r!l Nobody but the one who is carrying the 
load knows how much it weighs. 

Vil'an'abaok!: "Mayyourfather be cursedl" 
An insult (Arabic) PI The air of heave n is that which blows 

pp..OVEp..sS 

Most 01 these are self explanatory. Make a 
crib sheet and throw them into role-play 
dialogue al opporlune times. 

r!l The moon shines in the absence of the 
sun, do not strike a rail with your fist nor 
mistake the sun for the puff of a candle. 

rd He who has burned his mouth with milk 
blow:s on ice cream. 

rd The undMtanding of an Arab is in his eye5. 

rd Open up your door to a good day, and 
prepare yourself for a bad one. 

rd He who speaks the truth better have one 
foot in the stirrup. 

rd Patience, my frien d, is the key of par
adise. 

pJ The candle is put into the lantem and the 
moth is left outside, fluttering. 

between the horse's ears. 

r!l To him who has no teeth left Allah gives 
dry beans to eaL 

PI Without fingers the hand would be a 
spoon. 

rd If a man puu a cord around his neck God 
will provide someone to pull it. 

PI The beard of the guest is in the hands of 
the owner of the tent. 

r!l The barking of dogs does not hurt the 
clouds. 

r!l The palm of one hand does not eclipse 
thesun. 

PI The camel d river has his plans, and the 
camel has his. 

r!llf you see him riding on a bamboo cane, 
say to him 'Good health lo your horse.' 

pJ Hearts are depositories of secrets, lips are 
their locks and tongues are their keys. 

r!l Think of the going out before you enter. 

PI The day has its eyes, the night has its ears. 

r!l A strai ner is none the worse for having 
another hole. 

PI Take care, the sleep of non-existencewill 
overtake you at last, lor the coming and 
going of the breath is but the rocking of 
the cradle. 

r!l The hand that you cannot bite, kiS.'l. 

r!l May Al lah protect me from my friends, 
my enemies I can handle. 

r!l A small dale stone props up the water jar. 

r!l Catch the halter rope and it will lead you 
to the donkey. 

r!l [f a light serves to see, it also serves to be 
seen. 

r!l A dog cannot bite when it has a bone in 
its mouth. 

r!l Trust in Allah, but tie your camel first 

pJ Managewith bread and butter until God 
brings the jam. 

r!l The dawn does not come twice to awake 
amant 

r!lln the desert one forgets everything, one 
remembers nothing any more. 

r!l The bear knew nine songs, all were about 
honey. 

pJ To the dog that has money men say 'My 
l ord Dog.' 

r!llel us sit bent, but talk straight. 

r!l When the feathers are of gold it is unwise 
to make broth of the hen. 

r!l The biggest nuts are those which are 
empty. 

r!l A town's gate can be shut, a fool's mouth 
never. 

rd By all means make friends with the dog, 
but do not lay aside the stick. 



r!f Into a dosed mouth no fly can enter. 

~ AYTlooth lie isbetterthan a distorted truth. 

Pi A narrow place is very big to the narrow 
minded. 

slf the prayers of dogs were answered 
bones would rain from the sky. 

fd The best fighting is against yourself. 

r!l Everysheep hangs by its own leg. 

r!1lf I listen I have the advantage, if I speak 
othe~ have it 

r!l The tongue has no bone, yet it crushes. 

r!l Don't be deceived by the whi tene5s of 
the turban, soap is bought on credit 

rrJlf a man said to you' A dog carried off 
your ear,' would you go after the dog, or 
search first for your ear? 

rd Allah may love a poor man, but not a 
dirty one. 

r!l He who is a mocker dances without a 
tambourine. 

r!l One must not shoot a glass arrow at a 
painted deer. 

r!l The heart of the fool is in his mouth, the 
mouth of the wise man is in his heart. 

r!l Better the gurgling of a camel than the 
prayers of a fish. 

r!llf you make yourself honey the Ilies will 
eat you. 

r!l The fish in the trap begins to think. 

r!l Often the best way of giving oneself 
wha t one lacks is to take from oneself 
what one has. 

~ There cannot be two stalliom in the same 
small stall 01 camels. 

r!f When fate arrives the physician becomes 
a fool. 

r!l A clever man's mistake is equal to the 
mistakes of a thousand lools. 

II 

-Che aIr of 
hea.ven is ma:c 

which blows 
berween <:he 
horse's ears. 

II 
r!l Fortune is with you for an hour and 

against you for ten. 

r!1 Greed lessens what is gathered. 

r!l The best kindness is done quickly. 

r!1 What has died has passed. 

r!l You talk in the east, he answers in the 
we>C 

r!1 If you ask a mule of his lineage he will say 
only that one of his parents was a horse. 

r!l The dog's tail is still bent. 

r!1 The jar cannot remain whole forever. 

r!11! the King at noon day proclaims it is 
night, behold the stars. 

pj A wise woman is one who has a great 
deal to say, yet remains silent. 

r!f Every rose has a thorn as its friend. 

r!1 To the donkey one thistle is better than 
two ass-loads of je'YVels. 

r!f Every man thinks of his own fleas as 
gazelles. 

rllllP1EU 
pj When the crow is your guide, he will lead 

you to the ~orpses of dogs. 

r!1 Mother a weed, father a weed, do you 
expect the daughter to be a saffron root? 

r!l You can count the number of apples in 
one tree, but you can never count the 
number of treeli in one apple. 

r!l The camel never sees its own hump, but 
that of its brother is always before its eyes. 

rd Th e universe is sacred, you cannot 
improve it. If you try to change it you 
will ruin it. If you try to hold it you will 
loseil 

r!l Three things cause sorrow to flee: water, 
green trees, and a beautiful face. 

r!l Life is a perpetual drunkenness, the 
pleasure passes b u t the headache 
remains. 

~ As the sands of the desert are to the 
weary traveller, so is too much speech to 
him who loveth silence. 

rtf However high the eye may rise it will find 
the eyebrow above it 

r!1 He who drives an ass must, of necessi ty, 
know its wind. 

r!1 Unhappy is the man who has no nails 
with which to scratch his head. 

r!llt 15 he who eats when he is full that digs 
his grave with his teeth. 

rtf A dog on the run can safely be kicked. 

r!l 1! Fate throws a knife at you there are two 
ways of catching it: by the blade, or by 
the handle. 

r!ll t's easy to carryon a wa r with a spy
glass. 

r!l Once you put your head into the mortar it 
is useless to dread the sound of the pestle. 

r!1 Whoever pets scorpions with the hand of 
compassion getsstung . 

rtf Nourish a raven and it will pick out your 
eyes . • 
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ROLE-PLA.YINCj 

IN 'Cl')E 

231m CEN'CURY 

~ 
he focus of adventures set in the 
world of When Gravity Foils 
should be on roleplaying and 

problem solving. Combat and action should 
supplement the roleplay, but not dominate 
it. You can run almost any type of adventure 
in Gravity that you could in Cyberpunk, but 
the Graviryworld may give you options and 
idea~ that you've never considered before. 

Don't build your scenarios around fire
fights. The lasen and other weapons of the 
23rd century will make firefights quick and 
messy affairs. Make action add to the drama, 
not just to the body ccunt, with each scene 
adding more plot to the adventure. That's 
not to say that scenllrim should be without 
vioJence. This is a world where people make 
up the rules as they go along, and most like 
to play hardball. Depravity and despotism 
are going to promote violent si tuations, and 
death can come shockingly fast . Just don't 
let it dominate the Slol)'. The reasom behind 
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me VIOlence and tile consequences Ulat fol · 
low should be atleasl as important to the 
plot as the action itself. 

Don't try too hard to tie th is futu re 
together with the original Cyberpunk. 
Although the original' Punk world fits pretty 
well into the first fifty years of the Gravity 
timeline, the situations in each are also 
widely different. Do feel free to take those 
elements that you like from each world and 
cross them over to the other. Create the 
fusion which best servcs your conception of 
a dark future . There is no reason why you 
can't use moddies in a straight·up Cyber. 

punk ru n, and no reason why Cybt'rpllnk 

corporations can't find a home in a game 
set in the Gravicywortd. Catch our drift? 

EVcll.YONe 
L OVES A. mYSCEJl.Y 

n the most basic level, Wilen Grav. 
ity Faifs is a detective story. It is 
also a tale of clashing cultures and 

self.discovery, with a bit of international 
intrigue thrown in for spice. It's a perfect 
model for detective.style adventures, par· 
ticu larly those that seem simple only to 
grO\.,. more and more intricate. 

Mystery and detective scenarios make 
players use their heads more th an thei r 
ha rdware, but plotting one o ut can be a 
challenge. Mystery scenarios can revolve 
around any lype and number of crimeS or 
situations, but all should contain Certain key 
clements: the act, the m otive, the t e ch · 
nique, the trail, and the characters. 

The act can be any crime or incident 
that gets the ba ll rolling, fr om electronic 
thelt to mass murder. The higher the stakes, 
the more tension you can generate. 

The motive will vary, and may not be 
clear to the characters at first. but the Refer· 
eeshould always understand why thecrim· 
inal did it Creed, politics and passion are aU 
good potboiling motives. Remember, even 

apparently senseless crimes occur for some 
reason, even if it's just the fac t that the per· 
petra tor is psychotic. (Why they're psycho 
can make a scenario all by itself.) Conspira
cies make good fodder for motivations as 
well, with n ations and corps constantly 
waging a deadly warof intrigue. 

Coming up wi th a technique can be 
fun . You get the chance to sit in the perpe
trator's head and imagine what twisted 
methods he might use. In a good mystery 
the perp is smart and cunning. Otherwise 
it's no challenge. Use your wits when set· 



ting up the situation, and don't choose 
techniques that are too obvious o r trace
able. Circumstances sometimes dictate the 
technique: was the act rash and later cov
ered up, or was it carefully planned months 
ahead of time? Does the perp prefer poi
son, or have an affinity for chainsaws? 
Maybe the body is needed afterwards and 
must be intact, or the crime is set up to mis
direct the investigators. 

If the crime was perfect then there isn' t 
any adventure, because there's nothing to 
investigate. Thus there need to be enough 
clues and loose ends to allow the party to 
start putting the pieces together. That's the 
trail. Not that it should be easy. The trail 
can be twisted and long, with lots of branch· 
es and dead ends. Frustrate your players 
before you let them solve everything. It wi ll 
make them more respectful. 

Characters add humanity to the plot, 
and they're a key element in designing any 
adventure in this setting. Effinger's books 
emphasize characters over technology. 
Gadgets influence the plot, but characters 
drive it. It's the people who inhabit the 
Budayeen, with all their different quirks 
and personalities, that make the stories so 
compelling. Unlike many Cyberpunk 2020 
NPCs, which often exis t for no reason 
other than to give the characters some
thing to shoot at, Graviey NPCs should be 
carefully and individually designed, and 
their personalities, motivations and behav
ior should be major influences on the plot 
and roleplay. You don't have to build com
plete lives for your NPCs, but having .some 
grasp of who they are and how they act 
can make them come alive for your players. 
Treat your NPCs with respect and they'll 
pay you back. 

NOIJl..: Ch€' 
l=€€L OJ=: c,J2AVrty 

~ 
oublccrossing beauties with fire III: in their eyes and ice in their 
veins; criminal minds with plans 

within plans; scheming street vermin look
ing to make a buck off others' suffering; 
steel.eyed killers who deal death as easily as 
they deal cards; desperate men who llirt 
with violence as a last hope of redemp
tion- these are the denizens of the dark 
side of existence. 

Back alleys full of rats, garbage and 
blood stains; cheap hotels that rent rooms 

by the hour and don't ask questions; dark 
bars shrouded in smoke, the smell of hard 
liquor and the low m urmu r of despair, 
these scenes make up the world of Nair. 

This kind 01 story harkens back to the 
hardboiled stories of Raymond Chandler 
and Dashiell Hammett. These masters told 
tales of men who tried to carve some sense 
of honor out of an insane and vicious world 
lurking behind the one most people knew. 
That world has become the future of Cyber
punk and When Gravity Fails. 

In this arena people use every advan
tage to gain the Edge, be it a silky body or a 
fast trigger finger. Often they do it with a 
facade of civility, playing society's games 
until they have the chance to g rab that 
brass ring. Then they kill whoever gets in 
the way. Trust can be a rare commodity, 
and a deadly weakness. Hope is a lever to 
be used agains t people, and only suckers 
take the fall. You're either a hustler or a 
mark; there's no in-between. Attitude can 
keep you alive, but use iton the wrong pe0-

ple and you'll be counting your exit wou nds. 
As with 2020, mood and atmosphere are 
everything in a Gravity game. As your char
acters are casing the seamy sidestreets, try 
to maintain that au ra of tension and des
peration that makes this the dark futUre. 

Cn€' CO(T)(T)OOrcy 01= 
INI=OP-~ION 

~
nfOrmatiOn is something of value in the 
23rd century. In the post-Collapse 
world, getting the whole story requires 

real effort. But information is power, and 
power means survivaL.and success. Abu 
Adil and Friedlander Bey have built empires 
based on the control of information, and 
they depend on people needing their ser· 
vices. It's na longer healthy to be apathetic 
and acquiescent; that makes you a mark. If 
you want to stay on top, establish the con
tacts and pathways that will slide you the 
facts you need, Otherwise you'll have to 
depend on someone else. 

C
o unite characters you can still 
use any of the teams suggest
ed in Cyberpunk, but notall are 

approp ri ate in all situations. Trauma 
Teams (under another name) will only 
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work in more advanced areas, and won't 
be very common. Media Teams, Merce
naries, Corporate Teams, and Cops can be 
found anywhere. Bands and Nomad Packs 
go wherever they like. Gangs cut their turf 
where they can. 

Administrators (see the new charac
ter classes later in this section) can build 
teams of troubleshooters, trained special
ists under their direction. They are sent 
anywhere in the Administrator's jurisdic
tion to solve problems. 

Many Runn@rs (see new character 
classes) get their own group of support 
people together to make the runs go more 
smoothly. Having a good Tech is a must to 
help with maintaining the vehicle, and he 
could flY!!n make a good co-pilot if the craft 
needs it. In ord!!r to make the right contacts 
you need a Fixer you can trust, som!!one 
who only takes his fair cut and doesn't talk 
to clients who don't pay. Th en there's 
always the Netrunner to range ahead and 
monitor the airways from his console, inter
rupting enemy radar linlu and throwing 
white noise into the communication net
work. If trouble is expected at the meet 
point (and when isn't it?), having a depend
able Solo or three at your back may con
vinc!! th!! buyer that he really does have the 
gold with him. A few Runners carry an 
entire entourage with them on their jumps. 
Rachel "Blackhawk" Esposito trips around 
India and Burma with a crew 011 0 in her 
Eichner & Voss BR45 Mariner SeaJet. And 
no-one can get around the sub-continent 
laster. Believe it. 

If your campaign is based in the Buday
een, you may want to have the group be a 
loose association of people linked mainly by 
friendship and a sense of mutual usefulness 
- an information·sharing network. When 
an interesting job crops up, the people with 
the right abilities pull together to take 
advantage of it. Everybody gets his cut. 
Another possibility is to have the players be 
members of a family. This will ensure their 
mutual loyalty and make for some great 
roleplay. 

ere are a few ideas for basic sce
narios to get your team started in 
adventuring in theworld of Grav

ity. There is a more elaborate adventure at 
the end of the book. 
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1 Your runner team is hauling a bunch 
of refugees out of Egyptian Sudan. On 
a stop-over in the city. one of the pas

sengers is murdered, and the police suspect 
a team member. The victim was <I Sudanese 
military officer who, the previous day, had 
challenged the character to a duel in front of 
witnesses. The police think that the chara'
terdecided tascltIc the matter privately and 
permllnl!fltly. The character has no alibi. 

The Sudanese was actually killed by 
another passenger, a young shaykh who 
waS defending the honor of one of the 
women of his tribe. The soldier made unto
ward advance!, and the shaykh killed him. 
The other Sudanese passengers supporllhl: 
shaykh. who was following tribal law. They 
worry that the local authorities will use it I1S 

an excuse to hang a "Sudan barbarian," so 
they remain silent. 

The officer was also going to make 
contact WiUl expatriates in the city to form 
the core group for a coup. These people 
want revenge for the murder, and they are 
willing to bury the whole team to get who
ever killed their friend. The player charac
ters had better get cracking. 

2
your team is approached by a local 
merchant who wishes you to help 
Ihsan Abdul Kader, a well-loved local 

imam known for his generosity and keeping 
of the Five Pillars. He tells a tale of a bogus 
blackmail altempt which may ruin the 
imam's reputation, and he wishes the team 
to catch the blackmailer and secure the evi
dence. The team tracks down the black· 
mailer, a scummy Japanese techie, and nab 
the incriminating chips. The chips indicate 
thatlhsan is an experimental clone who 
escaped from Japan . Clones are considered 
soulless under Islamic law, and Ihsan would 
be cast out or killed were he exposed. Is 
Ihsan is aware of his origins? Who is he a 
clone of? Before the team can tum the data 
over, they're bounced by Japanese hit·men 
determined to keep these questions from 
being asked. 

3 
Your runner team is hired to haul a 
cargo of technical daddies from Cairo 
to Osaka. What the team doesn't 

know is that Australian agents have sabo
taged the daddies to interfere with the 
operations of the buyer, the Mogami-Hon
shu Corporation. The rigged daddies will 
be used to train technicians in a new pro
duction procedure. The sabotage will lead 

to project faitures costing billions of yen. 
Mogami-Honshu is not gOirlQ to be pleased, 
and they will try to trace the saboteurs back 
through the Nnner team. look out. 

4 
Your troubleshooting team is sent 
into the desert south of the city to 
establish contact with a new Bedouin 

tribe that has migrated into the area from 
Algeria. nle team discovers that the people 
have been driven east by other tribes utiliz
irlQ Sohormagic. Many in the group display 
symptoms of acute measles. In fact. factions 
in the Algerian govemment have been sup
plying bio-warfare weapons to certain tribes 
along with orders to kill or drive out the oth
ers in preparation for an Algerian redama
tion of the Sahara. Now one of the exiled 
tribes has wandered into your area, possibly 
spreading contagion. Algeria has found out 
about the leak and has sen t a search-and
destroy unit across the border to eradicate 
the incriminating Bedouins. The team is 
caught in the middle. 

5 jewd Diab, leader of a local spice souk 
and a team-members' uncle, asks the 
team to investigate the rise in suicides 

and crimes of passion in his neighborhood. 
The incidents can be traced to a new type 
of moddy called "Perpetual Paradise. " It 
continuously stimulates the pleasure cen
ters of the brain. It also burns out the plea
sure centers after 28 hours of use, leaving 
the victim numb and psychologically crip
pled. This resullS in suicidal depression and 
psychosis . Mercotech has been testing 
these moddies here to see how they work, 
selling them through the local black mar
ket. Sales have been brisk. Now they're 
ready for overseas release. The side-effects 
will work themselves out in time. First, how
ever, they must eliminate anyone who has 
learned the truth aboot the meddies. 
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t he international scope of When 
Gravity Fails gives you a chance 
to adventure in any number of 

exotic places, the city being just one of 
them. 

Although Gravity is centered around 
th e Middle East. and most of the back· 
ground we've given you applies to that 
region. don't feel constrained by it. 

Use the richness of the foreign sur
roundings to enhance the game. let the 
environment's beauty or bizarreness set 
new tones for the action. The differences 
between business in North Africa and busI
ness in New York can keep p layers from 
growing complacent, especially when they 
get arrested by the mUlosibfor talking to a 
woman without asking permission of her 
husband first. New rules, new game. 

Players can come from anywhere, as 
technology and the cyberpunk mentality 
havespread over much of thewodd. World
spanning adventures may take a little 
research, but the roleplaying rewards can 
bewetl worth it. 

NeW 
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[ij hese are some of the new char
acter classes which can be 
played in Gravity ga mes, and 

even in regu lar' Punk runs if you like. Skill 
Packs list recommended skills for each class. 
Some new special abilities arc listed and 
explained. 

ig government has died . Now 
there are dozens of small nations 
all stru ggli ng for stabili ty and 

supremacy. Politicians and leaders come 
and go, but the bureaucracy is forever. And 
that's good, since this is where all of the real 
work gets done anyway. Only a few people 
have the right touch to m anipulate the 
wheels 01 power so that the nation doesn' t 
grind to a halt. Greasing the right palms 
and stroking the right egos can do as much 
as a platoon of jump infantry in the chaotic 
governments of the Gravilyworld. 

As an administrator, you are an official 
assigned to specific projects or districts by 
your government. Your job takes you into 
the problem areas in the country and gives 
you the opportunity to pull together the 
people needed to solve those problems, be 
it inserting that mole into Sardinia's Parl ia· 
ment or finding Runners and Solos to get 
the gold shipment through the danger 
zone in the foothi lls. This usually means 



organizing and logistics, but often you go 
in with the troops. You don't always lead, 
but since it's your butt on the line you'd 
better be on the scene to make sure the job 
gets done right. 

like Corps, the administrator special 
ability is Resources, only in this case the skill 
represenl\ the resources made available to 
you by the govemment for which you work. 
Even a small countl}' has access to materials 
and funds far beyond most private groups. 
AdmJn Resources is also your ability to call in 
government help as long as national inter
e!il\ are atstake. Abuse it and lose it. 

Administrator Skill Pack 
Spe<ial Ability: Admin Resources 
Awareness/Notice 
Education 
Social 
libraI}' Search 
History 
Area Knowledge 
Persuasion 
Bureaucracy 
Manual Computer Use 
Streetwise 

. au had a knack for vehicles and 
Ulefe was one way to make it pay. 
You started out running needle

guns from the Commonwealth to the Dako
ta Republics in an electric truck. Then it was 
armored hoverears careening through the 
arroyos of Nuevo T ejas, bringing pure Ken
tucky whiskey and surface-to·air missiles to 
the rebels. The whiskey went to bribe the 
local officials and the miS5iles went to bum 
Federah! VTOl5. Soon you graduated to the 
big-time: jump-jetting datacores from 
Switzerland to one of the Turkish nations. By 
that time, you were wired so you could 
head· talk with your machine, binding the 
two of you even doser in the electron-inter
face. Now it's just a miltler of finding the 
right contracts to keep you and your 
machine moving. Maybe this week it'll be a 
Shipment of laser batteries to the Amazon 
Confederacion, or getting refugees out of 
Holland before the socialists cave in. 

As a runner you're one of the drivers, 
pilots, and smugglers of this dark future. You 
are the one who gets into the driver's seat 
and jacks the stuff where it's supposed to go. 
Friends come and go quick for the man and 

machine on the move, and you don't lay 
down roots in this line of work. But you've 
got your Swiss gold bars, Japanese travel kit, 
some hot Turkish tunes on chip, and a Zeiss 
pulse laser under your jacket in case things 
get personal. Outside on the pad sits that 
MiG SV5A Kestrel, wil iting for your head and 
hand to take it to the limit. Don't confu~e 
smuggling Runners with net.jocks who are 
sometime!i referred to as ·runner.>. 

The runner special ability is Vehicle 
Ze n; that certain intangible synergy that 
allows some individuals to manipulate vehi
cles in a way that defies belief. Add Vehicle 
Zen to any veh icula r skill when tough 
maneuvering is necessilry. 

Runner Skill Pack 
Spe<ial Ability: Vehicle Zen 
Awareness/Notice 
Pilot (Any two vehicle types) 
Tech (For some or all of the vehicles with 
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which the runner is proficient) 
Driving 
Brawling 
Athletics 
Electronics 
Streetwise 
Basic Tech 

PJl.IVAI:€ INVESCICjA.I:Or ... (1\.5 
pU8U51?E-"O IN I,Nl'O\,\'IIl.E'O) 

C 
he world is a complicated and 
dangerous place. A lot of peo
ple just aren't able to deal with 

it. Who do these people turn to solve their 
problems when they can't get anybody 
else? You. You'll go out there and find the 
answers for them . You act as an intermedi· 
ary between the fearful mundane's ilnd 
dark reality, and then you get stuck clean
ing up their messes. That's because you're a 
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P.L, a hammer, a tracer. Sometimes the 
money just isn't enough. 

Pushing people's buttons is part of the 
job, maybe the part you like Ole best. It's 
always fun to watch a mark squirm while 
you grill him. Sometimes he doesn't even 
know he's being grilled. That's when you 
knowyou'rc jacked and jammln'. 

But that's only half of it. A whole lot 01 
drcilty hours get spent sitting in front of a 
datoucreen, finding all the threads that form 
the amwers you're scanning for. Most of 
the time it 's data y'ou're not supposed to 
see. Being prepared is the name of the 
game, and these streets aren't kind to 
losen. You lose, you die. Maybe you'd bet: 
let up your rate. 

Research is the PI special ability. This is 
the amount of information sources that the 
Private Investigator has access to, and his or 
her ability to use it. Be it snitches, friends, or 
computer files , the higher the level the 
more the PI has at his fingertips. Add 
Research to Streetwise or library Search 
role; in investigative situations. 

Private Invenlgato r Skill Pack 
Special Ability: Research 
Awareness/Notice 
Intervi~ 

Handgun 
Brawling 
Human Perception 
Streelwise 
Shadow/Track 
Intimidilte 
Persuasion 
library Search 

SpY 

hey put you here. You never 
thought it'd go this deep. You 
joined because you knew you 

cou ld make a difference, bring in that 
assignment that would keep your country 
free from the violent chaos that surrounds 
it. Now, after a dozen jobs, you're notquite 
so idea listic. But here you are, wearing 
someone else's clothes and living someone 
else's life for six months. Just so you can be 
there when tlleyneed you. 

James Bond isn't a real spy; real spies 
are people you neVer see. Espionage spe
cialists are trilined to aHume a variety of 
guises to complete a mission. The mission 
may be an assassination, a kid napping, o r 
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a simple data raid on iI government com
plex. Your skills are designed around tak
ing on cover personas that let you move 
through the establishment you are infil
trating and gather information inconspic
uously before you strike. 

Pu..YINCj A. SPy 

pies arc an unusual character 
clills, and they can ilflect the bal
ance of game play when used in 

an inappropriate scenario. A player and 
Rei should always confer in advance when 
a spy is to be played in a game. Spies are 
played under the guise of some cover role 
(see below), and always have a secret 
agenda to fulfill, separate from the goals of 
the other players. 

hen a player creales a spy, 
the character must be given 
two false· histories and 

cover roles in ilddition to his or her actual 
histo ry and spy role. One is the primary 
cover role under which the spy is opera t· 
ing. The othe r is the ba ckup cover for 
emergency usc. Cover identities can be 
fleshed out with the aid 01 the lilepath In 
Cyberpunk ]0]0. Spies usc their special 
ability of Chameleon to succcssfully main
tain their cover roles. Cover roles are 
picked when the character is generated 
and may not be changed. In addition tb 
Chameleon, Spies should also buy some 
pickup skills related to their cover tOles. 
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ROLE SPECIAL ABILITY LEVEL 
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Administrator I,OOO/mo. I,SQO/mo. 2,OOOlmo. 4,OOOlmo. 

Rllnner l,OOO/mo. 2,OOO/mo. 3,DOWmo. 5,OOO/mo. 

Priv319lnveslig(HOr l.00Olmo. 2,OOO/mo. a,DDO/mo. 4,OOOlmo. 

s., 2,OOO/mo. 3.DOD/mo. S,DDD/mo. 1.0GO/mo. 
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hameleon is the special ability of 
the spy class. Chameleon gives the 
spy the ability to assume two pos

sible cover roles to an exlent that will con
found almost all inspection. Chameleon is 
more than the Disguise skill in that it allows 
the spy to emulate the special abilities of his 
cover roles at iI reduced level. The spy may 
pick the two cover abilities. best suited to his 
thealer of operiltiom ilnd mission require
ments. The level of the cover identity special 
abilities is equal to the spy's Chameleon skill 
divided by two for the primary cover and 
three for the secondary cover. Round up. 
Ellample: A ~py must a~sume the identity of 
a nelrunner, backup role techie, and he has 
Chameleon 7. The spy has Interface 4 and 
Jury Rig 3. (7/2 : 3.5, rounded up to four, 
7/3: 2.5, rounded up to three.) This system 
limits the spy's abilities in his cover role spe
cial abi lities, but it allows him enough lati
tude to operate without detect ion for long 
periods of time. 

When a spy achieves Chameleon 10, 
he or she may pick a third cover identity 
and role. like the second special ability, 
the thi rd is bought at Chameleon skill 
divided by three. When a third role is pur
chased the spy should construct a history 
for the cover. 

While Chameleon is primarily used to 
represent tra ining in specific roles. it also 
means an ability to blend into any situation 
or culture eaSily. This is more than just a dis
guise skill; use it with Persuasion while trying 
to seem incompicuous or with Fast Talk to 
convince someone that you belong in that 
zone, on that vehicle, in that office, etc. It 
also represents ability at assuming another 
persona when acting as a mole with artificial 

behavior, mannerisms and so o n. Thus it 
acts like a Social or Periormance skill as well. 
Moddies can certainly make this job easier, 
but a cory plug is pretty obvious unless you 
get one of the new behind·tlle·ear models. 
This skill may be all that stands between you 
and a firing squad. 

Spy Skill Pack 
Special Ability: Chameleon 
Human Perception 
Resis t Torture/Drugs 
One Ranged Weapon Skill 
One Martial Art 
EdUcation and Gen. Know 
Manual Computer Use 
Shadow(Track 
Basic Tech 
Disguise 
Interrogation 
Pickup Skills for Cover Roles 

your... m iSSION 

[iJ he spy presents a special chal
lenge to the Cyberpunk Player 
and Referee. In an already dis

trustful universe, this character stokes the 
fires of paranoia even higher. At the begin
ning of an adventure or campaign the Ref 
assigns the spy a secret agenda. This is a sec
ondary set of goals that the player must ful 
fill during lhe (our.le of the campaign. This is 
the mission that the spy's government has 
sent him on, and it must be pursued parallel 
to the general mission of the group, all with
out the rest of lhe group knovving. 

TIle secret agenda may be as simple as 
gathering any accessible information. or it 
may get as complicated as terminating an 
enemy official and fram ing one of the other 
party members for the deed. The Ref may 
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6,DOOImo. a,ODD/mo. 

a,GOO/mo. II,OlIO/mo. 

7.DOO/mo. IO,DOD/mo. 

lD,DDO/mo. l3.0DD/mo. 

.... 
change lhe agenda at any time that he feels 
the spy's superiors can make contact. That 
may only be once every two months, or, if 
the spy is part of an e laborate network, 

every few days. 
The Ref has the right to deny IP if the 

player does not adequately follow his Secret 
Agenda. This is very much a Ref's call. If a 
player is unwilling to take many risks to 
complete his agenda then you may knock 
off up to 1/2 their total points for a given 
session. If the spy completely ignores his 
orders then you ca n withhold aillP and 
send a couple of dark, quiet men with guns 
to offer some encouragement. 

cyneJl..PUNI.:.. 11.Oles IN \\Ji'JeN 
C;IlAV'CY 1="".5. 

Techs and Medtechs have lots of neY.' stuff 
to tinker with, and their skills arc needed 
now more U,all ever, since weaponry has 
progressed in the last two-hundred year.l . 

Rockl!rboys and girls will find a wide 
audience, although it's harder to get world
wide distribution. Therc's certainly a lot to 
sing about. Being a moddy star is another 
way of literally spreading your way of look
ing at life. Not to be underestimated as a 
tool, moddies mean you're inside their 
heads for real. Getting a cory plug and a 
recording crew may be the best political 
weapon you could have. Distribution is 
complicated, but there are lots of campa· 
nies w illi ng to sell new moddies world
wide. You just have to find your market. 

As long as there is some semblance of 
civilization we are going to have Cops . 
Nowadays their jobs are tougher than 
ever. Not on ly are the crim inals better 
equipped, but your own government may 
go belly upany day now. 

47jjf 
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Fixers are in their element here. This 

world 1$ In need of so many things, and 
matters must often be handled discreetly. 
Any fixer worth his salt can carve a place 
for himself in the byzantine webwork of 
trade and espionage. Papa and Abu Adil 
arc fixers taken to the ultimate extent 

Corporales afe still p layers in the 
international arena, but the corpora tions 
they serve consider their people pretty 
expendable and may seem less worthy of 
loya lty than their Cyberpunk counte r
parts. Still, the resources they wield rival 
those of many countries. Execs are con
stantly given assignments in godforsaken 
areas of the world, where they can play 
king . For II while. 

In a world racked by fragmentation 
and brushfi re wars, So los are always 
going to have a place. Everyone needs 
men and women who are ready to kill and 
surgically equipped to do it faster and 
better than anyone else. There are plenty 
of freelance Solos in the Cravityworld 
since the governments that created many 
of them no longer exist. 

Netrunners may be the hardest hit. 
Neural links and cyberdecks are available, 
but the international Computer Net of the 
Grovityworld is a lot more limited than 
the Net in Cyberpunk. Only North Ameri· 
ca, Europe, the Japanese Trade Area and 
the Middle East have true Nets. The com· 
puter system is covered in detail in the 
Tech section, but suffice it to say that 
hackers are less powerful in this universe 
tha," that of Cyberpunk 

Being a refugee is a way of life for 
many these days. Nomad families are 
now an international phenomenon. 
Europe, China and America all have their 
displaced and restless. In a North African 
campaign, native Nomads may very well 
be Bedouin, the traditional Arab tribes 
that still guard the deserts. Bedouins dis
dain cybertech, but they have a family 
unity which beggars that of most modem 
Nomad packs. Tough, resourceful, rich in 
tradition and respected by most other 
Arabs, these arc good people to have on 
your side. 

NE-\,V SK.ILLS 

These are new pickup skilts for use in the 
generation of Gravity characters. 
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Computer Use (Tech): This represents 
an average person's ability to use com· 
puters. Some 23rd century computers 
respond to neural link as well as voi~e and 
keyboard commands, but most can be 
used manually only. With this skill you can 
dive for data without being a netrunner. 
This skill can be substituted for Interlace In 
most netrunning applications, but only 
with the -4 Keyboard modifierfrom eyber. 

punk and an add itional ·2 since Ulis is not 
a true skill system for netrunning. lf pitted 
against a rea l netrunner in the Net, the 
indi vidua l on the manual system will 
always lose the initiative. Computer Use 
ca n be used instead o f Libra ry Searc h 
when looking for information in databas
es, but at -3. 

Area Kn owledg e ( INT) : In a world this 
messed up, knowing what's going on 
anywhere is a valuable skill. With this skill 
you have the low-down on a given area 
no bigger than a small nalion or large city 
or city-state. You'll know the politics and 
recent history well enough to recognize 
things that the average person is blind to. 
At +2, you have a basic background on 
the area. At +4, you have a fairly deep 
knowledg~ of the people and the history. 
At +7, you have stud ied or lived in the 
area and know it inti mately. Patterns or 
disturbances in the area become apparent 
quickly. At +9, you are so tuned into the 
pu lse of the place that any change Is 
immediately noticeable. That's the kind of 
thing that can keep you alive, effendi. 

Urban Survival (INT): The ability to $u r
vive on the city streets. It involves know· 
ing where to find free food, how to make 
a cargo container in to sleeping quarters, 
and what gutters are safe to d rink from. 
Knowing which vermin are okay to eat 
can be important when your apartment is 
the sidewalk and'you don't have the kiam 
to buy dirt. A good safety-net skill. 

Bureaucracy (INT): Modern government 
makes a tradition out of red tape. This skill 
lets you maneuver through it as painlessly 
as possible. At +3, you know how to jink 
minor cl erks. At +5, you can sweet ta lk 
councilmen and some judges. At +7, yOU 
can slice through the worst red tape and 
bureaucracy and even senators may give 
you an ear. A necessary skill in an age of 
petty governments and petty people. 

Beam Weapon (REF): This is a common 
weapon skill in the 23rd century. It 
includes hand lasers, seizu re guns, static 
guns and other induction weapons. It 
does not include semi.portable or heavy 
beam weapons (see Tech). 

Heavy Beam Weapons (REF): Similar to 
standard Heavy Weapons Skill, but for the 
more sophisticated, modem systems. Can 
be applied to vehicular energy weapons. 

Va mp/ Con (EMP): This is the user's abilj· 
ty to separate a fool from his money. The 
girls in the bars in the Budayeen use their 
charms to wile marks into buying them 
drinks for hours . St ree t hu stlers make 
tourists spe nd kiam on items they 
wouldn't want as gifts. That's what this 
skill is all about. Can be countered by 
Streetwise. 

Simper (EMP): Fuad can stop yOU dead 
in your tracks and make you listen to the 
most inane stories for minutes at a time. 
Th en you fee l sor ry for him. Why? 
Because he ca n Simper. This allows a 
character to elicit sympathy with stories, 
postures or just plain pathos . In game 
play it may be used to woo othe rs to 
your point of view, similar t o Oratory, 
but with a focus on pity and manipula
tion. Also good for NPCs. 

Ta ctics ( INT): This ski ll gives yOU the 
edge in small unit actiOns, allowing yOU to 
anticipate the enemy's moves and 
respond quickly. At +4, you are a trained 
squad leader. At +6, you are a seasoned 
vete ran who knows how to adapt to 
chang ing battlefield conditions. At+9, 
you are a master tactician. 

Pilot RPV (R EF) (IP X 3): The ability to 
pilot remote vehicles such as hoverdrones 
and attack remotes. The operator knows 
how to use a remote board and interpret its 
signals. This skill is absolutely necessary for 
using RPVs in combat. Direct cOl)'-link s}'S"
tems are available, adding +2 to the skill. 

Modular Tech (TECH): The tech skill for 
moddies and daddies. This skill allows the 
techie to determine the contents of chips 
and create new ones. Usually a skill of +4 or 
+5 is needed to make chips, but lesser lev· 
els arc handy for Maddy examination and 
repair. A useful talent in this day and age . • 
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FAILS 
[jJ he pace of technological 

advanceme nt hOls fluc tuated 
greally over the past hu ndred 

years as ~ociclies have risen and faUen. Rev
olution and rebirth have alterna tely ham
pered and motivated the development of 
man 's technological base. When one 
advancement was made, a score of others 
would be lost to social upheaval. 

The paranoia of the pre-and post-col
lapse years helped to hamper the dissemina
tion of new technologies. Fearful counbies 
kept their experiments and discoveries secret 
from Ihme they considered their potential 
enemies-meaning almost everybody elsc. 
Some countries would have a thriving wealth 
of knowledge, white their neighbors strug
gled with almost medieval conditions. 

The relative stabilization of the world 
situation and the need for commerce even
tually allowed technological and 5cientific 
developmenu to start filtering across bor
ders. Worfd markets became the show 
rooms for new technologies, some of which 
trickled into backwater countries as flol5am 
and jetsam on the tide of international 
trade. Und erdeveloped na tions began to 
get a taste of what was out there: cloning, 
biosculpting, cybernetics, lasers, artificial 
intelligence, mod dies and daddies. Now 

many 01 these things are available all 
around the world, for better or for worse. 

mObblESANb 

bAbblES 
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D n 2065 lab techs isolated specific mem
orie;; and reaction patterns in test 5ub
jects and replicated them in template 

50ftware from which they could be imprint· 
ed into a chipware fo rmat. Thi5 chipware 
could then be interlaced direcUywith the 
human nervous system via a corymbic 
implant and receiving socket, allowing the 
wea rer to duplicate selected skills and 
knowledge of the person from whom the 
imprint was taken. Artificiill abilities, the 
greatest convenience the worfd had ever 
seen. Within a few years, the first commer
cial mod els were made available to the 
public under the brand·name Add_Oru™, 
"daddies" for short. 

Implants were developed to augment 
and broaden individuals' access to skills in an 
over.specialized, technological society. At 

first they seemed the answer to many of soci
ety's problems. With the right plug, doctors 
cou ld perform procedures that they had 
never trained for, ambassadors could speak 
any language instantly, workers could han· 
die unfamiliar machine!)" and soldiers could 
operate any wcapon. Unfortunately, in 
many ways implants caused more harm than 
good. Education suff ered as people no 
longer felt the need to learn skills. A new 
wave of illiteracy swept the U.S., Canada, 
Mexico and Europe. Chip technology soared 
while the written word langUished. 

Perhaps Western society could have 
handled daddies, but then Modular Person
al ities came out. Developed in Canlldll, the 
original, rudimentary moddy circuitry was 
designed to redirect, clarify, and intensify 
selected neur1l1 signals for use in the therapy 
of people who had suffered neurological 
damage or trauma. Neural Feedback Inter
filce chipware aided greatly in the treatment 
of several neurological disorders. Further 
development and research soon revealed 
the true potential of thesc systems. They 
could be uscc:l to alt(!f' an individual's behav
ior to conform to a free -floating template, 
either programmed by hand or read from a 
second test subject. Now artificial skills had 
competition from artificial personalities. 
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ill ecognizing a powerful new tech
nology, governments, corpora
tions, and private investors 

around the world poured billions of dollars 
into the development of moddies. less 
than eighteen months after the first devel
opments were made public, Venauela, 
Israel, China, the Eastern Unification States 
of America, and Prussia all had working 
models of Modular Personality chips. Many 
other countries and private groups fo l
lowed suit in the ensuing months. 

The commercial and military uses for 
meddies were obvious. labs went to work to 
fililhe orders of governments desiring diverse 
moddy software for military applications. 
Corporations marketed the unils to the pub
lic, exploiting the desire for a new rush. 

In the years that followed, manufactur
ers struggled to meet the demand, flooding 
the market with over four hundred different 
meddies. Commercial moddies contained 
either an aspe<:t of a personality or the per· 
sonality as a whole. The famous of the day 
sold the rights to thei r personalities to 
moddy labels, allowing themselves to be 
replicated millions of times on multicolored 
pieces of plastic and siticon. Researchers 
and programmers created artificial moddy 
templates based on the personalities of 
celebrities long dead and fictional charac
ters. When moddies were combined with 
skill daddies, true replication of personali ~ 

ties became possible. Now you could think 
and act like lames Bond, and shoot like him, 
too. Hallucinatory black market moddies 
began to appear, containing not personali
ties or personallty traits, but memories. The 
wearer of these moddies experienced the 
implanted memory as jf it were happening 
at that moment. Moddies became a new 
kind of drug. The public ate them up. 
Guests at maddy parties would pass around 
a tray 01 the newest commercial or black
market chips. Maddy bars became popular. 
Teenagers traded moddies. People used 
moddies to alleviate the boredom of work 
and school and to enhance their personal 
lives. Many people became addicted. 

The licensing of moddy and daddy 
hardware and software production allowed 
the chips to proliferate around the world. 
Thousands of different personality and 
behavior chips were availa ble. Corymbic 
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plugs became one of the most common 
cybernetic enhancements. Companies spe
cializing solely in moJddy and daddy tech
nology began to pop up. With corporate 
competition and espionage, it was com
mon to see one personality marketed under 
different labels and several different ver
sions of the same reconstructed fictional 
maddyon the market. 

SJ")OOt:::INC; Up t:::t>e 
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C 
he addiction spread like wild
fire. Things went from bad to 
worse in the West. With fE'W cul

tural traditions to prevent the abuse of the 
new technologies, it seemed everyone in 
America was getting wired and tuning out. 
Apathy became a national pastime. True 
craftsmanship and creativity became rare. 

There were exceptions to the destruc
tive influence of moddies and daddies. 
Keisha Milton and Graham Prosheka used 
daddies extensively to draw together all the 
pieces necessary to make the fusion power 
breakthrough. Psychological disorders 
were corrected by surgically implanting the 
correct moddy. But the problems could not 
be ignored . Drastic actions were reqUired 
to stem the downward slide. Rigid controls 
were instituted. Mostol these would disap
pear when North America disintegrated 
politically a few decades later. 

Fortunately for much of the rest of the 
world, there was greater cultural resistance 
to this technology. Some countries required 
licensing for maddies and daddies. Others 
forbade all non ·military use, or all use peri
od. Despite the preventative measures 
undertaken around the world, moddies 
and daddies were a major factor in the 
chaos which lead to the death of the old 
world order. 

Even though the moddy and daddy 
craze has passed, the chips remain one of 
the most commonly used electronic 
devices. Companies producing them still 
rake in sizeable fortunes, and the library of 
available titles continues to expand. The 
public demand is still there. In some par15 of 
the world the chips are as popular as they 
were when they first appeared. Many peo
ple stitllive their lives by moddy manipula
tion, rarely reverting to their real personali
ties. The difference is that it's a subculture 
now, not an epidemic. 

mODDIES AND "D,b.XjOles: />.. 
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oddies and daddies differ 
greatly in size and shape. 
Moddies are plug-shaped 

objects about an inch in length with slots 
for sub.mounting the much smaller daddy 
chips. Made of plastic or ceramic, they 
come in a multitude of colors rangin g 
from dull grey to transparent day.glow 
orange with visible internal circuitry. Most 
modd ies come with a set of applicable 
daddies or a list of recommended daddies 
on Ule back of the blister pack. A sliver of 
memory plastic will co nform to the 
opening and keep dirt and water from 
entering the cory socket. Moddies have 
guide slots along the side that may be air 
sealed by simply squeezing the top of the 
plug. Squeezing again relaxes the plastic, 
opening the seal and revealinganydaddies 
that may be mounted on the moddy. 
Moddies come with up to six daddy slots. 
The order in which the daddies are placed 
makes no difference. Daddies are generally 
square, round or octagonal chips one 
centimeter in diameter, with a one 
centimeter "handle" attached for ease of 
removal. They come in as many colors as 
daddies. 

The name "moddy" comes from one 
of two different sources, depending on 
who you ask: Modular Personality Chip. 
ware or Personality Modification Chip. 
ware. Moddies are programmed with a 
template that usually mimics the personal
ity of a person, living, dead, or fictitious . 
The templa te can be burned onto the 
meddy chip at a lab using a reference 
copy stored in a large computer or it can 
be programmed directly into the moddy 
chip by a programmer working wi th a 
personality specialist. 

Moddies and daddies need not be 
used together. The basic cory.plug is only 
designed for daddies, hold ing up to 6 at 
once. The socket and surrounding base is 
grafted to the skull at the crown or back of 
the head and is clearly visible unless cov
ered by hair. New, expensive versions 
may be located behind the ear, making 
them less obvious. "Chipping in" involves 
sliding the daddy into the cory plug and 
clicking it into place. The base of the plug 
is pressure sensitive and will eject the 
daddy when pressed. Using meddies 



requires a special corymbic implant or a 
modification of the basic implant. Maddy 
plugs can accept the standard 51)( dad
dies, alone o r in combination with a 
maddy, but they can never accept more 
than one maddy. 

When a moddy is inserted, the per
sonality changeover is instantaneous 
(although there is a brief period of disori 
entation). The character is now who the 
moddy tells him he is. The moddy over· 
rides the user's personality and substitutes 
the chipped template. While the moddy is 
in place, the user's real personality is 
below the su rfa ce . crowded into the 
recesses of the mind. The real personality 
knows what's going on, but on a subdued 
level. This allows conscious action, as the 
user may pursue goals and actions which 
ilre his own, but decisions and actions will 
be executed on the basis o f the moddy 
personality. The real fun in social moddy 
use is In relaxing and allowing the moody 
penonality to take over. 

When wearing a moddy, the user 
keeps rudimentary memory: who he is, 
who his friends are, where he lives, etc. All 
legally licensed moddies have an aware-

ness feature so that the user knows that the 
current personality comes from a plug and 
is not naturaL In black market moddies 
these saf~uards may be dysfunctional or 
absent. A person using a black market 
moddy may suffer from amnesia or delu
sions (not realizing that he is wearing a 
moddy), or worse. Many victims of mal
functioning black market moddies roam 
the Budayeen, drooling quietly and mum
bling the moddies garbled language. 

mOOOI€S IN GA.me PLA.y 

oddies should be used as a 
roleplay tool. In rOleplay
ing a moddy, one shou ld 

keep in i detailed on 
the moddy and act accordingly. Players 
using moddies should work with the Refer
ee, deciding in advance how the moddy 
will react to certain situations. Work out a 
list of major occurren ces and reactions: 
how the moody responds to being attacked, 
friends being threatened, to insults, seduc
tion and so on. The Releree should no te 
serious !.Wings from the moddy's penonali-

('III/prEll S 

ty type (the Judy Carland moddy wouldn't 
pull out a gun and blow away a few people 
indiscriminately). Inserting or removing a 
moody stuns a player for one round as the 
mind adjusts itself. 

MOOdies also affect the user's self-per
ception. A man who puts on the Marilyn 
Monroe moddywill feel like a 130 pound 
woman, to the point of being able to feel 
aspects of the female anatomy about him
self. If a user inserts a moddywith the per· 
sonality of someo ne a hundred pounds 
overweight, he will stagger as he suddenly 
feels the added weight. The perceptions 
the moody imparts arc ill5tantaneous, and 
mlly be uncomfortable until the user gets' 
used to them. This can be from a few min
utes toa few hours. A good rule 01 thumb is 
to note severe differences in weight, size, 
age and sex, and plan how they might 
affect roleplaying. 

The Maddy also gives t he user a 
knowledge of the person he's impenonat
;n9' Expert: ModdyPersona at levels rang
ing from 3 to 10 depending upon the skill 
of the manufacturer, the price of the 
moddy and the method used to record the 
personality. 

51 ~ 
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oddles come in fou r differ
ent types. The first three 
arc common, legal mod

els. The fourth type encompasses special
ly-made black market moddles with u nusu
al applications. The most common arc the 
type we have been discussing in this sec
tion, TYPE 1 moddles. These completely 
overlay the user's personality. They may 
alter the user's stats. The second mos t 
common, TYPE 2, change the user's per
sona lity but do not replace it. They may 
also change the user's stab:. TYPE 3 mod
dies resemble Braindance, the virtual real i
ty braintripping discussed in Rockerboy. 
These moddles (ontain 11 hallUCinatory 
scenario with complete semory detail. A 
neural interrupter keeps the user from 
moving his body in response to the hallu
cination while the chip is active. TYPE X, 
the fourth type, are bl3ck-market torture 
models. They arc similar to the third type 
but contain sensations of pain, torture and 
even death. 

GE-CCINCj nOOKED 

ill . ike drug', modd;", h,w the Add;o
tion Side EffecL A COOL roll mud 
be made after each 5 uses of any 

moddy. Success means you've avoided get
ting hooked, forthe time being . Failure means 
the onset of addictive symptoms. An addict 
will lose 2 points of REF and 3 points of COOL 
after 1 D6 hours without a moddy. He will stay 
at the reduced levels unti l a moody is inserted 
or treatment is obtained. If you just decide to 
leave the moddy in for days and count it as 
only one use, we've got news foryou. 
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INSEP-C P E-P-SONALfCY 
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omething happens to the human 
mind when it has been under the 
influence of a moddytoo long: 

Insert Personality Rejection Synd rome, or 
InPeRSyn. Moddies weren't supposed to 
be used· for more than about24 hours at a 
ti m e. After a couple of days of cons tant 
moddy me, the user's own personality will 
s ta rt forcing itself t hrough the maddy's 
programming. This will ge t wo rse and 
worse until, by about the thi rd day, the user 
is only performing a poor mimicry of the 

maddy'S personality. 
If the user gets to Olis state his person

ality has gone into overdrive. All psycho. 
logical characteristics are enhanced, and 
this will become apparent as soon as the 
moddy is removed. I.e ., something that 
would normally only annoy the user will 
now drive him to violent rage. Dram atic 
m ood swings plague all vict ims of InPeR
Syn. Phobias and other quirks are intensi
fied. Irrational fear turns to un be arable 
horror, horror turns to incapacitation , 
m aniacal rages or catatonic insanity . It is 
best to keep a victim of incapacitation iso
lated at a clinic unti l the syndrome passes. 
Obviously, incapacitation is a common 
affliction among moddy addicts, and a 
good reason to keep an eye on them. The 
best gu id eline is to not use a m oddy fo r 
more than th irty-two hou rs, and if you 
have used one for more than twenty-four 
hours, to avoid any moddy use for eigh. 
teen hours after that. Characters may safe
ly use a moddy for a nu mbe r of hours 
equal to their COOL x 4 . After that they 
begin to suffer from the effects ollnPer
Syn. They have the full -blown syndrome 

after th ey have used a moddy for twlc;~ 
the safe amount of time: . It wi ll take 
o ne day for every five hours of overuse 
to recover f rom the syndrome, with the 
symptoms being worse for characters who 
go farther over Oleir safe time limit. 

Li) addies contai n inform ation 
_ which interfaces with the part 

of the brain responsible for 
short-term memory. Daddies may either 
be placed in a cory plug di rectly or insert· 
ed in a slot in a moddy. Daddies come in 
three types: Active, Utility, and Reactive. 
Active daddies are similar to Cyberpunk's 
APTR and MRAM chips. Th ey co ntain a 
skill at a set level and, like Cyberpunk chip
ware, they override any previous knowl· 
edge o f that skill. Gravity daddies do 
record skills at a higher level than 'Punk 
chipware. Active daddies are, more often 
than not, reco rded from subjects who 
were very com petent in thei r field , and it is 
common to find daddies with skill levels as 
high as +6 or +7, alth ou gh they may be 
expens ive. Active daddies are seldom 
higher than +7. Active daddi es are the 
kind most often packaged with moddies 
to supplement the Chipped personality. 

Utility daddies serve purposes identical 
to some of the im plants in Cyberpunk. 
Biom onitor and sensory recording daddies 
are common. Reactive daddies actually add 
to one of the user's skills orstats in someway. 

Daddies sometimes grant their user a 
set of related ski lls. The Strength Booster 
daddy gives its user a bonus to hfj Strength 
Feat and eiOler his Brawling or Resist Pofjon 
&- Drugs as well. Daddies have a natural 
limit, however. They wlll never enhance a 



skill above level 8 or a characteristic above 
11 (u n less speci fically designed - see 
maddy/daddy construction below). A 
Reactive daddy will not boost the skill 
derived from an Active daddy. 

Active and Reactive daddies may be 
used in any combination, but never more 
than six at a time. 

mo'O'Oy 
EXA.mpLES 

II moddy set costs include the 
costs of enclosed daddies. 

James Bond: Type 1 Moddy/ Daddy Set 
Bond, james Bond. You're cool as icc. In 
combat you' re an ace. Shoot to kill, or 
wound the mark and g rill h im fo r info. 
You're the top agent in the British Secret 
Service. The ladies fall at your feet and you 
never say no. You never say die either. You 
like small, concealable slug throwers and 
dry martin is, shaken not stirred. But be 
careful, there are enemy agents aro und 
every comer. 

just by wearing this m oddy the user's 
COOL is ra ised by 1 (but not over 11). Users 
of the james Bond moddy seldom wea r 
protective clothing, and always prefer some 
sort of small, bullet-firing pistol over any 
other type of weapon. (Slug throwers are, 
by the way, hard to get anywhere, nearly 

impossible to get in the Budayeen.) This 
moddy is hard to come by, but one might 
tum up with a diligent search or a few kiam 
in the right hands. 

When packaged new the moddy 
comes with four daddies: Karate +2 
(active), Awareness +2 (active), Handgun 
+4 (active) and Seduction +2 (active). 
Package cost: 930 EM. Other daddies sug· 
gested fo r possible use with the Bond 
moddy are: Wardrobe & Style + 1 ( reac
tive), Sharpshooter (see below), Shadow
ing +2 (active), El ec tronic Security +2 
(active), and Stealth +2 (active). 

Honey Pilar: Type 1 Moddy/Daddy Set 
Seductress Supreme, you are the World's 
reigning porn goddess. The sultry Spanish 
Siren. Everybody wants you. Everybody fan
tasizes about what it would be like to be 
with you. You' re the lady of Spain. You' re 
HoncyPnar. 

The Honey pnar Moddy comes in sev
eral different frames of m ind, each based 
upon a character she has played on one of 
her sims and overlaid upon the basic Honey 
Pilar seductress personality. She could be 
the seductive wife of a Mafia kingpin, a ret· 
olutionary in Catalonia's battle for indepen
dence, or the rich business executive In 
need of pool repair. Regardless of the sce· 
nario, the user of a Honey pnar moddy will 
assume a heavy Spanish accent. Bestsellers, 
Honey Pilar moddies are aVllilable at aU 
electronics stores and moddy retailers. 

The pnar moddy comes with an assort
ment of Daddies: Seduction +6 (active), 
Expert: various sexual practices +5 (active), 
Human Perception +3 (active) and Perfonn +2 
(active). Cost: 1400EB. Cheaper set:; are avail_ 
able without the expensive sexual practices 
daddy. Spanish language is also suggested. 

Xarghls Moghadil Khan: Type 1 
Maddy/ Daddy Set (Illeglll) 
Xarghis the destroyer, Xarghis the gena· 
cide, Xarghis the mangler, Xarghis the tor· 
turer. You are the insane leader of an evil 
cult of blood thirsty killers. But none are as 
mu rderous or as skilled in the art of torture 
as you . The blue metal angel has spoken 
the t ruth to you alo ne, and His will be 
done! It is a pleasure to kill the Infidel (or 
anyone, for that matter). You will bathe: 
the streets in the blood and entrails of your 
vic tims. Tonight w ill be the night of a 
thousand screams. 

rUIIPTEIl S 
Possessing this h ighly illegal m oddy 

carries a severe penalty. It serves one pur. 
pose only: to turn its user into a blood
thirsty killing machine. The user becomes 
fearless and psychotic. This moddy lowers 
the user's EMP to 1 and boosts his COOL to 
101 The user desires nothing other than to 
torture and then kill, caring litUe for his own 
safety. Xa rghis Khan eschews ranged 
weapons, favoring knives and swords. He 
never wears protective clothing unless it is 
ultra light. The user is completely insane 
when this moddy is inserted. Police shoot 
to kill when dealing with som eone wearing 

thismoddy. 
Being available on the black market 

only, this Moddy doesn' t come in the usual 
blister pack, but the three daddies this usual. 
Iy comes with are Melee +5 (active), Stealth 
+4 (active), and Shadowi ng +6 (active). 
Cost: 6190 EM. Incredibly difficult to find. 

Perfect SokIer. Type 2 Moddy/Daddy Set 
Yes, sir! I understand the situation and will 
complete my mi~ion as efficiently as possi. 
ble. No, sir! Retreat is not acceptable. The 
enemy must be des troyed and the objec

tivetaken. 
This is one of the most popular military 

chips out. Intended for commandos and 
junior officers, the Perfect Soldier moddy 
doesn't turn you into a ravenous murderer, 
but into a dedicated, efficient killing machine. 
The user's COOL is ra ised by 3 (Maximum 
11) and EMP is reduced by 2 (but not below 
1). The user is able to focus his mind clearly 
on evaluating the tactical si tuations he fa ces. 
This effectively raises his INT by 2 for com· 
bat-re lated tasks, but redu ces it by 2 for 
other tasks. The moddy also imparts a com· 
pulsion to obey orders from superiors and 
complete a mission at all coru. 

Daddies included with the set are: 
Beam Weapons +S (active), HeavyWeapons 
+4 (active), Awareness/Notice +4 (active), 
Tactics +5 (active). Cost: 1910 EM. A com
m o n addition is the Pain·K ill er daddy, 
which adds +2 to Stun/Save rolls iU long as 
it is used. Also recommended: leadership, 
Martial Arts, and any weapon skills. 

Kick Ass: Type 2 Moddy 
Originally created for use with the military, 
this popularmoddy enhances aggression 
and determi nation. The user is relatively 
fearless, and cares little for polite interaction. 
In game terms, this moddy raises COOL by 
2 (not over 1 1) but lowers EMP by 2 (not 

531if 
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below 1). The lower the EMP the more 
uncontrollable and violent the user 
becomes. Also called the "Rex Moddy, N this 
chip Is available in limited numbers. Most 
people li ke to hold on to theirs. Cost: 550 
EM. This moddy is not sold with any dad
dies, ilnd the package doesn't list any which 
would be appli<:abJe. 

Sunny Day: Type 2 Moddy 
What a lovely day it is! Oh, how the sun 
shines down on the Budayeen todayl Allah 
must be proud of me to present me with 
such iI lovely day. Here comes my friend 
fuad. Oh Fuad, haw handsome you look 
today. Allow me to compli ment you on 
your inteJligence. 

This moddy puts its user In iI good 
mood. He thinks that everything is beautiful 
and that everyone is a friend. It doesn't rdise 
the user's EMP stat, but it will keep the user 
from panicking in tight situations. The user 
will remain calm, even happy in the face of 
crisis. luckily this doesn't impair the user's 
judgement too much.lt is a favorite among 
people who intt:!l1d to deal with large, dan· 
gerous types. When wearing this moddy 
the user gains +4 to cool rolls vs. intimida· 
tion and +2 to Resist Torture/Drugs. This 
maddy is also·4 to the user's attempts to 
intimidate anyone else. like the Kick Ass 
moddy, this maddy isn't normally sold with 
accompanying daddies. It is very common, 
often found in 50% off bargain bins. Cost: 
900 EM (before possible discount). 

Wise Counse lor: Type] Moddy 
You find yourself in a shadowed hall, or on 
the top of a sand dune, or even in the breezy 
courtyard of a mosque. Sitting, kneeling or 
standi ng before you is a wise looking old 
man (or woman in some models). You feci 
great awe and peace of mind in his pres· 
ence. You feel that he has the answers to all 
of your questions. You need but ask. 

Wise Counselor is a hallucinatorymoddy 
which creates a virtual reality in the user's 
mind. The wise man is a compO$ite auem· 
bled by the maddy from the user's subcon· 
scious and buried memories. The user asks 
the Wise Counselor questions about current 
dilemmas. The Counselor will answer in 
cryptic phrases or symbols. Itis from this that 
the user must attempt to discem the answers 
to his problems. The user must make an INT 
roll (difficulty 13) to interpret the Coun· 
selor's answers. One roll may be made per 
hour. If the roll fails, the user considers the 
Counselor's answer to be gibberish and no 
further rolls are pouible on this issue. If the 
roll is made, the user gets +2 to any INT roll 
he may have to make to solve his cu rrent 
problem (WIse Counselor will help you, but 
it will not solve your problems). In a roleplay 
situation a successrul roll will get you some 
hints from the Referee on how to proceed. 
This moddy is very scarce, and probably 
unavailable without connections. It cannot 
give clues to questiOns the user has no 
chance of knowing. Referees should be cre
ative when speaking as the Wise Counselor. 

This moddy comes without daddies, and is 
not designed to acc~pt them. Cost: varies, 
but extremely expensive. Up to 12,000 EM. 

A Thousand NIghts and a Night: 
Type 3 Moddy 
This moddy is for entertainment only, and 
is typical of type 3 moddles. The user expe
riences the mythical tales of Sultan Shahryar 
and the stories of a Thousand and One 
Nights. This Maddy can be found any· 
where along with hundreds of others of its 
type including children's stories, 
action/adventure and pornography. Cost: 
100 EM. Not designed to accept daddies. 

Type X Moddles 
Type X moddies arc used for tortu re. They 
contain up to three different sensations of 
pain or pleasure (most often pain). Type X 
mOOdies force their recipient to endure all 
of the moddy's recorded sensations. Each 
sensation loaded into the moody will add 
+ 1 to +3 (depending on the severity of the 
sensation) to an interrogation roll directed 
at the wearer. The highest total level Is +9. 
This maddy acts in lieu of the interrogator's 
own skill (if applicable). These meddies are 
very hard to get and very illegal as they 
must be recorded directly from a person 
e)l.periencing the desired sensations. Most 
crimelords have theirs personally made. 
Sometimes the moddy contains sensations 
which can kill the recipient or drive him 
unconscious. For every three points of inter· 
rogation the recipientwill take' 06 of dam· 
age (for a total pouible 306). BTM applies. 
Fatalities result from cardiac arrest Rare ver· 
sions of these chips have sensations record· 
ed from animals. Common sensations are 
drowning, burning, flogging, cold, bone 
breaking, vivisection etc. Cost: 500 EM per 
sensation. (500.1500 EM) 

L1 ctive daddies contain the record· 
~ ed reactions and knowledge of 

someone else and therefore can 
contain any type of skill. Active daddies are 
the most common and accessible of the 
three types. Reactive are the rarest For skills 
available refer to the list on page 73 of 
Cyberpunk 1010 or make up your own with 
Referee approval. 



Sharpshooter. Reactive Daddy 
This rare and expensive daddy increases the 
user's skill with handguns by +2 (but not 
above 7 total). A secondary effect of the! 
daddy is to increase the user's level with 
either submachineguns or rifles (there are 
two types of Sha rpshoote r daddy) by + 1. 
Cost: 600 EM. 

Strt!ctflghter. Reactive Daddy 
Easier to find than Sharpshooter but com· 
parably priced. This daddy increases th e 
user's level with Brawling by +1 and Melee 
by +2. Cost: 600 EM. 

Crystalclear. Reactive Daddy 
This daddy increases the user's Awareness 
and Human Perception by +2, boosting the 
ability to concentra te on sensory input. 
Readily available in upper.class stores, but 
expensive. Cost: 700 EM. 

Dream Date: Reactive Daddy 
One of the newest on the market, this 
daddy counsels the user on proper attire 
and grooming techniques. +3 to the skills of 
Personal Grooming and Wardrobe &: Style 
and +2 to Seduction. Available in only the 
most posh stores with exclusive clienteles. 
Cost: 600EM. 

Body Manipulator: Utility Daddy 
This increases the user's strength by direct
ing the brain to subtly alter body chemistry 
to increase adrenaline and rapidly brea k 
down fatigue toxins. It also regulates 
breathing and circulation. The result is + 1 
to the user's Body (maxi mum 11). Every 
two hours of use demands one hour of rest. 
Rare and expensive, this daddy is illegal to 
use in professional competition unless 
specifically noted. Cost: 1000EM. 

Blomonltor. Utility Daddy 
This daddy performs the same functions as 
the Biomonitor cyber enhancement in 
Cyberpunk 2020 by constantly informing 
the user of his or her physical sta te. This 
information is in the form of visual readouu 
ap~aring in the user's mind when request
ed. Readily available at a reasona ble price. 
Cost: 200 EM. 

Reflex Enhancer. Utility Daddy 
This daddy works like Kerenzikov bomter
wear. When inserted it boosts the user's 
Rdlcx by + 1 (not over 11), but without the 
humanity cosL Expen.sive but common, the 

staple of most high-priced hit men. It is 
rumored to be available in higher boosu if 
you can find them. Cost: 1000 EM. 

Arable: Active Daddy 
Self.explanatory. With basic Arabic gram
mar, vocabu lary, and idiom and a basic 
primer on Arab customs. Avai lable in sever
al regional dialects. Gives the user Arabic 
Language +5 and Expert: Arab Customs 
+2. Available anywhere. Cost: 40 EM . 

CONSCRUCC'ING 

mObbleS ANb 

bA.bbleS 

lmost any personality type can 
be fitted onto a moddy and any 
skill onto a daddy. Consider the 

limitations describe!d in the rules when con-
structing your own moddies and daddies. 
These limitations are not set in stone; exper· 
imental models pop up on the street all the 
time. They are generally applicable, howev
er. Confer with your referee when you plan 
to exceed suggested limitations. 

BUILblNG 

bA.bbleS 

uilding Active daddies is not diffi
cu lt. A recording of the appropri. 
ate brain patterns are taken fro m 

an expert with the desired natura l skills. 
This process requires Modular Tech +4 and 
a fully.equ ipped chip recording studio. The 
expert must also have a cory plug to record 
from . The big trick is making sure that all 
the necessary information is recorded while 
extraneous stuff is filtered out. Active dad· 
dies have a Difficulty of 4x the d esired 
Skill level. You can not record a higher skill 
level t han that of you r sou rce subject. 

"""PfEIl S 
That's why experts make the big money in 
recording sessions. 

Reactive daddies are tougher to make 
since they have to respond to a character's 
attributes . Reactive Daddy recording 
Difficulty Is 8x the desired bonus. 
Reactive daddies can have up to three skills 
of the same type or two skills that are of dif
fe rent types but related in some way. (See 
Crystalclear daddy for an example.) There is 

no difficulty modifier for mu ltiple skills. 
Reactive daddies seldom add over+3 to a 
skill. 

Uti lity daddies serve the same purpose 
as much of the implant cyberware in Cyber
punk. Reffex Boosters, Pain Editors, Adrenal 
Boosters, Biomonitors and Voice Stress Ana
lyzers can all be replicated with utility dad
dies. Some restrictions must be followed. 
Ulilitydaddies can never add more than +1 
to a stat. Uti lity daddies may also bomt sen· 
sory input, like enhanced audio and visual 
cyberware in 'Punk. Since Utility daddies 
don't impart skills, they have a different dif· 
ficulty system. Util ity daddies have a base 
20 difficulty to create. Follow the difficulty 
modification guidelines for moddies if the 
daddies change stilts. These are listed 
below. 

PRICING .b...CtIVe Jt..NO 
)2.eb.CCIVe bADDIES 

~ 
addies are a good deal cheaper 

_ than thei r Cyberpunk counter
parts because manufacturing 

technique has simplified in the future. Base 
costs fo r daddy chips follow a simple rule. 
Each category of skills (R EF , INT, BODY, 
COOL, EMP, TECH, ATIR) cmts a certain 
amountperleveL Multiplyallcosts by the IP 
modifier (listed in parentheses next to 
applic~ble skills in the Cyberpunk 2020 skill 
descriptions; pp 36-43). 

Remember: Active daddies seldom go 
over +7, Reactive daddies over +3. Most 
Type 1 moddies come with two to four 
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active daddies, and occasionally one reac
tive daddy. Daddies sold with a moddy may 

be 1 0% to 40% cheaper than if bought by 
themselves. Reactive daddies have no price 
penalty fOf multiple skills. 

pp..ICINCj UCIL1'C)' bADDIES 

[I] lility daddies have functions similar 
to implant cybcrware in CybetpUnk, 
and they are priced on a different 

s~tem than active and reactive daddies. Util
ity daddies cost twice what the comparable 
cyberware costs in Cyberpunk. The trade-off 
is that there is no humanity cost 

Sharpshooter Daddy (Reactive) : Hand· 
gun +2 (reactive) = 400 EM. Rifle or Subma

chinegun +1 (reactive)= 200. Total: 600 EM. 

Crystaldear Daddy (Reactive): Awareness 
+2 (reactive) '" 300 EM. Human Perception 
+2 (reactive) == 400. Total: 700 EM. 

Blomo nltor Daddy (Utility): Same func
tion as Biomonitor Cyberware, which costs 
100 eb. 1 00 x 2 = 200 EM. Total: 200 EM. 

8U1LblNCj 

mObblE'S 

OOdies are more complicat
ed. All require a full moddy 
stud io set-up with .some 

very powerful computer systems and .some
one with ModularTech +5. A highly com· 
plex moddy not only adds the chipped per
sonality but some of the associated physical 
or mental characteristics. The two most influ
enced stau are COOL and EMP, a.s they are 
closely connected with personality. INT is 
third, but REF and even BODY can be affect· 
edt The Base Difficulty to record is deter
mined by the type of moody: TYPE 1:=20, 
TYPE 2 =18, TYPE 3=15, TYPEX=20. 

Every level of EMP or COOL change 
that the moddy causes, whether up or 
down, adds +2 to the ditriculty. Every INT 
level change is +3, and BODY or REF 
changes are +5 per level. If the subject per· 
sonality is dead or fictitiou.s, add +5 to the 
Difficulty. These numbers can also be used 
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for figuring uti lity daddy difficulty modi
fier.s. Other factors may affe<:t the Difficu lty 
at the Ref's discretion. Since difficulties can 
be high, people can pool their skills as in the 
"Pooling" rule for program writing on page 
158 of the Cyberpunk 2020 rules. 

Example: The James Bond moddy is a 
TYPE 1, Base Difficulty 20. It increases 
COOL by + 1 and is based on a fictitious 
characte r. To tal Difficulty is 27 
(20+2+5=27). 

PP-ICINC; (T)ObOlES 

ricing moddies is complicated 
since it is based on market values, 
not difficulties. The cost of creat-

ing moddies is based on such factors as: the 
rarity of the personality of the moddy and 
the accuracy of the duplication. The avail
abilityof the moddy is the basis upon which 
further costs will be calculated. Moddie.s 
come in three categories of avai la bi lity: 
Common, Uncommon and Rare. 

COCT)Cl)ON 

Type 1: Modern celebrities, current popu
lar holo/vid character.s, famous historical fig. 
ures, popular fictional characters. Type 2: 
Simple or single emotions: hate, happiness, 
sorrow. Type 3 : Popular stories, pornes, up 
to 30 minutes long . Bas4! Price: 100 EM. 

U NCOCT)Cl)ON 

Type 1: Obscure historical personalities, 
up·and·coming celebrities, famo us 
vid/book characters Irom rare sources. 
Type 2: Specific emotional sub.types and 
combinations on demand only: controlled 
anger, sorrow, happiness, calmness, coop· 
erativeness, hatred, determination. Type 
3: Old, out-ol·date vids or books converted 
to chip, banned or infamous stories or 
pornography. Base Price: 250 EM. 

Type 1: Rare or obscure historical per.sonal
ities, characters out 01 books, vid stars. Pow
erful modern celebrities or personalities. 
Blackmarket personal ities: serial killers/ 
c riminals. Type 2 : Extreme emotional 

states: suicidal depression or anger, berserk 
rages, slave-like loyalty, uncontrollable lust 
Controlled dangerous emotions: homic.idal 
tendencies, pyromania, sexual perver.sion. 
Type 3 : Rare books translated to chip, 
obscure old movies (pre 21st century), 
banned films or book!;:. All Type X mod· 
dies. Base price: 500 EM. 

Jl..AISINCj ChA..fl..A.CCE"P-ISCICS 

COOL, EMP, and INT are: the most often 
affected by a moddy's program. To add ele
ments which raise characteristics raises the 
value 01 a moddy. 

Raising eIther COOL or EMP costs 
200 EM per polnl . Raising the other stat,. 
if both are raised, is 100 EM per point The 
statistic which is being raised the most must 
be paid for first. To raise the values up to a 
bonus 01 +3 costs 600 EM for the first stat 
and 300 lor the second. A bonus can never 
go over +3 except in extremely experimen
tal moddies fa r beyond most character's 
financial reach . Raising INT costs 500 
EM per point, INT may not be boosted 
more than +3. Raising REF or BODY Is 
400 EM per point, These characteristics 
may never be raised more than +1. 

The most extreme and expensive stat 
change is where the stat is boosted to a 
straight 12 or lowered to a flat 1. This is 
extremely rare and should be used with 
caution by the Game Master. The most 



common example is the Xarghis Khan 
moddy (see above under moddy exam
ples). To boost a stat to 12 costs 5000 EM, 
a second stat costs an additional 5000 EM. 

~ 
owering any characteristic except 
fMP lowers the cost of the moddy. 
l owering a characteristic lowers the 

cost of the moddy by half of what it would 
cost to raise that characterirtic by an equiva
lent amount. Under normal circurmtances no 
characteristic may be lowered by more than 
the amount it may be raised by. 

Example: The thoroughly unpopular 
Coward moddy reduces one's COOL by 
one point, lowering the cost of the moddy 
by 100 (200/2) EM . l owering COOL by 
two would lower the moddy's cost by 200 
(400/2) EM. lowering a second statistic by 
one point would be a 50 (100/2) EM reduc
tion, by two a 100 (200/2) EM reduction. A 
characteristic can never be taken below 1. 
The C05£ of a moddy can never be reduced to 
lower thon half its base cosl. Taking this into 
account, the coward moddy could never 
cost less than 50 EM. 

p..€Slst.b...Nce .b...N'O 
s USCep-C16 ILICY 

ometimes a moddy can change 
how a skill effects the user. With 
the Sunny Day moddy, the charac

ter's incredible good mood and calm 
nature made him resistant to Intimidate 
and Interrogate. A moddy can make a char
acter resistant to other people's attempts to 
use up to two of the following skills: Inter
rogation, Intimidate, Resist T orture/Drugs, 
Human Perception, Seduction, and Persua· 
sion and Fast Talk. Resistance costs 200 
EM p e r point for each skill . Making 
the user more susceptible to these 
skills lowers the cost of the moody by 
100 EM per point for each skill. Plus or 
minus 4 pt5 per skill is the maximum amount 
of resistance or susceptibility. 

he Ref should feel free toadjust 
coHs to reflec t popu la rity, 
avai lab il ity or hype on any 

particular moddy . (This, along wi th 
included daddies. is why the m oddy 
examples listed earlier may not exactly 
follow the price guidelines.) The gUide
lines will give you a ballpark figure from 
which to judge the final price. Most mod
dies come with the space to fit six dad
dies. Having no daddy slots reduces the 
cost of a moddy by 50 EM. 

James Bond Moddy (Type 1): Uncommon = 
250 EM . + 1 Cool = 100 EM. Moddy subto
tal=350EM . 

Featured daddies: Martial Arts +2 (active)-
100 EM. Awareness +2 (active)",80 EM, 
Handgun +4 (active)= 200 EM, Seduction 
+2 (active)= 200 EM. Daddy subtotal = 
580 EM. 

Package total: 350+ 580 '" 930 EM. 

Sunny Day Maddy (Type 2) : Common 
=100 EM. +2 resistance to Tortu re & Drugs 
= 400 EM. +4 resistance to Intimidate", 800 
EM. -4 to user's Intimidate skill = -400 EM. 
Moddy subtotal = 900 EM. 

No daddies. 

Totll: 900 EM. Poorsa!e; may lower cost 50%. 

Moddies and daddies playa great role in 
the Budayeen. Most are readily available 
from special ized shops and even street 
hawkers. Prices can vary widely from those 
listed, especially at laila's . New models are 
being developed frequently and old ones 
modified and improved. They are the cut· 
ting edge of personal electronics. Chip in, if 
you can hack it. 

('III/prEll S 

~VON'DeR-S IN 

cne A..Cje 01= 
ChAOS 

810teCn .b...Nb 
Cn,ANSSexUJt...LICY 

enetic engineering and biosculpt
ing have advanced greatly in the 
world of When Grovity Foils. Nan

otechnology, gene splicing and editing, and 
hormonal and vi ral engineering have com· 
bined to allow complete physical and psy
choiogiclil restructuring of the human body. 
Many of these alterations are frightfully 
expensive, and common only among the 
very wealthy. They are also either frowned 
upon or completely taboo in some cultures. 

'\.Vny Lee C;€NE-t1CS seop 
you? Cne CfU.Ns-sex 

p..eVOLU"CION. 

[; 

exual reassignment is the most 
common form of body restructur
ing.ln Gravity sex changes are 

both common and widely accepted. Most 
people treat sex changes like anyone else. 

The quality of modern sex changes is 
excellent. People look, feel, and sound like 
the gender of their modification. More 
expensive sex changes are harder to detect. 
The base difficulty of detecting a sex 
change is 20 (INT roll). This clln be modi
fied up o r down by ward robe, behavior, 
and cost and location of the operation . 
Expefl5ive sex-changes from rich countries 
are physically completely undetectable, 
even with gene-mapping. 
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The cheapest. most basic sex changes 

usually restructure only fundamental physi. 
cal characteristics and a few genetic charac
teristics. They mayor may not include vocal 
reconstruction, involved hormone therapy 
and psychological -cou nse ling _ Basic 
changes are sterile and can neither con
ceive children nor lactate. More expensive 
changes impart fully functioning Internal 
and extemalsexual organs and hormonal 
patterns and the ability to bear or father 
children (unles5 sterility is requested). 

Ge"C'CINQ A. Sex. CnA.NCje 

00 as;c sox ch.ng, "q';"" on. 
.. month course of honnone therapy, 

gene editing and nanotech inje<:
tion followed by a one week hospitalization 
and a one to two week re<:overy period. No 
counseling, no follow up treatmenl 

Total cost is 1200 EM for the prep and 
3000 EM for the operation. 

More advanced sex changes ilre more 
complete and harder to detect. Each 
increase of 5 in the difficulty of detection 
doubles the cost of the whole procedure 
and the time it takes to complete It. A 
change with difficulty 2S to detect casu 
8400 EM and takes two months of prep and 
two weeks in hospital. A 30 costs 16800 EM 
and requi res four months of prep and a 
month in hospital. The ability to bear chil
dren cos ts an additional 5000 EM and 
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includes psychological counseling. The 
ability to father children only costs 1000 
EM . Higher levels of change involve better 
surgical techniques and compl~ therapy 
and require a top-level medical institution. 
The EI·Amir hospital in the Gravity city can 
handle all but the most high.level changes. 
The highest level changes are available only 
in Europe, the US, the Pacific Rim and a few 
parts of the Middle Easl 

One component of most sex changes 
is a bodysculpt to increase one's ATIR. It is 

identical to the bodysculpting in Cyber
punk 2020. There is hardly a prostitute in 
the Budayeen without an AnR of 8-10, all 
bought and paid for. 

Sex change has a 1 D6 Humanity Cosl 
Counseling cancels the humanitycost 

CYSE-R'WA.RE-, 

SlO\.VA.RE- ANb 

8l0mE-Q-,A.N1CS 

00 iomechanics, or biotech, is := cybertech's modern cousin. less 
obvious and psychologica lly 

damaging than cyberware, biomechanics 
are also much more mysterious, harder to 
get and more expensive. Although there 
are some standard items, most biotech is 
custom designed lind built to fit specific 

ind ividuals for specilic tasks. Biotech is 
common among special agents, assassins 
and commandos. Usually someone with 
biotech will have a few stock items and 
one or two custom pieces designed to suit 
that person's specific tasks in the most 
efficient way possible. There are as many 
different kinds of biotech as there are 
people who have it. See later in this section 
for a mor·e detalled desc ription of 
biomechanics. 

Cybertech is less varied, although the 
number of different items is just as innu
merable. The most common cyberware 
includes Intercranial enhancements such as 
corymbic implants, cyberoptics and cyber. 
audio. limbs and other enhancements are 
also available, but less common due to their 
price and viSibility. Except for cory plugs, 
cybertechnology and biotech are rare in 
places such as the Budayeen. 

CYSE-R'\.VA.RE

A.Nb SlO'\.VA.RE-

~ 
ny item from the Cyb~rpunk 

~ rulebook is likely to be found 
somewhere in theworld of When 

Gravity foils. Some items are more com· 
mon than others, and some are obsolete 
by Gravity standards. Chlpware proces
sors and Interface plugs h ave been 
replaced by the Corymblc Implant . 
CorY plugs perform many of the functions 
that interlace plugs and neuralware did in 
Cyberpunk. The following is a description 
of a few items which can be obtained in 
the Gravity world either easily, or with 
some diligent searching, connections, or a 
lot 01 money. 

CORycTISIC lO)PlANt 
/>.NO PLUG 

~ 
his is the Gravily equivalent of 
the In terface Plug. The cory 
plug is an advanced version, 

serving all the purposes of the interlace 
plug without requiring a neuralware 
processor or different links to operate 
smart-Chipped equipment The cory plug 
consists of a round rece ivi ng slot 
surrounqed by a facing ring which is 
clearly visible above the skin. Always 
implanted in the head, the cory plug links 
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parts of the brain to the interface network 
located at the base 01 the plug with micro
filaments and co· processors, making the 
brain receptive to moddy and daddy 
programs. Initially for use with daddies 
only. the cory plug doesn't allow for 
moddy use without a moddy link (see 
below), The basic cory plug accepts sbc 
daddies and allows vehicle and equipment 
interfacing. Currently only one cory plug 
can be installed in an individual, although 
there are experimenu involving multiple 
plugs underway in some laboratories. 
More expensive cory plugs are mounted 
behind the ear and arc less unsightly than 
those mounted on the crown or back of 
the skull. A basic cory implant costs 500 
EM. A behind-the-ear model costs 1000 
EM. 2D6 humanity cost. 

n")oooy LINK 

~ 
simple accessory which can be 

~ installed in a cory plug, enabling 
it to receive moddy chips. Only a 

close inspection can reveal that a plug has 
been modified to receive moddies. 100 EM. 

SUSl:>€Il-mt>.L cnoooy 1lA0<. 

~ 
moddy/daddy rack contained in 

~ II subdermal pouch with a self
sealing memory plastic opening. 

The rack can contain three moddies and up 
to ten daddies . 200 EM (as subdermal 
pocket in Cyberpunk). 106 humanity cost 

NICC"Jt.J::INCj memBJ!,ANES 

[W hin, transparent membranes 
which sweep down to cover 
the eyes, protecting them from 

debris and injury. They give +4 to savel vs. 
any eye irritants such as tear gas or mace. 
Al50 offering full protection against mun
dane air or waterborne particulate'S such as 
sand or dust They can come in several col
ors. They also allow full visibility und er 
water. 400 EM. Foran extra 100 EM they 
can be impregnated with a photoactive 
chemical that gives anti·dazzle protection. 
1 D6/2 humanity cost. 

P OISON SACS J>.J-.IO 'DuctS 

~
ynthetic sacs, vat grown and 
surgically implanted in any area 
of the body where a duct can 

till/prEll S 

easily lead to the su rfa ce. Ducts are 
commonly connected to some Injection 
device such as a holl ow tooth or claw. 
Each sac can hold up to four applications 
of any drug or chemical and will release 
one application upon a mental command. 
Vampires are a good way to in ject the 
poison. Hollow vampires cost 50 EM more 
than regular vampires. A hollow claw costs 
250 EM, 206 humanity cost. A retractable 
needle in the fingertip costs 650 EM, 206 
humanity cost. Poison sacs Ciln be refi lled 
with a special applicator that comes free 
with installation. Beware, a ruptured sac 
can leak its contents into the owner's 
bodyl No more than two sacs may be 
implanted in one person. 500 EM, 206 
humanity cost. 

P olson !;Ia nd . A true bioware 
option. Unlike Poison Sacs these are true, 
living g lands, genetically engineered, 
grown in vitro and surgically implanted in 
the user's body. The glands produce and 
store ce~ain kinds of venom. Each gland 
can hold eight doses of its venom, 
replacing spent venom at the rate of one 
dose per hour. The Poison Gland is 
specifically designed to produce only one 
type of toxin or chemical. It Is possible to 
have two Poison Glands, each secreting a 
different substance . Altering a gland's 
produ ct takes nanosurgery and gene 
therapy. Venom is delivered the same way 
as from Poison Sacs. No more than two 
g lands may be implanted in one person . 
Possible gland products include Biotoxin 
One, Sleep Agents, a 506 nerve toxin, or 
hallucinogenic drugs. See the Drugs and 
Poison table on page 89 and the drug 
rules on page 112 of Cyberpunk 1010 for 
more information. 1200 EM, 306 
HumanityCost. 
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\"VAI:Ep-. fl-EPL'qU>.tION 

sy=em 

h 
cavy bioware, this system of 
synthetic organs is deslgne~ to 
fiU the needs of those who spend 

long periods in the desert: Bedouins, 
traders, and sold iers. This system inter
faces with the colon and kidneys and sig. 
nlflcantly decreases the amount of water 
in body wastes. The recaptured water is 
redirected into t,he b loodstream . The sys
tem monitors blood solute levels, and it 
will not retain water when it is unnecessary 
to do so. This system triples the length of 
time that II person could normally survive 
without water. Installation Is complex, 
requiring II month of nanotcch Injections 
and three days at a hospital. 2500 EM, 
106/2 humanity cost. 

UV 6Loo:..eRS 

nanotech system which moni 
tors the levels of UV light striking 
the skin and accelerates the pro-

ducHon of melanin and bioenginecred skin 
pigments when necessary. Within five 
hoj..IrS after initial exposure all unprotected 
skin will have darkened considerably. At 
this point the person is immune to all 
effects of ultraviolet light. The system will 
not activate unle15 exposure exceeds a pre
set threshold level. It takes about one week 
to wear off. This technology was devel
oped by caucasians working in Africa and 
the Middle East. Natives arc generally 
more resistant to the effects of ultraviolet 
light. Installation involves gene therapy 
and nanotech injections. '500 EM. , D6/2 
humanity cost. 

L 
his set of implants allows the 
user to subtly change hls or 
her physical appearance with· 

in a few hours. Small, movable appliances 
are inserted under the muscles of the face. 
These can shift to alter the appearance of 
the chin, brow ridges and cheekbones. A 
series of glands producing an oil soluble 
dye are installed in t he scalp. These can 
change the hair color within about three 
hours. Common with spies and agents, 
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this feature allows the wearer to escape 
c.asual inspection. Full transformation 
takes three hours. (INT roll over 18 to 
detect or + 4 to disguise rolls.) 3500 EM. 
106+1 humanity cost. 

A.."OVANCeo CO[L'CICA.L 

ImpLANC SllR<;eIl-y 

his experimental modification 
links a basic cory plug with 
new electronics and several 

other areas of the brain, allowing the user 
to augment or inhibit several basic bodily 
functions with the use of a series of dad
dies. The daddies are experimental, and 
available only with the surgery. Advanced 
Cortical Implant Surgery is almost impossi
ble to attain and can only be had with the 
help of powerful contacts. Referees should 
be sparing in their assignment of this item 
to player characters. 150,000 EM. 306 
humanity cost. 

Even without the supplemental dad · 
dies, this operation confers several advan
tages upon the recipient. On demand, the 
body metabolizes alcohol and drugs at an 
accelerated rate. Alcohol and drugs last for 
one third their normal duration. 

Because of wiring to the hippocampus 
and other associated areas, long -term 
memory is increased. The user gains the 
INT based skill Eidetic Memory +2. This 
allows the user to recall memories with 

near photographic acuity. The difficulty of 
the attempt is based upon the complexity 
and amount of information the user is tIy. 
ing to recall, and how recent the memory. 
This ski ll can be increased with IP. 

The character's retentive ability is 
enhanced. The user learns new skills In half 
the normal time when working under 
instruction. Halve the cost of INT and TECH 
skill advancement under the Instruction 
rules from Cyberpunk. 

When this operation is completed the 
user is introduced to the series of daddies 
which ilccompany this procedure. These 
daddies work only with the experimental 
co ry plug, ca using pain rul static in an 
unmodified corymbic implant. They are not 
recommended for use with meddles. 

DADDY # l (Utility) : This daddy 
allows the use r to dampen or enhance 
selected sensory information. This allows 
greater concentration when working on 
certain tasks. The user can gain a +2 bonus 
with any skill roll where concentration Is 
important. The user can concentrate on fix
ing his weapon in a combat situation, or 
concentrate on a specific conversation in a 
crowded bar. While doing lhis the user is-3 
with all other Awareness and skill rolls. 

DADDYU (Utility); The allows the. 
user to ignore hunger, thirst, sleep, and 
excretory needs as well as suppress pain 
(the user need not make STUN checks), 
sexual arousal, and fatigue (+4 fo r all 
Endurance checks). The user may con· 



sciously regulate blood pressure and body 
temperature. All of these functions may be 
maintained indefinitely, until the user dies 
of hunger or thirst or co ll apses with 
exhaustion or from bleeding wounds. The 
user can add + 1 to some COOL and BOD 
based roUs. Incautious use of th is daddy 
can lead to injury or death. Also, upon 
removal of the daddy all of the sensation 
that is being suppressed comes crashing 
down at once. The longer it is used the 
greater a penalty the user will ultimately 
have to pay. 

DADDY#) (Utility) : The user can 
control when he falls asleep and can pre· 
determine when he will wake up. 

DADOY #4 (Utility) : The user can 
stimu late the adrenal glands and other 
paru of the endocrine and nervous sys
tems, increasing REF by 1 for a period of 
1 D6+2 turns, four times a day. 

DADOY#S (Utility) : This allows the 
user limited centlol over his emotions. The 
user can pick a general emotion to feel. At 
the discretion of the GM this may help or 
hinder certain skill rolls. 

DADDYII6 (Sped.I): "It was like ... it 
was like being strapped to a table and hav
ing a dentist drilling up through the roof of 
my mouth. It was like being right on the 
edge of an epileptic fit and not quite mak
ing it, wishing it would either go away or 
seize me and get it over with. It was like 
having th e brightest IIghu in the world 
blazing in my eyes, the loudest noises 
exploding in my ears, demons sandpaper
ing my flesh, unnameable vi le odors dog
ging my nose, the foulest muck in my 
throat. I would have gladly died then just to 
have it all stop ... I would kill" 

When Cravity Fails 
There is a part of the brain which can 

be stimulated to create incredible pleasure. 
There is also one which can be stimulated 
to cause incredible agony. That is the area 
that this daddy taps into. It drives the user 
insane with agony, turning him into a 
ravening killing machine driven by the 
pain coursing through his body . The 
character is berserk, beyond all fear, 
gaining +5 to initiative. BODY and COOL 
are raised to 12, EM P drops to O. The user 
has no drive other than to kill the person 
before them him. A person under the 
influence of this daddy is incapab le of 
using any weapon more complex than his 
own hands and teeth or a dub, but he gets 
+306 to all hand-to-hand damage in 

addition to any bonuses from increased 
strength. Martial arts are unusable but 
brawling skills still apply. The user will not 
dodge and cannot be stunned by any 
means other than a Neural Interrupter or 
Seizure Gun. 

The user can not distinguish friend 
from foe, and once the principle target has 
been killed he will attack the next nearest 
person. This state lasts for 201 0 ... 1 0 min
utes, when the user passes out Characters 
under the influen ce of this moddy are 
under the control of the Referee and will 
not remember anything other than the first 
few seconds of the experience. Recovery 
can take anywhere from a few hours to a 
few weeks depending on how much dam
age t he user suffercd. No other daddies 
may be used with this chip. 

SeCC10NA.L 
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ection al Cybernetics were 
designed to allow people the con
venience of cybernetic extremi

ties without having to replace a whole 
limb. In order to attach a sectional hand or 
foot to a limb you must buy a sectional 
mount. Thi's not only allows struc tural 
attachment, but it also provides the inler_ 
face area for nerves and tendons and con
tains the unit's power supply. 

"HI/PTEIl S 
The Sectional Mount cosu 300 EM, 

with a humanity cost of 3 points. Purchase 
hands and feet from the miriter list in Cybu. 
punk 2020. Remember to take the humani
ty cost for whatever extremities you pick. 
For an extra 150 EM the Sectional Mount 
can be a Quick-Change model. Hammer
Hands and Crappie Hands can not be 
attached to sectional mounu. Sectional 
extension hands have only half the normal 
extension distance. 

810meChA.N1CS: 
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~ 
ybertech is going through a new 
stage of development in the twen
ty-third century; the gradual shift 

to more biomechanical systems. Biome
chanical systems represent a fus ion of 
bioware and cybernetic technology, and 
are the cutting edge of biotechnology. 
Metal and motors are being replaced by 
genetically engineered biological compo
nents which offer many of the stlength and 
endurance advantages of cyberware with· 
out the unsightly metal, maintenance prob
lems, or humanity cost 

Biomechanics will never replace 
cyberware, however. CybernetiC limbs are 
not only the cheap alternative, but th eir 
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durability and modular fittings are conve
nient in many situations. Sectional cyber
netics are still in the development stage 
and arc not often SCE!n in public. (And 
almost never sccn in the Budayeen.) Avail· 
able only with connections, biome<:hanlcs 
life very expensive, very experimental, and 
olten illegal. 

In game use blomechanlcals 
work as the ir cybernetic counter
parts do but with several Important 
differences. To purchase a cyberwate 
item ilS a biomechanical, double the cost 
in EM and pay the minimum possible 
humanity cost based on the die roillist
ed. A biomechanical arm with standard 
h;:and would cost 6000 EM (3000 x 2) and 
hilve a humanity cost of 2 (lowest possi. 
ble 206 roll). 

Only items designed to replace 
human body paru (i.e. eyes, arms, legs, 
etc .) can be biomecha nical. Cyberware 
that requi res metal to function 
(cyberweapons, body plating etc.) cannot 
be biomechanical. Nor can electronic 
systems such as cory plugs, reflex boosters, 
and implants. Bioware enhancements are 
compatible with biomechanical limbs. 

aiomechanical systems lHe not easily 
distinguishable from their organiC 
counterparU. Thermographic and infrared 
sys tems can not detect biomechanical 
systems. Metal detectors will detect all 
biomechanical systems except eyes or 
Internal audio systems. 

Biomechanical systems can only hold 
hall the options that their cybernetic 
counterparts can. Eyes can hold 2 options; 
internal audio, which can usually hold six 
options can only hold J; arms and legs 
can hold 1 option each and can't be 
armor plated. 

Biomechanical 1imbs arc affected by 
microwavers, static charges and EMP 
blasts only 20% of the time. If limbs are 
affected they take 2D6 in damage to their 
organic components as well as suffering 
the cffccU of whatever weapon was used 
on them. Eyes and internal audio arc only 
affected by anti-cybernetic weapons 10% 
of the time. A successful attack has a 15% 
chance of causing severe damage (2D6) 
to the optic or auditory nerves or 
surrounding tissue. 

Biomechanicallimbs have striking, 
crushing and kicking abilities equal to that 
of normal cyberwa re and are insensitive to 
pain. They have twice the endu rance of 
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flesh limbs. Paired biomechanicallegs can 
make vertical leaps of -4 meters and running 
jumps of 6 meters. 

aiomechanicallimbs possess both 
normal 8 pt limb SOP and the SOP of the 
inorganic components; 8 ext(/l pts for 
arms and 12 for leg s. This gives 
biomechanicalllrms 16 SDP and legs 20 
SOP. It takes 8 points of damage to destroy 
a natural limb. A biomechanicallimb takes 
damage in this order: the first J points are 
considered flesh damage. Then the metal 
components take damage until they are 
destroyed. All subsequent damage affects 
the fl esh until the remaining 5 pts have 
been inflicted and then t he limb is 
considered destroyed. 

Biomechanlcal Linear Frame 
Exos keletons a re more co mplex than 
cybernetic ones. All systems are internal, 
built on the muscu latu re and skeletal 
systems, protecting and st rengthening 
the body . The frame becomes a 
permanent part of the body, making the 
use r incred ib ly IlIrge and muscula r
looking. These frames Increase BODY and 
BTM in varying amounts. Sigma: BODY 
12, BTM -5. Beta: BODY 14, a TM -6. 
Omeg a: BODY 16, aTM -7. It is rumored 
that Fried lander Bey's bodyguards, the 
Stones That Speak, have biomechanical 
linear frames. Biomechanicallinear fra mes 
are Jx the cost of their cybernetic 
counterparts ilnd have an additional 106 
humanity cost. 

cyse~psycnOS1S 

p~eVeNC10N 

D')eRAPY 

ost-Operative Psychological Ther
apy is an expensive new treat
ment available in the twenty

third century to help prevent cyberpsy
chosis. It is popular with enhanced body
guards, security person nel, and covert 
operatives working for wealthy employers. 
When properly applied this therapy signifi
cllntly reduces the incidence of cyberpsy
chosis in heavily enhanced individuals. It is 
a purely preventative treatment, complete
ly ineffective on people who have already 
crossed the line. 

Posl-operative therapy reduces the 
trauma to people's emotions and humanity 
which can occur with heavy enhancemenL 
The procedure requires a specially trained 
therapist (minimum ski lls: Medtech +5, 
Human Perception o r Expert: Psychology 
+5) and II peaceful environment where the 
patient can be both supervised and insulat
ed from the outside world lor a few weeks 
after his operations. The treatment involves 
the use of spedal mildly relaxing and hallu
cinogenic drugs along with counseling ses
sions. The therapy alleviates the feelings of 
alienation from humanity which lead to the 



violent rages characteristic of cyberpsy
chosis. One point of humanity is restored 
for every two days of therapy. Minimum 
treatment time is one week. Therapy costs 
1200 EM per week. 

To determine the success of the treat
ment the referee must make a Human Per
ception or Psychology Ro!! for the therapist. 
The dirficulty is 1S plus the number of 
humanity points being restored. The psy· 
chologist gets a one point bonus for every 
fIVe points of the patient's COOL and a two 
poInt bonus for every week in therapy 
(except the first). A successful roll restores 
the targetl!d amount of humanity. A failed 
ro!! means no effect, and nofurther attempts 
arc possible. A fumbled roll adds 1 D6 
humanity loss as the patient feels he is 
being patronized. This may lead the patient 
into cyberpsychosis during treatmenL This 
treatment is available only in--advanced 
nations and not economically feasible for 
any humllnity loss under 1 0 pu. 

me'D1CA.L 

cREArmE-Nc 
IN 220 2 

~ 
s with other technOlogies, 

~ advances in medical treatment 
have flourished and fallen with 

the fortunes of their parent countries. 
Nonetheless, many new developments 
have appeared since the fall. Gene therapy, 
reconstruction and editing, viral engineer. 
ing, nanotech, sterilizer fields, tissue cloning 
and other technologies are available in 
2202. Diseases can be cured, bodies can be 
customized, and life can be prolonged. But 
these medical marvels are not available to 
everyone. These services are beyond the 
reach of much of the world's poverty-strick. 
en population. 

Hospitals and clinics in Cravityoffer 
manyof the same services available in 2020. 
They can repair you as efficiently, but count 
on recovery times being up to twice as long 
In Third World areas dul" to crowding, vary· 
ing conditions, and reduced availability of 
drugs and specialized equipment. Most 
hospitals can install basic cybernetics such 
as cory plugs, cyberoptics, and limbs, but 
don't have the resources to do complicated 
work involving bioware or biomechanin. 
Hospitals in advanced areas can install the 

most advanced devices or enhancements, 
but expect to payin advance. 

Although cloned limb and organ 
replacements arc state of the art, body 
banks still do brisk business. Body banks are 
common in areas where cloning is forbid 
den or too expensive for the local populace. 
Cards and paperwork are nominally 
required tasell orbuybodyparts, buta few 
e;.:tra kiam can dispense with that 

One major medical development is the 
Trantor·Rheinmann longevity treatments, 
which use nanotech and chemical baths to 
keep a brain and nervous system active for 
up to 300 years. These treatments, along 
with cybernetiCS and organ replacement, 
can keep a person alive for an astounding 
length of time. 

t')OSPI'Cb.LS AND en€- crey 

[W he El-Amir hospital is one of the 
biggest and best in North Africa 
and the Middle E.ast. It offers 

near cutting-edge medical technology to 
an area in grave need of It. The clinics in the 
city arc far less attractive, with overworked 
and underpaid staffs working with minimal 
equipment. The clinics offer a variety of 
basic services in conditions which range 
from abysmal to dean and functional. Clin
ics are always crowded, and wailli of three 
hours are typical. But they are free, or at 
least cheap. 

tllllPTER S 

irst World countries have real 
medical insurance and Trauma 
Team services. These are unheard 

an area like the city. Here you either 
get coverage from a local broker like Papa, 
or you get the no-frills government policy 
whIch offers only the most basic services. 
These policies can cost anywhere from 
1000 E.M per year to 1S,OOO EM for lifetime 
coverage. Most people in depressed areas 
have no coverage. The average hospital 
stay costs about SO EM a day for award bed 
or SOOfor a private room. Private rooms are 
only available to people with dout, connec
tions, or cash. 

CLONES AND CONCJl.DV€1LS)' 

,..,... loned organs and limbs are com· r-.. mon features in most First World 
~ hospitals. They are grown fro m 
one's own cells in order to eliminate reJec
tion syndromes. People who can IIfford 
doned replacements usually donate tissue 
and grow the parts in advance so that they 
will be ready imm ediately in the event of a 
medIcal emergency. 

Full human clones are possible, but 
they have a past mired in scandal and con· 
troversy. In the few areas of the world 
where full clones arc permitted, they are 
considered artificial constructs without 
legal or property rights. This decision stems 
from incidents in the past where clones 
commilted murder or rcbellion, and It 
allows brutal ellploitation. Many religions, 
such as Islam , abhor clones altogether. 
Rumors have it that there is a clone under· 
ground seeking to release their brothers 
and sisters from bondage. To most people, 
however, full human clones are an IIbstrac
tion, a concept which people acknowledge 
deep within themselves but are unwilling to 
bring to the surface for some reason. 

SUSpeNbCb ANICT)Al;ION AND 
CT)€-blCAL t=['l.C--€ZINC; 

rtJ ne of the recent advances in medl-
• cat technology has been a refine· 

ment of organic freezing tech · 
nique. People and animals can now be reli
ably "frozenH and revived for medical and 
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transport reasons. In some instances people 
frozen as long ago as the early twentieth cen
tury have been revived. Unfortunately, not 
aU of their dreams have come true. Manysuf
feted irreversible brain and lIesh damage 
from the formation of microscopic ice crys

tals in their tissues. Others suffered from dis
ease still incurable. The most pathetic were 
those who had been frozen in the hope of 
waking to II modern utopia. They found 
instead a world of confusion and violence. 

Many pleaded to be Immersed again in the 
cold dilrkn~, but you (an'tgo home again. 

bRUCjS 1N 

Cjp..A.Vrcy 

hether made in back-a lley 
pharmacies or huge (arpa-
rate refineri es, drugs arc 

available in almost any quanti ty in theworfd 

of Graviry. laws prohibiting their use afe lax 
to the point of nonexistence. The most 
commonly taken drugs in the Budayeen are 
various amphetamines and barbiturates and 
combinations thereof. Hallucinogens are 
leu common, and combat drugs ilre rarely 
seen outside of soldiers' first aid kits. Drugs 
are primarily in the form of pills and ca p
sules. less common, but available, lire 
patches, or derms. These lid minister their 
contents through the skin. Patches are sur
prisingly quick, delivering their fu ll dose in as 
liWe as three minutes. In Gravity, drugs are 
meant to be taken like your morning java. 
They give you what you need to function for 
the rest of the day. 

Of course, there is a price. The chief 
symptoms of withdrawal and drug side 
effects are nausea and incapacitating pain. 
Severe cases can be accompanied by hallu
c:inations and convulsions. Many are willing 
to risk the withdrawal symptoms and side 
effects for the temporary fee lings of well
being and Invulnerability. 

Muslim edicts prohibit the consumption 
01 alcohol and drugs. This doesn't stop much 
of the populace from regularly partaking. 
Drugs, including alcohol, are still the number 
one recreational habit in the Budayeen, mQ(e 
common than moddyaddidion. Alcohol is 
the most popular intoxicant, being less addic
tive and ci1caper than many other drugs, and 
relatively free of side effects. The Budayeen has 
a multitude of crowded bilrs ilnd cafesv·/here il 
wide assortment of drinks maybe bought 

The following is il list of drugs featured 
in When Gravity Fails. 

TrI·Phe ts 
Type: Stimulant 

Strength: +1 
DIfficulty: 40 
Duration: 106+1 hours 

Cost: 1000 
Blue, triangular tablets of Triphetamine. This 
drug increases COOL by 1 as well as filling the 
user with inc:redible energy, giving him a 
bonus on all Enduranc:e checks. Physiological. 
Iy addictive, this drug can cause severe nausea 
and vomiting. It carries with it the side effect 01 
Negative Physical Reaction (sec belO'N). 

RPM 
Type: Hallucinogen 

Strength: +1 
Difficulty: 4 
Duration: 106+1 minutes 

Cost: 100 
RPM stands for f. ribopropylmethionin e. 
This drug usually cames in a small, square, 
plastic: derm. It can be applied anywhere on 
the skin. Fev.I people willingly take this drug; 
it creates horrifying hallucinations whlch get 
steadily worse for duration. Not only that, 
but with every use the drug gradually bums 
ou t the user's c:entral nervous system. For 
£Nery use roll a 01 O. On a 1 the user looses 1 
point of REF permanently. No one in the city 
knows how Bill the Cabbie is still alive. 

Neocortldne 
Type: Hallucinogen 

Strength: +2 
DIfficulty: 4 
Duratio n : 106+1 minutes 

Cost: 100 
This very nasty and powerful hallucinogen 
was developed as a tool for interrogation. 
Through some skk, c:osmic twist it has 
ended up as a street drug. Acetylated neo
carticine c:auses the user to have terrifying 
halluc:inations which follow a basic theme 
which seems to repeat endlenly. Comes in 
the form of a deep red microdot. This drug 
causes Negative Physical Reac:tion. 

Beautie s 
Type: Euphoric 

Strength: +1 
DIfficulty: 8 
Duration: 106+1 minutes 

Cost: 200 
Beauties are butaqualide HC1. Butaqualide 
c:om es in a bicolored capsule of powder 

blue and peacock blue. Illegal without a 
prcscription, beauties are a potent 11eeping 
drug which acts as both a sopophoric and a 
euphoriant. They also sc:ramble the user's 
coordination. The user stumbles around 
bouncing into walls and people. This 1055 of 
c:oordination reflects a REF loss of 3 pts for 
the duration of the drug. If the user hurts 
himself while on the drug he will not feel it 

until the effects wear off. Beauties are physi
ologicallyaddicting. 

Sunnles 
Type: Pain killer 

Strength: +2 
DIfficulty: n 
Duration: 106+1 hours 

Cost: 825 
Sonniene is a powerful opiate from Neues 
Deutc:hlan.g, developed to negate pain and 
act as a eupho ria nt. Th e c:h alky white 
tablets, nicknamed sunnies, were how£NCf, 
physiologically addictive. They also gave 
the user delusions of invulnerability. These 
delusions can put the user at risk, cspecially 
in combat situations. This drug raises the 
user's COOL by 2 for the duration as a side 
effect 

Paxlum 
Type: Soporific 

Strength: +1 
Dlffkulty: 2 
Duration: 106+1 turns 

Cost: 50 
Paxiums are yellow, hexagonal tablets with 
very mild tranquilizing effec:ts. Also c:alled 
Nofeq's, these tablets abo cause severe 
nausea. They have the Negative Physic:al 
Reaction . 

NE-'W S rOE- E1=J=E-CC 

Ne gative Physical Reaction (-8pts): 
Drugs with thb; side effect cause severe nau
sea, vomiting and jointstiffnen. When a 
character takes a drug with thb; side effect he 
orshe mustroll a 010. On a 1·7 there are no 
side effects. On an 8- 1 0 the sid e effects 
develop and the character must make II 
SAVE roll at -4. On a failed roll the effects are 
full blown and last for the duration of the 
drug, incapacitating the charac:ter. On a su~· 

cessful roll the effects are somev.lhat reduc:ed 
and last for the minimum duration possible 
for that drug. The stric:ken c:haracter will still 
not feel like doing muc:h for a while. • 



[jj hing5 aren't as simple for 
nelrunners in 2202 as they 
were in 2020. The Net that 

once covered the globe has a lot of holes in 
it To use a cyberdeck you must have a cory
plug. The computers arc just as sophisticat
ed, but the technology is different. Manual 
systems are the norm, with true netrunners 
limited to the few areas where the Net is 
cohesive enough to allow dirt:!ct interface. 

Hackers in Gravity are looking for the 
same things as those in Cyberpunk: money 
and information. With no internationa l 
currency, and exchange rates changing 
drastically every hour, the Net servcs as a 
banking service only on a local level. I,t is 
impossible to transfer funds within the Net 
except on a local level. A better bet is the 
Comsat Triad communications web which 

contains the World Stock hchange. This 
orbital network acts as a securities, com
modities and bartering network, and is the 
last means by which money is commo.nly 
electronically transferred. A shiup opera
tor can purloin interests from across the 
globe and sell them for a quick profit 
before anyone can trace the signal. 

During the heyday of the Net hun
dreds of Als were built. In some areas they 
run entire sections of the Net. In others they 

have retreated into unused corners, moni 
toring, but hoping to remain unmolested_ 
like virtual dragons in their lairs, they guard 
thei r stockpiles of information and RAM. 
Only the brave or stupid seek them out 

ene NE-"CS 

r.iiiiiiiii he current Nets cover very spe

~ cil'ic areas. 

AlnCom 

~ 
his Net encompasses most of 
North America and stretches 
down to Brazi1.lt was established 

when the U.S. was still a single nation, and 
has changed a bit since then. Now it is a col
lection of sub.nets, each cCNering a few small 
nations 01' city.slates. The flexibility of the old 
set up was too attractive to discard entirely. 
Only Sovereign Deseret has managed to iso
late itself entirely. Its city grid is well isolated 
and protected from outside communications 
and intrusion. Many other natiom pay big 
bucks to Netrunners trying to crack the S.D. 
grid. The search for uncut lines goes on. 

till/PrEll 6 

Other prob le ms come from the 
decrepit state of the phone system. World 
Telecom still runs phone lines across North 
America, bu t they are cranky and hard to 
maintain. Links are constantly breaking 
down, cutting off various areas. Some areas 
never bother to re<;onnect. Parts of the Mid· 
west have been out of contact for 40 years. 
An AI calling itself Matthias has staked out 
the Commonwealth of the Western Reserve 
grid, and no-one passes through unno
ticed. AmCom has key city grids at los 
Angeles, Seattle, Dallas, Rio De Janeiro, Sao 
Paulo, Denver, Chicago-Detriot Plex, 
Atlantic Plex, Vancouver, Toronto, and 
Quebec City . Keep in mind that each 
nation-state or group of states will have its 
own sub -net with its own bulletin boards 
and services. 

eur~ONE-t: 

~ 
overing Europe and what used to 
be western Russia, this region has 
the widest variety of systems and 

services. It is linked to AmCom by several 
lines. Unfortunately, the Euros have no 
central phone system and there are even 
more holes here than in North America. 
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Parts of the Saltie, Armenia and Spain have 
been off-tine for si)!.ty years. EuroNet is a 
curious mix of old and new, with manual 
systems as common as neural ones. To foil 
netrunners, many paranoid governments 
keep all of their systems on manual equip
ment that won't interface with cybcrdecks. 
Key Net ci ties are london, Rome, Paris, 
lyon, Berlin, Munich, Geneva, Helsinki, 
Wa rsaw, Prague, Valgograd (St. Pelers
~urg). Kharkov, and Moscow. 

'en€" WILLOW Nee 

[jj his Net handles Japan, Australia, 
and much of Indonesia. It is the 
most sophisticated Net in the 

world, with well-maintained internal links 
and lines to most other nets. There is a lot of 
traffic, as many Indonesian countries have 
worked hard to industrialize and expand 
their Net capabilities. This is the closest thing 
in Grol'ilyto a typical 2020 neL Bewamed 
however, the Japanese have strict security, 
and will use whatever means necessary to 
maintain iL Black rG is common here. 

hA.1YAJ.:.. A.n-'DA.U (\..ve",ve 01= 
L1~h""c) 

C
his is the newest of the Nets, 
established in 2150 along with 
the Arab Federate. It cover.; the 

Arabian Peninsula and parts of EgypL It is a 
bit sparse, having only a few key Net cities: 
Amman, Beirut, Cairo, Damascus, Medina, 
and Mecca. The data fortress for the Caliph 
is an image of the Kaaba. Bulletin boards 
and services are minimal, and the imams 
have decreed that no icons will be direct 
representations of people or animals. Only 
abstract Tronnicstyle images are permitted. 
Visiting netrunners would do well to 
remember this. The Net will adhere to the 
Sharia as much as anything else, orit will be 
declared Satan's abode. 

The systems here are no t as sophisti
cated as those in older areas, but they 
employ black programs with alarming fre
quency. You may encounter them any
where: in systems linked to Friedla nder 
Bey or while trying to crack the accounts 
of the local grocer. Cheap copies of pro
grams like Liche and Bloodhound have 
made it to the market here and found an 
enthusiastic audience. 
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his not a true Net, but a com 
mun ications nexus that links 
the three orbital colonies. It is 

the only network linked to all of the Nets, 
and it serves as a neutral ground for those 
intercontinental trade and securities trans
actions that still go on. Here you'll find the 
rich and daring trying to make sense of the 
constantly shifting economies of the world. 
The nexus can appear as a stock-exchange 
fl oor, a Budayeen marketplace, or anything 
else that you have the interface software to 
generate. It is a good place to rub shoulder.; 
with the wealthy and powerful of 2202. 
Raiding the Triad is almost impossible, its 
security is tighter than that of the Japanese 
and the whole operatlon is watchdogged 
by a super-efficient AI named Grendel. 
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~ 
etrunners can't zip any.vhere in 
the world like they used to. The 
com net essential to neural inter

facing only covers North America, Europe, 
the Arabian Peninsula and the Willow Net. 
Even these areas have to be accessed via 
special satellite links. Billing isn't a problem 
with long distance links, but getting them 
to work is. Every time you uplink to satellites 
and after every hour of communication, 
there is a 25% chance that the connection 
will fa il. If this happens you Y.'ill have to wait 
4D6 hours before the link becomes active 
again. EuroNet to AmCom transmissions 
only fail 15% of the time due to the many 
links between the two areas. 
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~ 
lot of people use unsophisticated 

~ systems that can't interface with 
modern cyberdecks (mostly 

because of system speeds). You must use or 
emulate a manual system in order to interface 

with them . In game terms this means that 
cyberdeck netrunning is only efficient in the 
most modern areas of major Nets. Even in 
these areas there will be systems that can't 
communicate with cyberdecks. These areas 
must be accessed manually. Although netrun· 
ners can usually see these areas in advance, or 
predict when they will be encountered, it is 
still an inconvenience; much like going from 
lightspeed to a walk. Manuallnterfac1ng 
requires netrunners to work from a keyboard, 
the nearest thing to purgatory for them. 

When interfacing manually, netrunners 
can use their Interface ski ll as a Manual 
Computer Use, with only the -4 keyboard 
modifier to actions. They will always have 
the initiative against non-netrunners. Con
flict and searches are handled much in the 
same way as with cyberdecks. The netrun· 
ner is just one step removed from itall, wing 
verbal and keyboard commands to control 
programs instead of wi th his synapses. A 
netrunner can use his cyberdeck to hunt up 
a distant system in the Net, then, once 
linked, he can revert to manual if necessary. 

Manual netrunning has its advantages. 
Although black ICE can stililcill your system, it 
can't kill you . Netrunners are not immobi
lized when they interface with manual sys
tems. Also, all portable computers havecellu
lar links. These features allow the Netrunner 
mobility while working. The chance of loos
ing a link due to cellular failure is 5% perhour. 
Manual running isn't as visually stimulating as 
cyberdeck interfacing. Some hackers main
tain ncurallinks when accessing manual sys. 
tems and use the Magic Keyboard Program 
to emulate manual systems (see netrunner). 

Magic Keyboard Program 
Class: Controller 

Strength: Not Applicable 
MU: 1 

This program allows the use r to emulate a 
manua l keyboard system while in the Net in 
order to access systems incompatible with 
cyberdecks. The icon appears as a neon key· 
board and a disembodied screen floating in 
front of the Netrunner in the virtual space of 
the Net The Netrunnertakes only a -3 modifi· 
er instead of the normal·4 for keyboards.. The 
catch: the Netrunner is still susceptible to 
lethal black IC E. The Netrunner muslelso dis
connect from tha keyboard in order to move, 
causing a·2 REF penalty for one phase. Good 
for people who can·t bear to leave the Net 



SAMPLE CVBERDECKS 

Magna Vision Camp 
Speed: +1 

Memory: 40 
Dllta Walls: +8 

SlandardFeIlll'US: ro ll-ou t keyboard, va ca l 
command, stylus response 
pad, 20x 3D em semi-flex 
!lalsereen, info chip reader, 
fully portable. Manual use 
only. 

Options: holo display, up to 2 addi
tiona l keyboard Jinks. 
sate llite uplin k antenna 
14kg). 4500 EM 

For game purposes, use 2020 pro
grams in GraviCygames. Names and icons 
may be different. Gravicy cyberdecks will 
always have keyboard and vocal control 
featu res, screens, and cell ular links. Data 
Fortresses operate exactly as in 2020, they 
just may not be virtua l in nature. A more 
detailed manual hacking system is available 
in the Hardwired supplement. 

wnEN CjJV>...vr~y 
J=A1LS: 

CjEAR CO CjO 

The following is II bask lis t of everyday gear 
available in the CraYityworJd. Many of the 
items from the original Cyberpunk list are 
also available. 

m eDICAL 

Basic Medical Kit 
This affordable kit comes in a sturdy plastic 
case a few inches on a side. The contents are 
desig ned to keep for extended pe riod s, 
even when exposed to the desert heat. TIli5 
whole packet weig hs about .85 kilos and 
cmu 120 EM.ltcan be purchased fro m any 
hospital or specialty store, or through mail 
order. Contenu include: SO Ge htrlps 
gelatin band ages made of nutrient chemi-

Gnlnwel! Compml chine 204 
Speed: +3 

Memory: 25 
Date Wall,: +6 

Sbrtdard features: roll-out keyboard, voca l 
comma nd, fl ex-scree n 
display, info chip readar, 
fully portabla, plug cords, 
40 hourbanery. 

Options; holD Display, stylus res
ponse pad, satellite uplink 
antenna (4 Kg.) 5000 EM 

cals and polysaccharides which stick to the 
wound when applied. They stop bleeding 
but are air-permeable. After two days they 
dry up and flake off. SO Endorphin Patch
es- plastic drug patches which kill pain 
when applied to the skin. They last for 
106/2+4 hours and have no side effecu 
other than sedating the patient for the dura
tion. 5 capsules of Sonnelne (see glossary 
or Drugs). 5 antibiotic capsules . 18 
applications of Coagulant Creme- for 
napping ma jor bleeding. 1 ca nniste r of 
Ge lcast - enough to cover a leg or two 
arms. Gelcast hardens in three mi n utes, 
forming a temporary cast which lasts about 
six hours. Not strong enough to withstand 
blows, but it will immobilize a limb. 1 can
nister o f antibiotic spr ay-about 100 
applications. 

Portable Ufe Support Kit 
For the Medtech on the go, everything you 
need to carry out intensive medical proce
dures in a remote area. Cood for treatment 
when time is of t he essence and more 
sophisticated faci lities are not available. This 
kit carries all of the supplies needed to treat 
m ajor wou nds, even fairly involved field 
surgery. The t rauma kit can on ly be pur
chased from a hospital or medical supply 
house, and o nly by a licensed Medtech. 
10,000 EM. 

The large backpack-size kit contains: 
respirator, pulmonary sti mulator rods, 
biomonitors, surgical tools (laser scalpel, 
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retractors, etc.), 50 large gclstrips, 1 cannis
ter of gelcast (enough for two legs or four 
arms), 20 doses of Sonneine, 50 Endorphin 
patches, 1 pair of magnifying goggles, 1 
canniner of oxygen, 10 anesthetic patches 
(enough to render someone unconscious 
for 1 D6/2+4 hours each), 10 stimpatches 
(can revive unconscious people), 2 portable 
flood lighu which run off of internal batter
ies, l can nister of antibiotic spray, 40 
ampules of pro-coagulant creme, 1 chill 
sheath (for lowering and raising body tem 
peratu re), 1 dermal stapler, 1 cannister of 
sterilizing spray (about 50 sprays per cannis
ter), First Aid +4 daddy (active) for the assis
tant (if any), 20 capsules of wide-spectrum 
poison antidote, 20 capsules of wide-spec
trum antibiot ic /anti-viral, 20 capsules of 
Speedheal. The backpack folds out into a 
stretcher or cot. 

J=A.Sl')10N 

DbposaClo thes: Clothes made of a high 
tech plastic fibe r. These flimsy clothes won't 
last a day, but they' re great for a disposable 
society. Come in virtually any style and can also 
be customized by the consumer to fi t his 
needs. rooks like the real thing. 75-350 EM. 

Slicksult : A bodysuit made of an 
almost frictionless plastic fiber with traction 
p oints o n the hands and feet. These suits 
are considered totally chrome in chic clubs 
where a dance craze called "eelingN is all 
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the rage. Participants throw themselves at 
each other, skimming off in a random direc
tion, then sliding onto another victim. The 
overall effect is considered quite erotic. 
Pickpockets and muggers have ta ken to 
these suits as it makes them hard (difficulty 
20) to grab during a get-away. 300 EM. 

CaUcbcya: Common Arabic robe 
worn by most men in the Middle East. They 
come in manycoJon, but white and beige 
/Ire typical. Comes wi th an arabic head· 
dress, o r keffiya, which is held on by an akal. 
Expensive ones are made out of luxurious 
fabrics or embroidered. 5-20 EM for basic 
outril Up to 6x that for something fan cy. 

HIJilb: The modest dress worn by most 
traditional women in Muslim society_ The 
Hijab extends from head to toe, covering 
every part or thewoman's body. 15 EM 

p e RSONAL 
lcems ANn 
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Moody Rack: A plastic or metal case avail
able in several colors. Can hold up to ten 
daddies and three moddies. About the size 
of a cassetle case. 5 EM. 

PIli C.IC: A slim case which can hold 
up to fifty tablets or capsules, with a slit in 
the top to hold derms. 10 EM. 

Holo Syst em: Amore advanced vet
sion of the one offered in Cyberpunk, it cre
ates images with more clarity and detail. 
Images are lifelike, and the projection radius 
is eight feet. The projector is a small unit 
about SJll Oxl Oem. Can be connected to 
the city cable system or play tapes. Works 
best in a dark or dim environmenL 300 EM. 

Ho lo ca m : Sma ll video ca meras 
designed to record images and either play 
them back over a holo system or project 
them directly from the camera (with lower 
quality reproduction). They record on to 
ho!otapes. Stilt cameras can be purchased 
too. 150·700 EM. 

Holotapes/ Plates : Holotapes are 
stirn, credit card sized wafers which slid e 
into a hologram camera. Theycan record 
fo r up to two hours. Holoplates are stills on 
3x3 inch plastic slides fro m which a holo
gram can be projected . A holoplate car
tridge can hold fifty exposures. Commer· 
cia l holotapes can be re nted . 2 -4 EM 
blank, 5·50 EM prerecorded. 
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Te le pho n e : Small, fold-out, clip-on 
units. Theyhave no numeric keypad. The user 
whispers or speaks the number or comm 
code of the person they want to reach into the 
phone. The phone does the rest 250 EM. 

I Ching: The I Ching is a glossy black 
unit about the size of a cigarette pack, wi th a 
keypad and small screen where words and 
pictures appear. Images are accompanied by 
reedy, tinkling music and a tiny female voice. 
Pressing one button throws a hexagram and 
produces a philosophical passage. Pressing a 
second interprets the hexagram. Available in 
several languages. 100 EM. 

Electronic Books: Works of fiction, 
biographies, history, religion, technical 
manuals. The Encyclopedia Britannica is a 
popularfavorite, carrying all42 volumes, 
including an index, in a t iny, electronic unit 
Typically about the size of a calculator or 
Cigarette packet. 50-400 EM. 

The Ele ctro nic Quri n : A common 
electronic book in Musli m areas. Beigt" or 
blue pI;u;tic with a keypad and screen. Accom
panied by Arabian music. All recitations and 
screerB are in Arabic. The voice sounds like a 
resonant boom tf)4ng to force its wayout of a 
2cm diaphragm speaker. 300 EM. 

Po cke t Infochlp Player: Similar to 
regular electronic books, but this system 
uses an interchangeab le chip systt"m. 
1 Ox5x3cm, with the usual keypad and 
K reen. An androgynous voice speaks the 
information 00 command. These can load 
up to four infochips and select which one to 
play. They can also record to infochip or 
internal memory through link cables. Many 
films and books are available on infochip. 
350EM. 

Infochlp: Crystalline slivers, infochips 
can hold vid eo, audio, or numerical infor
mation. Huge storage in a tiny unit makes 
these a popular item. Common infoc hips 
hold videogames, movies or books. 10 EM . 

Te le phone P rivacy Link: A credit 
card sized receiving/broadcast unit accom
panied by a sma·1I earphone and a cap 
which fib over a tooth. The Privacy Link 
routs all sound to the liny earphone. The 
user can subvocalize through the tooth 
cap. The earphone and toothcap are wire
less, and not connected to the receiver. 
These units are separate from the actual 
phone, using radio to maintain communi
cation. If the telephone is within ten miles 
the call will be rou ted to the teleph on e 
link; The user cannot make calls with this 
unit. 500 EM . 

flight Suit: A full body suit designed 
to enable the wearer to survive the high.G 
maneuveri ng of modern air combat The 
fabri c has bullt-in myomar fibel'5 that con
strict as needed to keep the blood flowing 
and prevent blackout. The suit Includes a 
sealed helmet with com gear and link capa· 
bilities and maintains a closed atmosphere 
for the pilot. Popular with Runners who use 
high performance aircraft 3500 EM. 

LInk Ca bles: Equivalent to CybetpUnk 
interlace cables in function, these may also 
be used to link data systems to each other. 
10-40EM. 

Bloodhoun d : This chemical sensor Is 
popula r wi th the p o lice and mi litary. A 
briefcase-sized unit contains an air-sampler 
and computerized chemical analyzer. It is 
used to id e ntify trace c h e m ica ls and 
pheromones . It can be programmed to 
identify and respond to certain chemicals 
inctud ing individual pheromones and 
breath traces. This enables the unit to fol· 
low chemical trails left by people. It can be 
overwhelmed by other sct"nts, and wind or 
rain can ruin a trail. You will see a great 
many cops il t crime scenes running their 
blood hounds over every surface. Adds +4 
to Tracking and Chemistry Rolls for identifi
cation purposes. A common item. 750 EM. 

~ 
ransp ex is a rela t ively new 
development in the area of vi r· 
tual reality interface technolo· 

gy. Si mi lar to Braindance, it is more 
advanced. Transpex allows real·time con· 
trol of a virtual univel'5e in a game formal. 

To play Transpex, two people sit at a 
table, usually in a bar devoted to Transpex 
machines. Each player plugs a cable fro m 
the un it into their corymbic im plant. A 
s tarting player is established and the players 
link up to the machine's CPU. The starting 
player imagines a scenario into which the 
opposing playt"r Is Inserted . The opposing 
player experiences the whole scenario in 
perfect Braindance simulation. Most often 
the scena rio is designed to "kili H the other 
player, so the player must survive as long as 
possible. Players are scored on how long 
they survive thei r opponent's scenario 
before being killed or jacking out Then the 
whole s ituation reverses and the second 
player envisions a K enario which the first 
player must now tl}' to survive. 



The whole thing is a full sensory experi
ence with sound, sight, touch, smell, taste, 
and pain. It can be horrifying, wondrous, 
erotic or exhilarating depending on who is 
constructing the scenario. No real damage 
is tak(!,n by either player, but a vi rtual death 
can be a frightening experience. 

Refs can have opposing Transpex play
ers describe their respective scenarios and 
reactions to each other. The final winner can 
be determined by a roll. The Ref determines 
a Difficulty rating bas(!'d on (!'ach scenario 
described and, the opposing player rolls an 
average of INT and COOL to beat it If both 
players beat their roles, the one who beat 
the higher Difficulty is the victor. Ties are 
possible, and there is a good deal of subjec
tivity involved, but its all for fun. Right? 

Transpex costs 2 EM per gam e. More 
advanced versions of the Transpex game 
use a 'trade crown, allowing people with
out cory plugs to play. Units look like cof
fee-table style video games. 

WeAPONRY 
1N 2202 

~ 
ensions around the world have 
kept wea pons a nd combat vehi
cles at the forefront of techno

logical development. Brazil has developed 
into one of the world's reading arms suppli. 

ers. Other nations are just beginning to 
explore the commercial possibilities of arms 
exporting.·Sales have been good. 

Nations have abandoned obsolete 
nuclear weapons for more selective and 
controllable instruments of terror such as 
mass drivers, orbital lasers and particle 
beams. Not much of an alternative. Old 
style projectile weapons, large and small, 
have been replaced by Gauss weapom, 
energy projectors, and self-guided smart 
rounds. Old fashioned slug throwers are 
manufactured only by the oldest weapons 
makers and can only be found in antique 
and collector shops. 

Gun laws around the world are as var
ied as the nations of their origin. Some 
places enforce a death penalty for even cor-

rying melee weapons. Others require their 
citizens to arm themselves with gum. To 
keep death rates down, many non·lethal 
weapons has been developed for the con
sumer market Non·lethal weaponry is com
mon among civilians. 

Police in the Budayeen enforce few 
weapom laws as long as people stick to 
the small scale stuff. Weapons that cause 
heavy damage or have high rates of fire, 
such as explosives or assault weapons, can 
get you arrested in a hurry. Personal 
weapom are available from several fixers 
in the Budayeen and the rest of the city. 
Common non- Iethals can be bought in 
any specialty store. 
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High rates of fire and armor piercing, flesh 
stripping, high speed projectiles make 
needle guns a nasty street weapon. Nee
d le gun ammunition types and rates of fire 
vary among manufacturers. The following 
are common examples. Projectile dimen
sionsrangefrom l.5x lOmm to 3x 20mm. 
Projectiles can be explosive, armor pierc. 
ing or poisonous. Needle guns are usually 
made of graphite and plastic composites, 
but several companies produce larger, 
metallic needle guns for heavy-duty police 
and military use. Needle guns use either 
magnetic or compressed air firing sY5tems. 
Magazines range from 10 to 100 rounds. 
Needle; are made from metal, crystallized 
chemicals or hard, heavy polymers. Guns 
cost 1 50-500 EM. 75m range. 

NE€'DLE
CjUN LOA.bS 

Nonnal: Armor piercing. Various damage 
ratings from 106+ 1 to 206-1. See the 
weapons table in this section for load sizes, 
costs and damage. Common. 
Antl-Annor: Double the needle's natural 
armor piercing qualities. Armor's SP is 1/4 
against this attack. 4x cost Uncommon. 
PoI$OII! Rounds which carry a drug or poi
son on the surface or in an internal reservoir. 
Advanced versions have needles made of 
water soluble crystals of the toxin or drug. 
The;e dissolve on contact with blood. 2x 
cost plus toxin cost per dose. Uncommon. 
Exploding: Made of solid explosive or 
metal with an explosive core. These can be 
rigged for explosion on impact Of on contact 
with moisture. Impact rounds explode on 
contact with armor orflesh for 406 damage. 
Moisture rounds are armed by firing and 
explode on contact with water. Theydonor. 
mal load damage to armor, exploding only if 
they penetrate and enter flesh . Once fired, 
moisture rounds can be triggered by any 
water source, including sweat, rain, etc. 
Don't touch undetonated roonds imbedded 
in armor or surfaces and don't fire these 
rounds in a rain storm. 5x cost Uncommon. 
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These ammo types may be combined 15 shots. The beam is invisible, but the 

in one round for interesting and deadly 
combinations. Add the cost multiples 
together for combined rounds. Combined 
rounds arc extremely rare. 

Slug Throwers 
Obsolete and hard to find. Use weapons 
from Cyberpunk as cllamples . Since they 
are rare and distinctive, they mily be easy 
to trace. 

Sel.tu re Guns 
S elzure guns are sophisticated personal 
weapons which were developed for non
lethal defense. Seizure guns fire a powerlul 

radio pulse at a frequency which disrupts 
the human nervous system, specifically the 
motor control areas of the brain. The target 
is paralyzed by seizures or unconsciousness. 
These weapons also cause painful muscle 
spasms and headaches lasting several hours 
after the primary effects wear off. 

(ounl 
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Someone hit by a seizure gun must 
make a Stun/Shock save roll with modifiers 
based on the range from which they were 
shot. Close range: -7, Medium range: -5, 
long range: -3, Extreme rang e: -1. Hit 
location is not a factor except for head hits 
which arc an additional-2 to the save roll. A 
failed save roll means the person is 
incapacita ted for 106+ 1 minutes. Point 
blank hits cause unconsciousness for 206 
minutes and 306 neural damage with no 
save. Normal armor won't stop this, but 
BTM applies. A point blank head hit causes 
606 damage and there is a 10% chance 
that there will be a permanent loss of 1-2 
points of INT and REF. When a target fails 
their save, REF will be halved for the next 
hour due to painful muscle cramps and 
spasms. If the target makes their save roll 
REF isdroppcd 2 points for 106+1 minutes. 
Multiple hits compound effects. Seizure 
guns use a rechargeable battery good for 
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weapons make a distinctive buzz-crack 
~ound. Also called Neural Interrupters. Cost 
i5 about 800 EM. SOm range. 

la rge, rifle versions called Seizure 
Cannon are also manufactured. Seizu re 
cannon have a greater range, and area 
effects similar to shotguns. Additional -1 
to all Stun/Shock Save rolls. The modifaca
tions are Close -8, Medium -6, long -4, 
Extreme -2. Point Blank damage is 306+3, 
or with a head hit 706. EaSi ly letha l at 
dose ranges. 1 SOO EM. 200m range. 

Static Pisto ls 
Similar to old-fashioned Tasers, these fire 
an arc of electricity meant to stun the tar
get. They a lso cause 306 damage. 
Stun/Shock saves are at -4. Static pi~tors 
can also short out machinery and cybernet
ics. Forevery point of damage a target takes 
there is 1 % chance of his cybernetic parts 
shorting out. Shorted cybernetics will not 

function properly until repaired. Static piS
tols are made of high density plastics and 
ceramics with plenty of rubber and gel insu
lation. Popular brand names are Sou ken
Hitachi and Weintraub &: Baretta. Static pis
tob make a characteristic blue arc of elec
tricity and crackling sound. They are pow
ered by a small, rechargeble battery good 
for 10 shots. 475 EM. 10 EM for battery. 
SOm range. 

EXOCIC AND 
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railgum, work on the same 
principle as Mass Drivers. They 

usc a magnetic field to move a projectile 
down a barrel or rail at high speeds . 
Capable of velocities much higher than 
those achieved by explosive slug throwers, 
with no muzzle flash. They do make noise: 
a loud hiss and c rack as the projectile 
breaks the sound barrier. 

Gauss weapons are always long
barreled to accommodate the magnetic 
coil needed to accelerate the projectile. 
Many use a bulJpup configuration to 
shorten overalJ weapon length. An 
important weapon in many urban and 
jungle conflicts, popular because of their 
damage and low muzzle signature. Special 
sensors (usually mounted on vehicles) can 
detect the electromagnetic "flashH caused 
by the acceleration system. Gauss 
Weapons were first developed for large
scale vehicle mounting and artitlery 
purposes, and adapted for personal use 
only in the last few decades. 950-1500 
EM. l000m range. 

Lasers 
The Illtest in man-portable armament, 
laser rifles and large backpack units were 
first seen in the battles of Tou lon 'Is. 
Marseilles and the revolutionary wars of 
Venezuela in 2105 . laser weapons drew 
from a high-efficiency battery to fire an 
intense beam or pulse of photons which 
can penelrate or detonate a target. Lasers 
create a loud "crackH as the beam or pulse 
superheats the air. Beams are frequently in 
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the visible range, and they always create a 
visible signature due to the superheating 
of the air around the beam. laser costs 
and ranges vary. See the weapons list for 
detailed information. 

Pulse Lasers 
Pulse fasers are the common man-carried 
variety. Pulse lasers come in heavy rifle or 
pistol models with integral power sources. 
They fire d isc rete, high energy pulses of 
light, frequently In burst s similar to 
automatic weapons fire . Pulse lasers 
damage targ ets by penetrating or blowing 
them apart rather than burning them . 
Wounds are messy and large due to the 
combination of penetration and body 
water el(plosively flashing into steam. 

Beam Lasers 
This type of laser fires a contin uous beam 
of light at lower energy than pulse systems 
do. Typically vehicle mounted althoug h 
large man-portable un its ate not 
uncommon. They require an outboa rd 
powe r supply suc h as a vehicle or 
backpack. Continuous beam lasers use a 
g reater amount of power, but are more 
versatile than pulse systems as they can be 
tracked and varied in intensity. Beam 
lasers do less da mage than pulse systems, 
but they ha ve greater stun and shock 
effects due to burn damage. All 
Stun/Shock save rolls from beam hits are 
at -2. Damage is typically from burning 
and penetration. 
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f!.~ ulsc lasers have lin internal chllrg!! 
with II specific number of shots at 
a preset dam age Icvcl(scc 

weapons lis t). Beam lasers have a battery 
with a specific number of power points. 
Man-portable beam lasers do 106 damage 
per point expended per turn. Vehicle beam 
lasers do 1010 per point per turn. Maxi
mum point.<;; expendable per turn is 5 for 

man portable and 10 for vehicular systems. 

Beam lasers can be jury rigged by II techle 
to double their maximum intensity for one 

shot, but this burns out the whole system 
50% of the time, uses aU available power 
and can injure the operator and bystllnders. 

La serObstructlons 
All lasers are lowered in effectiveness by 
rain, fog, smoke and anti-laser aerosols. 
Depending on conditions, lasers can be up 
to -2 to hit and half damage. Anti-laser 
aerosols (see Accessories) are even more 
effective. 
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100M 
OlM 

200M 

-
1500 

ST 50M 475 

400M 

150M 
550M 
450M 

1500 
2500 
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Smart Rounds 
Smart rounds arc small, self-guiding rock· 
ets fired from lightweight pistols or riflcs. 
They act as gyrojet rounds and elI;plode on 
impact. They can be programmed to track 
an object by shape, color, size o r infrared 
emissions. Once locked onto a target they 
can follow it, to iI limited el(tent, around 
corners and obstacles. Smart rounds will 
foll ow a target successfully 50% of the 
time. A successfu! roli gives a +3 to hit and 
negates cover and line of sight modifiers, it 
do~ not mean that the round automatically 
hits. A failed roll means that the round was 
distracted and struck something or some
one else at random, with no possibility to 
hit the target. Advanced rounds track 80% 
of the time, but are nearly impossible to 
find. The rounds must be aimed at a par
tially exposed target. If they are fired 
blindly they will fail to initialize to target 
and wilt fly in straight paths like normal 
projectiles. See table for price, range and 
damage info. Rare. 

Ma n ·To-Ma n Rockets 
A rea effect weapons that (!.I(pJodeon impact, 
mim-lo-man rockets act like large smart 
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rounds. They will su(ceMfully follow a desig
nated target around obstacles only 30% of 
thc time, advanced versions 50% of the 
time. They are carried in special launchers 
about the size of a light milchine gun. See 
table (or ranges ilnd damage. Rare. 

Smart Mlsslle l 
Smart missiles contain rudimen\JJry AI tech
nology which allows them to isolate and 
choose targets based upon their threat 
level. When confronted with a variety of 
possible targets, a smart missile will isolate 
and attack the most dangerous one 45% of 
the time. Smart Missiles may also target 
specific parts of a target with 50% accuracy 
when desi red. Smart missiles cll n be pro
grammed to search out targets based on 
color, size, chemical signature, sound sig
nil lure, and configuration. Once a target 
has been identified and initia lized for 
attack, the missile will t rack it through 
streets and around comers. 

l I 
Smart mis.siles can follow a target in 

the open with an 80% accuracy, or through 
streets or natural cover with a SO% accura· 
cy. Since they guide themselves they have a 
simple 90% chance to hit if they trade suc
cessfully. (That means two rolls.) They come 
in many sizes, from small, man-portable to 
large, vehicular models. They can be con
fu}ed byflarcs or ECM. See the weapons list 
for price, damage and range ratings. 

Missiles are usually vehicle-mounted 
and designed to take out other vehicles or 

1if72 

hardened targets. A good selection of mod
ern anti-vehicular missiles can be found in 
Sa/a Of Forhme, along with some good 
defemive measures for avoiding or baffling 
them. Com mon only in military applica. 
tions and scenarios. 

'CASLe N OrES 

• All needle gun entries afe marked AP to 
indicate that they are armor piercing 
vs. most annor types. 

• Medium and Heavy Gauss Cannon can 
also fire HEAP rounds with explosive, 
area e ff ec t damages of 8D l 0 and 
1 OD1 0 respectively. 

• Weilpons on the vehicle table are too 
heavy to be man-portable. 

• • The listing for lasers under the 
"ShouN utegory indica tes the num· 
ber of battery charges for the unit For 
pulse lasers ea ch banery point does 
the full dilmilge listed. for beam lasers 
eac h batte ry point ls equal to one 
damage die. The number of dice that 
may be expended In one firing is listed 
under "Damage." 

• Missiles are fired from launche~ which 
can Cil rry 10 small, 6 medi u m or 4 
large missiles respectively. launchers 
cost 10% of the single miS5ile cost 

\,VE-A.PONS 

A.CCE-SSOp.JE-S 

Cordlen Smartchlpplng 
Similar to the smartgun cybernetic systems 
in Cyberpunk. This system uses il small, 'Nire
less transceiver to link the weapon to the 
user's cory-plug and cyberoptics, allowing 
the +2 smartgun advantage, but without a 
cord linki ng the weapon to the user. The 
cordless system costs 1S0% of the weapon 
price. The older, cord system, as listed in 
Cyberpunk, is still available. A common item. 

Advanced Ladng Crystab 
The latest in laser modifications, this system 
replaces the focusing assembly and power 
corc of beam lasers with a more energy effi
cient system. This incrcases the output and 

intensity of both vehicular and man ",med 
beam laser systems. Maximum damage is 
increued by 2 dice; rifles can fire up to 7 
dice and vehicular models up to 12. This 
rare ilnd experimentill system doubles the 
cost of the beam laser. 

Beam Splitters 
Vehicular or static-moun ted beam lasers 
can use a beam-splitter to create a "fan" of 
laser energy useful for sweeping rooms or 
baUlefields. A laser fan can cut a person in 
half or cover him with burns. Bcam split. 
ters turn the beam laser into an Area Effect 
Weapon (Cyberpunk 2010 p.98), creating 
a fan or cone pattern. Splitters decreue 
range. To find the ra nge for any pilttern 
divide the normal range by the pattern 
width in meters + 1. A split beam with a 
base 5 meters wide would divide iu range 
by 6 (S+ 1) . Splitting illso decreilses dilm
age. for every meter of pattern width sub
tfilct 1 die of damage from each hit. Thus a 
S meter wide split beam from a vehicular 
lilser hilS il six th of the range, and fo r 10 
points tilken from the biluerywill do 5D10 
damage (1 O-S). Beam splitters are an 
accessory, and must be installed. Availabil
ity is poor, bu t they can be found at arms 
shows and military auctions, where they 
arc illwilyS popular items. 2000 EM. 

Advanced Lase r Batteries 
These are increased capacity powerpacks 
for laser systems. They are available in back
pack ilnd stiltionary models. The backpack 



is for mim carried systems, and clln be used 
for both beam and pulse lasers. It weighs 7 
kg. The 15 kg stationary battery is for vehie
ulilr or stillic mount lasers. Th e m an
portable backpack holds 60 points which 
can be considered shots fot II pulse laser or 
battery points for II beam laser. The larger 
battery holds 100 points. Man-portable 
batteries cost 1000 EM and stationary mod
cis 2500EM. Availability is poor. 

Gauss Sig natu re Suppreuor 
This is an Insulated muttle sheath made of 
high.density foamed metals and ceramics. 
It conceals thc magnetic pulse characteris
tic of gauss weapons, preventing sensors 
from detecting the weapon or identifying 
its position. Still under development, the 
gauss flash suppressor reduces the chance 
of detection to 50%. It is currently available 
only for large, vehicular weapons. 1200EM. 
This is a very rare item. 

Remote Weapons Station 
This unit allows one man to control several 
rcmotcweapons outposts. The main station 
consists of 11 2m portilbleconsolewith iI pro
tective, ilbliltive fOilm armor dome (SP 10). 
The weapons operator can direct the fire of 
up to 12 different weapon s positions 
through holo and aud io monitors . The 
weapons arc usually linked to the console 
via cable, although radio link is possible. The 
s)'ltem is designed for static weapons, but it 
can be used to control weapons on remote
ly operated vehicles. The console weighs 
30kg. 6000 EM for main console and 500 
EM for eilch link. This itml is uncommon, 

Ad vanced Ta rgeting Syst e m s 
Computer assisted tllrg eti ng sys terns 
which increase the accuracy of vehicular 

weapons. Common ly Interfaced with the 
operator via cory plugs, heads.up displays 
o r multi-function displays . Costs about 
15,000 per point with + 1 or +2 levels typi
cal. Common on military aircraft only, 

ON L:hE
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C 
he advent of new weapons sys
tems has lead to the develop
ment of armor and defensive 

mca~ures designed to counter them. Many 
armors are effective against only one type of 
weapon, but recenUy, advanced composites 
v.ith broad defensive capabilities have hilthe 
market. Be preparedtopayforthem, though, 

I'IIRP1ER 6 

~ 
till an old favo rite, Kevlar can be 
interwoven with heat-dispersing 
fiber or ilblative, laser resistant fab

rics. Kevlar comes in Light (1 a SP), Medium 
(18 SP) and Heavy (20 SP) ra tings. Kevlar in 
2202 is lighter and more resilient than Its 
progenitor. New items arc half the weight 
of 2020 items. Kevlar is common, with 
light, medium and heavy jackets costing 
90, 120, and 200 EM respectively. Kevlar 
alone acts at half defence vs. all laser 
weapons, and is ineffective against seizure 
or static guns, It is cOl11monly made to look 
like normal clothing. Encumbrance values 
as in Cyberpunk 2020. The armor is light, 
but still bulky, 

73jjf 



WilEN "anU/Tf/ rnllf 

Jl.ES1SCANt 'J=A..BIUCS 

esistant fabrics are made to baffle, 
redire<:t, absorb or dCipen;e nooki
netic energy. Resistant fabrics may 

be incorporated into many armor types, either 
woven into armorfib~ or inlaid into plating. 
No more than two different ~ of resistant 
fabric may be placed in any armor. These do 
not add to armor EV. Armoritems can be 
made solely out of re:;istant fabrics, in which 
case the (rut is only what is listed below. 

Signal Retardant: Developed to baf
fle and retard all electric and tow-frequency 
radio beams, specifically those from static 
pistols and seizure gum. It offers 10 pOints 
of defence vs. damage from these guns and 
gives a bonus of +4 to any Stun/Shock saves 
made agaim t them. Fairly common, this 
fiber costs an extra 150 EM per item. 

Heat Displacement Fabric; This is a 
fabric made of thermoconducting ceramic 

fibers. It absorbs heat and disperses it over 
its entire surface area. This reduces laser 
damage. The fabric breaks down if it 
absorbs too much heat. Each item has 100 
points of Energy/laser resistance. All laser 
or plasma hits are absorbed by the fabric 
until it has taken all 1 00 points. At that 
point the armor becomes ineffective. Heat 
Displacement Fabric is very rare and very 
expensive. 1200 EM per item. 

Laser Ablative Fabric: An earlierver· 
sion of Heat Displacement Fabric. Laser 
Ablative armor absorbs laser energy, vapor
izing in the process. Ablative fabric confers 
50 points of resistance to laser and plasma 
attacks. Cheap and common, add 90 EM to 
the armor price. 

~ 
Iso called Plate Armor or Metal 

~ Gear. Hard Plate, like Kevlar, is an 
old but popular defensive item. It 

is commonly seen only in war zones. Hard 
Plate can be made of many different sub
stances, including ceramics, plastics, foam 
metals, or combinations. All Hard Plate has 
25.SP.ltcomes in sectional pieces; head, 
torso, arms, and legs. All sections cost 100 
EM apiece. Hard plate has full defensevs. 
lasers, but only half defense vs. explosions. It 
is ineffectivevs. static and seizure guns. Hard 
Plate can be coated with resistant fabrics at 
an extra cost per segment (see resistant fab
ricsabove). EV +2 for whole body. 
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~ 
very light composite armor with 

~ a reflective coating. It is effective 
against lasers only, offering no 

defense against other beam or kinetic 
weapons. Reflective plate has 30 SP vs. 
lasers, but it loses 1 SP for every 10 points of 
laser damage it absorbs. Reflective plate 
cannot be combined with resistant fabrics. 
Reflective coatings can be put on hard 
plate, but coated ha rd plate can not be 
combined with resistant fabrics. Mud, dirt, 
or paint on the armor impa irs its 
effectiveness (1/2 resistance). Head, torso, 
arm and leg sections cost 120 EM each . 
Reflective hard plate costs 200 EM per 
section. Uncommon. EV +2 for whole body. 

ASLA.tlve PLAt€" 

eat displacement ceramics and 
foam metal are combined to form 
a tough, durable armor, effective 

against projectile and laser attacks. 5P 20 vs. 
physical attacks and SP 40 vs. laser and plas
ma attacks. For every 5 points of damage 
subtract 1 5P from both energy and physical 
defense. Ablative Plate comes in the usual 
sectional pieces. 500 EM per piece. EV +2 for 
whole body. Ablative plate can be com 
bined with resistant fabrics. Rare. 

~ 
heap alternatives tolaserresistant 
armors. Anti-laser aerosol cans 
spray a cloud of reflective and 

heat absorbing particles into the air, 
producing a cloud 3m in diameter in one 
burst. Pulse and beam lasers are 
compromised by the cloud. Anti·laser 
Aerosols carry enough for 30 bursts each 
of which last about 12 combat turns. The 
effectiveness of a cloud decreases in 3 turn 
increments. For the first three turns after a 
cloud is released targets inside are at -4 to 
hit, and hitsdo minimum possible damage. 
The second three turns; -3 to hit, 1/4 
damage. The third three turns; ·2 to hit, 
1 /2 damage. Th e fourt h three turns·1 to 
hit, 3/4 damage. After that the cloud has 
dispersed into ineffectiveness. No matter 
how much aerosol is sprayed, effectiveness 
will never exceed -4 to hit and minimum 
damage. Wind and rain can speed the 
dispersion of clouds to as fast as four turns. 
People not wea ring eye or respiratory 
protection have a 5% chance of suffering 
adverse effects when in a cloud, including 
-4 to REF and -4 visual Awareness rolls. 150 
EM per can, available anywhere. 



~ 
hcse are thick, blue, powdery 
cremes applied directly to the 
skin. Origina lly designed to 

protect against flashburn from orbital lasers, 
ablative creme confers 10 points of deferne 
against la ser hiu. Every 5 points of laser 
damage reduces the creme's effectiveness 
by 2 point5. Ablative creme comes in tubes 
of 5 full body applications, or iI,bout 30 hand 
and face applications. If you don't cover all 
exposed areas you may still suffer,damage. 
100 EM per tube, available anywhere. 

eL€CCJU)NIC 

COUNCep... 
rne/>..Sup..es 

eM is the defense against smart 
missiles. [eM suites ilfe generally 
part of the package in vehicles, 

and are rarely purchased separately. All 
[eM packages have a listed percent value. 
This is subtracted from smart missiles' per
centile To Hit rolls. Thus a smart miS5i le that 
normally has an 80% chance to hit has only 
a 65% chance vs. a vehicle with a an [eM 
suite rated at -15%. When purchased sepa· 
ratelyfor installation in vehicles, ECM suites 
cost 2-5,000 EM pet percentage point, and 
are never greater than -50%. Refs should 
consider this when designing vehicles, 

VehICLeS 0J= D"JE-

23jU) CeNCUR-Y 

[iJ he development of advanced 
materials and propulsion sys
tems has lead to revolutions in 

the transportation technology of the 23rd 
cen tury. Such things as light, composite 
vehicle armors, electro-responsive metals 
and polymers, new alloys and memory 
materials have allowed designel"5 to create 
aircraft and ground vehicleS that <Ire fas ter, 
lighter, stronger, and in some cases, even 
cheaper than their predecessors. 

Alternate fuel sources have developed 
out of necessity, since petroleum supplies 
have dwindled to a tr ickle. Methanol, 
methane, hydrogen and electricity are all in 
use, but the splintering of natiom has pre
vented the development of a world stan-

dard. The owner of a Nuevo Tejas methane 
burning car may have to search long and 
hard to find a commercial methane source 
in Arabia. Electric cars are the most univer
sal, and the easiest to refuel. Just make sure 
you have a voltage converter. Newly devel
oped hydrogen and methane fuel ·cell sys
terns are just beginning to become popular. 

Some vehicles have onboard comput
e rs wh ich ca n drive them to prepro
grammed destinations or respond to sig
nals from masfer traffic control computers. 
(Only a few of the largest cities still have 
these computers.) Control features have 
also been refined, with multifunction dis
plays (MFDs), toucl'Kr~en controls and 
heads·up instruments common. Voice con
trol has also been perfected. Many controls 
are integrated into helmets, reacting to the 
operator's head and eye m ovements. 
Weapons track and fire literally at the blink 
of an eye. Cory links are the most common 
alternate method of con trol. Cory control 
systems cost the same as cyberlink systems 
in Cyberpunk. 

Small, efficient vehicles have become 
the order of the day. With the wortd so 
divided, large haulers just aren't in demand, 
and few can afford to ru n them. There arc 
exceptions though. The Atlantic Mis tren, 
the largest oil tanker ever made, was sold for 
scrap in 21 SO. Before it could be broken up, 
the wealthy Bergen family of Norway pur
chased it and sailed it into the Mediter
ranean. The Bergens converted the tanker 

""I1PTER 6 
into a carrier fo r the millio.ns of refugees who 
were looking for transport around t he 
region. The Bergen's investment)Nas recov
ered in thefirst year. After the diaspora, a tal· 
ented group of refugees took over the oper· 
ation of the Mistress, converting her into a 
huge, travelling marketplace; half carnival, 
half carava n. The Mistress stlll cruises the 
Med, tents and houses decorating her huge 
flat decks and children playing on her ra il
ings. Her majesty has never been greater. 

CIVIUl>.N VenlCLeS 

Electric (ars 
Manufactured world·wide by innumerable 
com panies. 
Powerplant: Hig h effi c iency electric 

motor powered by bari
um-superconductor bat
teries . 100 horsepower 
average. 

Speed: 80.150kph. 
Range: 400-600km. 

SDP: 50 
SP: 5 Ca n be armored to 20 

SP. 
(ost: About 2000 EM. 

This is the basic city and road ca r. Most 
models have room for 2 passengers and 
1 OOkg of carg o. Family models can hold S 
people and 200kg of cargo, but will be in 
the low range for performance and efficien
cy. Bodies, tires and motors are all largely 
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constructed of synthetic bioplastics. Electric 
cars ilre rcliilblc. universally refuelable, and 
have decent range, but they aren't perfor. 
mance vehicles. Basic traruportation. 

Combustion car 
Manufactured in many First World coun· 
tries. Methane and alcohol burning are the 
most common, followed by hydrogen. 
Some fuel-cell models are just coming out. 
Gasoline powered versions are very rate. 

Powerplant: Internal combustion. 50-
300hp. 

Speed: 
Range: 

SOP: 
Sp, 

100-300kph. 
400·1000km. 
60 
10 to 30 depending on 
"fmor. 

Cost: 60-100,000 EM. 
These are heavier than electric cars, and have 
bette" pcriormance specs. These cars provide 
the upper classes with the power and lu)(ury 
Illey (r'lVe, and arc a common alternative to 
aerodynes. Modeb range from 2 seat, high 
performance sports cars to luxury limos with 
seating for 8 and heavy armor. Some have hid· 
den weapons such as laser.l: or seizure omnons. 

GEV Rovers and Truc.ks 
Manufactured in most industrial nations. 

Powerplant: Alcohol or methane com
bustion, some fuel-cell 
models. A few low-perfor
mance electric models. 

Speed: 110 (trucks) to 220 
(rovers) kph. 

Rilnge; 800km. 
SOP; 80 (trucks) 70 (rovers). 

SP: 5. but can be armored to 
<10. Ablative and Reflective 
Armor available. Cost; 
10,000-20,000 EM. 

These are the off-road vehicles of choice. 
Using plenum skirts and high-powe-ed fans, 
these cralt create a cushion of air to ride on 
(GEV: Ground Effect Vehicle). Propulsion is 
provided by jets or props. Excellent for cross
ing moderately rough terrain or fairly calm 
water. Obstacles or waves over a 1.5 meters 
are impassa ble without jet boosters, which 
arc typical on military models only. The main 
disadvantagcs are the noise and tremendous 
amounts of dust kicked up by the faos . At 
high speeds they can be less than nimble. 
Hovercraft are banned imide most city limits 
but you will find them roving the open plaim 
of most continents. They are a favorite of 
Runners on tight budgets. 
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Aerodynes 
Manufactured in Japan, North America, 
Brazil, and England by various makers. 

Powerplant: Advanced hydrogen burn
ing turbofan engines. 

Speed: 500kph. 
Range: 600km. 

SOP: 70-100. 
SP: 10. Can be armored to 50. 

Ablative or reflective armor 
Iscommon. ECM: 
to-30% 

Cost: 200,000-<100,000 EM 
23rd century versions of the AV series aero
dynes from Cyberpunk. Thcsevehiclcs house 
ell:tremely powerful, compact turbines 
behind the passenger compartment, using 
a complex series of vents for lift and control 
vectoring. No larger than cars, aerodynes 
can zip between buildings and canyons like 
nobody's business, making th em great 
urban vehicles and the ultimate in attack air
craft. They have low IR Signature, but are 
loud even when baffled. Real hangarqueens, 
they would be more popular if they didn't 
require so much maintenance. 

Used primarily by industrial countries 
and large corporations, these have replaced 
helicopters in the light VTOl role. Civilian 
versions range from truck·sized haulers to 
small. nimble, 2 persOfl sport hopper.l:. Mil
itary craft are armored, carry ECM (to-
30%) and pack Pulse lasers, light Gauss 
Cannons, and up to 4 hardpolnts for mis-

siles or munItions. Advanced Targeting is 
also available to +2. 

Airliners 
Manufactured in most industrial countries. 

Powerptant: 2-4 hydrogen burning tur
bofans. 

Speed: 8ookph. 
Range: 6000 km. 

SOP: 250. 
SP: 10. Seldom armored. 

Cost: 5 million EM. 
These have shrunk In size and grown in 
sophistication, with composite skins and 
computer controlled, fly-by-optic surfaces. 
An average liner only carries 150 passen
gers and is far more fuel efficien t than Its 
predecessors. Most have STOl capabllity 
for opera tions in under-developed areas. 
Some carry ECM gear (-15%) just in case. 

Airsh ips 
Manufactured in North America, Japan and 
NuesOuetschland. 

Powerplant: 4-8 ducted electric fans or 
4 hydrogen turbofans. 

Speed: 400kph (fans), 600kph 
(turbofa ns). 

Range: 12,OOOkm. 
SOP: 1000. 

SP: Gas compartment, 1 O. Pas
senger/cargo compart. 
ment, 15. 

Cost: 2-4 million EM. 

• 



Mad@practical by advances in materials 
technology, these rigid frame airs nips 
have taken the p lace of large airplanes, 
and to an extent, passenger liners. Using 
helium fot lifl, they ilre eHident and reli
able. Cellular construction enables these 
ships to fly on one engine with only half 
their gas compartments intact. They are 
not made for combat, though . In an air 
battle, these just give the enemy target 
practice; +4 To Hit. Their size lets them 
soak up an astounding amount of dam
age. Cargo versions carry up to 100 tons, 
while passenger ships can Clifty up to 300 
passengers in relative lUXUry. 

Suborbita l Shuttles 
Manufactured in Japan, Nuevo Tcjas, and 
several European (Quntri~. 

Powerplant: Hydrogen burning turbo
fans, scramjets and roclcet 
thrusters. Speed: 
3000lcph in atmosphere, 
15,OOOlcph in LEO. 

Range: 1 trip anywhere on the 
globe. Must be refueled 
before flying again. 

SOP: 250. 
SP: 15. Always have 30pts of 

ablative armor o n under· 
side. (Heat shielding.) 

Cost: 50 million EM. 
DeSigned to carry 80 passengers or '2 
tons of cargo into the uppermost reaches 

of the atmosphere, where they use scram· 
jeu to achieve ultra-Mach velocities with 
mini m al fuel use. These ships have the 
newest in responsive composite fuselages. 
These allow the shuttles to va ry their 
shapes in response to pressure and tem
perature stresses and change wing and 
body chord to switch from hypersonic to 
STOl configurations. The shuttle is at 
maximum efficiency at any altitude and 
speed. A few of these carry heavy beam 
lasers and ECM suites for self-defense 
against missiles. 

Hove rta nks 
Manufactured in First World countries and 
Brazil. 

Powerplant.: Hydrogen burning turbine 
engine. 

Speed : 110kph. 
Range: 450km. 

SOP: 250. 
SP; 75 vs. everything. 

Annament: One heavy gauss cannon 
with 200 rds o r 24 heavy 
smart missiles and 
launcher. 3 anti-personnel 
hea vy beam lasers, 12 
antipersonnel mines (frag 
grenades attached to the 
hull , designed to blow 

.... , 
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outward), 2 sensor hover 
drones. 

ECM: -20%. 
Advanced Targeting: + 1. 

Cost: 3 -4 million EM. 
The modem incamation of the queen of the 
battlefield . Tanks generally have a crew of 
three: driver, gunner, and commander. 
Some can carry a five man infantry squad in 
addition_ They have some of the most 
sophisticilted sensor suites available, includ· 
ing two remote hover-drones designed to 
range across the battlefield, relaying tacti· 
cal information to the tank. Tank cornman· 
ders view drone information on a special 
holographic display. 

Drones are commonly used as target 
acquisition devices, locating a target and 
pllnting it with I laser designation beam. 
The tank then fires smart rounds from 
behind cover, which will automatically 
t rack on the marked target. Infantry 
troops spend a great deal of time trying 
to ta ke out enemy drones, and drones are 
now being armed with antipersonnel 
weapons. 

JumpJets 
Manufactured in the First World and the 
Arab Federate. 

Powerplant: 1-2 hydrogen burning tur
bofans. 

Speed: 1000-2000kph. 
Range: 1200km. 

SOP: 180. 
SP: 20 (40 with ablative 

armor.) 
Armament: 2 pulse laser cannon or 

heavy beam lasers, 3-8 
hardpoints. ECM : 
-10% to -50%. 

Advanced Targeting; +2. 
Cost: 2-3 mill ion EM. 

Descendants of 20th Ce ntury VTOL 
aircraft , these planes use vectored thrust 
for vertical take-ofts and landings. Their 
hu lls are made of the resp o nsive 
composites, allOWi ng them to adjust 
during maneuvers for maximum effect . 
Com bined with special materials and 
ECM, you get a stealth airc raft of 
impressive qualities. Military fighters use 
these features to get behind enemy lines. 
Smug glers use th em to cross borders . 
VTOl fighters can operate near the fr on t 
without vulnerable ai rfields. Smuggler 
craft can land in fields, roads, or anywhere 
away from prying eyes . 
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There are two basic versions of the 

Jumpjet: cargo and fighter. Cargo jump
jets can carry up to 5 tons of cargo or 10 
passengers. Fighters arc designed strictly 
for combat, with a crew of one. Each hard· 
point can mount either one heavy or 
medium smart missile, eight deadfall 
bombs, an ECM pod (., 0 %), or any of 
several other items. 

These are the vehicle of choice for run
nets; fast, stea lthy and versati le. Some 
hopped-up runnercraft have AI computers, 
satellite links, RPV decoy mounlJi and smart 
missiles. A few have very plush interioB as 
well. When you live in an aircraft, you make 
it comfortable. 

Interceptors 
Manufactured in Japan, Jutland, and Eng
land. 

Powerplant: 1 or 2 hyd rogen burning 
turbofans. 

Speed: 2000.5000kph. 
Range: 2000 km. 

SOP: 240. 
SP: 35. Can be reflective. 

Armament: 2 pulse laser cannon with 
100 shall each, up to 10 
harripoints for ai r-Io-ai r 
smart missiles. 

ECM: -40%. 
Advanc ... >d Tilrgeting : +2. 

Cm!: 10 million EM. 
Thele are the nemesil of jumpjetting Ynug
glers. Designed to m ove at ultra-Mach veloc-
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ities to catch and bring down intruding air
craft, I nterceptors can appear from any
where and end a Runner's career in a fireball 
across the horizon. Only a few countries can 
afford to field these deadly craft. Runners 
tread carefully around lhose nalions. 

RPV. 
Remotely Piloted Vehicles have become a 
major factor In modern warfa re. Sma ll, 
radio controlled craft are cheaper and often 
more maneuverable than their manned 

counterparts. Advanced computers and 
cory-lin ks allow the operators to closely 
supervise their distant charges. All remotes 
use the REF and Pilot RPV skills of their 
operators in combat. If communication is 
broken, the on·board systems take over 
with programmed skills. The wide variety of 
RPVs available precludes an exhaustive 

listing, but here arc a couple of examples. 

Rove r HoverdroneJ 
Powerplant: Fuel·cell powered hover· 

fans. 
Speed: 120kph. 
Range: 200km. 

SOP: 40. 
SP: 25. 

Armament: Vilries. Beam laser rifle, 8 
small smart missiles or one 
light gaulS cannon. 

ECM: · 10%. 
Cost: 60,000 EM . 

Miniature hovercraft used for scouting and 
reconnaissance. They often accompany 
tanks into action. Missions range from tar
get acquisition 10 deep recon m issions 
behind enemy lines, with on-board sensors 
transmitting information back to base. 
While they arc prima rily made for recon 
they have been increasingly pressed into the 
attack role. Several types of weapons Ciln be 
mounted on·board. The on·board comput
e r with its Pilot skill o f +S, REF of 7, and 
appropriate Weapon skill, can take conlrol if 
the unit loses contact with the operator. 



... 

Viper Attac:k Drones 
Powerplant: Fuel-<:ell turbofans. 

Speed, l000kph. 
Range: 1200 km. 

SOP; 45. 
SP: 30. 

Armament: 4 medium smart missiles 
and one heavy pulse laser 
with 30 shots. 

ECM: ·25%. 
Advanced Targeting: +2. 

Cost: 100,000 EM. 
These delta-shaped, airborne attack 
remotes are designed to hunt down and 
engage enemy drones or aerodynes over 
the battlefield. When not linked to an 
operator, the computer controls the craft 

with REF 8, Piloting +6, and Weapons 
skills of +5. Gu ided by advanced AI 
technology, these mac hines have been 
known to independently plan ambushes 
of enemy craft. 

Remote Control Board 
Cost: 6000 EM; 10,000 EM with 

booster. 
Required to operate battlefield drones, 
this is a sophisticated radio control board 
~bout the size of a large briefcase. It can 
include a holog raphic display and cory 
link as required. Control can be via cory 
link, or console and joystick. Broadcast 
range is about 300km, 1000km with 
booster. 

............ ...... ... .. . ...... ... . . 

till/PHil 6 

VE-hICLE

COmSAr 

[I] se the basic system in Cybtrpunk 
2020 for vehicle combat, or, if 
more detail is des ired , the 

advanced system in Sofa of Fortunt. If the 
advanced system is used, referees will have 
to arbitrate the difficulty levels for the 
different maneuvers with the new vehicles. 
For extra detail we have included a new 
vehicle hit·location system in this book. 
When hits penetrate armor roll on the 
tables below. Some hits are considered 
c riti cal and increiHe the amount of 
damage. 

This is an optional rule. 

ctvUl ... Ground V~hlclcl 
Roll Location 
1-4 Tire or GE Skirt 

5 Engine 
6 Driver or Crew 

7·10 Vehicle Body 

Military Ground Vehicle 
Roll l ocation 
1-3 Tire or GE Skirt 

4 Engine 
5 Driver or Crew 

6-9 Vehicle Body 
10 Turret or Weapon (Body if none pre· 

sent) 

A1rcr.oft 
Roll .Location 
1-2 Engine 

3 Pilot or crew 
4-5 Wings, Rotors, or Fans 

6-10 Vehicle Body 

Critical Hits 
Hits on Engines, Wings, Ro tors, Fans, or 
Tires when in motion are considered Criti
cal. Double the damage that penetrates 
for these hits. A Control roll against Diffi
culty 20 must be made or the pilot/driver 
loses control. 

Remot~ Combat 
Combat between Remotely Piloted Vehi
cles is the same as regular vehicular com
bat, except Pilot/Crew hits become Com
puter Hits, and are considered Critical. • 
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No te : On ly referees should read this 
adventurel 

lNql.ObUCC 10N 

[jJ he Silken Nights is a three-part 
scenariode.signed to introduce 
referees and playe rs to 

adventuring in the world of When Gravity 
Fails. It takes place throughout the city and 
the Budayeen and involves many of the 
technological items, and cul t ural 
conditions, unique to Gravity. The 
complete adventure should incorporate all 
three sub-sections. but the modular design 
will make p lanning and running the 
adventure casier. Each sub-section hilS its 
own discrete goal, but the completion of 
cach one will lead the characters closer to 
the ultimilte solution to their mystery. The 
sub-sections must be run in the sequence 
in which they are presented here. The 
adventure may be run with from three to 
five players; we suggest using our pre
generated characters. Playing the 
adventure to conclusion should take from 
one to three sessions. As suggested in the 
text, the adventure is heavy on roleplay 
and light on combat 
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CA.UCION 

C
his adventure deals with adult 
topics, including sex-change, 
prostitution and alcohol and 

drug use. While it is highly unlikely that 
anyone who is sensitive about these mat
ters will have made it this far into this 
book, or enjoyed the original novel, we 
still want to issue this warning. R. Talsonan 
Games does not condone alcohol and 
drug abuse, or pr05titution . 

ICS 
NOe 

\VI1J>J: 
you!'-e 

UsenCo 

~ 
he Silken Nights" is 
designed to thrust you and 
your players straight into all 

that is most exotic in When Gravity Fails. 
To this end, the key characte rs in this 
adventure are three sex-change women 
who begin the scenario as prosti tutes. 
Players may initially balk at using these 
characters, bu t they shou ld find as the 

adventure progresses that they are more 
than they appear to be. This is, in fact, the 
crux of the whole plot. If players com
pletely refuse to use the WOmen then they 
can be relegated to NPCs. In this case 
your player characters will be friends of 
the women or people whom they hire to 
help solve their mystery (two of the pre
generated characters are friends of the 
women). Taking this path may dim inish 
the impact of the adventure, however, 
and we recommend using the provided 
characters. II you have fewer than five 
players, precedencc should be given to 
assigning the three women as pes. Trust 
us, it'll be more fun that way. Dare to be 
different. This is, after all, Cyberpunk. 

This adventure is probably sounding 
pretty unusual by now. Good, that's the 
way we want it. Anyone who has read 
either this sourcebook or the actual novels 
knows that adventuring in Gravity is not 
the same old thing, and certainly not for 
the conservativc or fa int of heart. As we 
said above, people uncomfortable with 
the concepts detailed in the novel and 
sou rcebook will probably not enjoy gam 
ing in the Gravityuniverse. For those peo
ple there will always be Cribbage. The rest 
of you hold on tight. 
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r.Ji hree years ago, the patriarch of 
the wealthy and powerful al
Yemen fam ily died suddenly, 

leaving his four sons to inherit his estate and 
fortune. Thc eldest brother, twenty-five year 
old Habib, was.1n evit and power.hungry 
ind ividual who looked upon his father's 
death as an opportunity to realize his ambi

tions. The Yemen clan's chicf business rivals 
had always been the Lechin family. a Chris
tian clan local to the city. Habib, lacking his 
father's subtlety, hated the lcchin family, 
and desired nothing more than to see it 
chased from the city or destroyed. He 
hatched a plot whereby he would bankroll 
and oversee the production of a line of 

black-market meddies, many of which 
would be considered blasphemous in Islam
ic nations. While reaping the profits from 
the sale of these mod dies he hoped to have 
the blame for their production placed upon 
the lechin family. After all, no pious Muslim 
house would produce such offensive items. 
Habib fell in with someone known as the Eye 
of the Star, a shadowy individual with a rep
utation as a te<hnical genius and one of the 
world's leading black-market moddy desig n
ers. Together they arranged to begin pro
duction of the illicit moddies. 

Unfortunately for Habib, there was a 
hitch in his plan-his three younger broth
ers: Outha, 22; Rashid, 20; and Salmin, 18. 
Outha suspected that his elder brother's 
evil plots could lead to the downfall of their 
fam ily and the dishonoring of their father's 
name. Closest to the two younger brothers, 
Outha schemed with them to remove 
Habib from power. Salmin especially had a 
vested interest in preventing the downfall 
of the lechin fa mily, as he was in love with 
one of the young daughters from that 
household. 

Before the three brothers could exe
cute their plans, Habib secretly discovered 
their conspiracy. Evil as he was, Habib 
could not bring himself to kill them, so he 
and the Eye hatched an even more insidi · 
ous plot. At a family dinner he arranged for 
the brothers' wine to be drugged. That 
night, he had the three unconscious young 
men shipped to Neues Deutschland on a 
secretly chartered flight The brothers were 
all given high.level selt-<:hange operations; 
enough to defeat aU atlempts to discern 

their original gender. Only a close medical 
eltamination would reveal the truth. Spe
cial moddies designed by the Eye were 
implanted inside the brothers' skulls as 
well. These meddies replaced their normal 
memories, personalities and skills with arti· 
ficial substitutes. They also used experi. 
menta l template technology, allowing 
them to interact with any normal meddies 
inserted into the brothers' corymbic 
implants and enabling them to operate 
continuously wi thou t causing Insert Per
sonality Rejection Synd rome. No one 
would ever know that their personalities 
were artificial. 

While the brothers were being physical· 
ly and mentally reconstructed in Neues 
Deutschland, Habib faked their "accidental 
death by fi re" at the fam ily compound in the 
city. Amidst much mourning, three singed 
corpses in closed caskets were buried in the 
cemetery by the Budayeen. Shortly there
after Habib had Outha, Rashid and Salmin 
secretly flown back to the city. The brothers 
were now young women with the memories 
and personalities of prostitutes and the 
names Sara, Fatima and Lilli. He secretly 
arranged lor a[1 three to be given jobs at the 
Silken Nights brothel. Habib thought that by 
keeping the brothers together he might bet· 
ter keep them under contro1. 

That was his first mistake. 
Habib a l~o did not reckon with the 

power and influence of Friedlander Bey, nor 
the interest that Papa took in the goings-on 
of his (ity. 

That was his second mistake. 
Twoyears later ... 

e'PISODe' ONe', 
SILK.e'N NI<:;n= 

L 
hissegmentintroducesthechar. 
acters to each other, and gets 
the plot rolling by hinting that 

all is not as it seems with the three girls. The 
key setting is a party at the brothel at which 
the girls and other player characters can 
interact with key Budayeen NPCs and during 
which Sara receives a meddy which reveals 
that she has secrets buried deep within her 
mind. The key event is Sara's insertion of the 
moddy sometime that evening. 
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S E 'CC1NCj lC U p 

Cn€- PLA.yep- CnA.P.Jt.,..CCEP-S. 
A.ND WnAC Cney KNO\V 

A..80Ln:: CnemSELVES 

~ 
s the adventure begins, the five 

~ player characters must be briefed 
on what they know about each 

other and themselves. Three of the charac· 
ters are the three brothers, now women. 
They are good friends, but they have no 
suspicions as to their true his tories or rela
tionship. They do not realize that they are 
related, although as friends they have felt a 
special bond since they first "met" each 
other at the Silken Nights. The other two 
player character:s are male employees of the 
brothel who are friendly with the girls: the 
bartender and the bouncer. Srief the play
ers on their character's backgrounds sepa
rately and allow them to share whatever 
information they choose with their fellow 
players. 

Important : Under no circumstances 
should you reveal the characters' true histo
ries to the players. Uncovering their past is 
the backbone of t he adventure, and the 
players should be just as surprised as their 
characters. 

p J'-E-<:;eNEJtAC€b P L")'EJ'
CI1A.fl..A.CCEP-S 

Note : The women are prostitutes, but they 
are classed as Strippers fo r simplicity. See 
the section on new character classes. The 
only character who starts with a weapon is 
Fatim a. Let the characters choose some 
other items of basic equipment tha t suit 
their characters. Initially. only Abdullah is 
likely to wea r armor, although Simon 
might. Use your judgement in keeping the 
characters selections of equipment reason· 
able. Remind them that they can use dad· 
dies to supplement their ski lls if necessary. 
Let each character pick a couple of daddies 
to start with. They should be appropriate to 
the characters and not worth more than 
about four-hundred kiam total. They can 
buy other daddies as they need them later 
in the adventure, providing their finances 
permit. If the players want to flesh the char· 
acters out more they can see the lifepath in 
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Cyberpunk 2020. None are likely to have 
more than II couple hundred klam starting 
money. Copy allstats and skills onto char
acter ~hcets for player use. 

Sara, Stripper: It seems thatatl your life 
Allah has intended for you to fulfill the fan
tasies of others. Your mother died when 
you were eleven, you never knew your 
fa ther. Prostitution was the only way to sur
vive. You are by nature shy and .submissive, 
a good Muslim woman, and it has always 
pained you, the path that your life has 
taken. Your escape from the prison of your 
existence Is moddies. Other than your 
friends they arc your one true joy in life. 
Allah must have sent them to Earth just for 
you. You 50 enjoy the different personalities 

they give you: seductress, dominatrix, mas
ter of men ilnd their desires. All so different 
from your true personality. If possible, you 
would stay under the influence of moddies 
at all times, never again becoming sweet, 
shy, disillusioned Sara. Abdullah the bounc
er has a crush on you. You like him, but you 
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rebuff his advances as you do not wish to 
become involved with anyone who works 
at the brothel. 

INT 6, REF 8, TECH 5, COOL 6, ATTR 10, 
LUCK 9, MA 7, BODY 6, EMP 8, BIM -2, 
SAVE 6. 

Vamp 4, Personal Crooming 6, Wardrobe 
and Style 5, Streetwise 5, Human Percep
tion 8, Seduction 4, Social 6, Persuasion 
and FastTalkS, Perform 4, Dance 5. 

Cyberware: Co rymbic implant with 
moddyplug. 

F.IItlm.III, Stripper: You are an ambitious 
young woman. You are only making time 
with the pathetic men of the Budayeen 
until you can save enough money to buy a 
ticket to the big time in Europe, North 
America or the Pacific Rim. Where the real 
action is, and where the men know how to 
show thewomen a good time and have the 
money and power to do It. You would've 
left already if you didn't spend money 
almost as fast as you make it,. but your time 
is coming soon. At seventeen years o ld, 

you're already one of the busiest women in 
the Budayeen. You enjoy satisfying the 
desi res of others. It gives you a feeling of 
power. Other women caU you slut and har
lot. But what does that matter? They are 
just jealous that thei r husbands come to 
you for satisfaction. You ran away from 
home at an early age and have no idea 
where your family is now. 

INT 7, REF 9, TECH 5, COOL 8, ATIR 10, 
LUCK 8, MA 6, BODY 5, EMP 7, BTM -2, 
SAVES. 

Vamp 10, Personal Grooming 2, Wardrobe 
and Style 2, Streetwise 8, Seduction 8, 
Social 2, Persuasion and fast Talk 10, Per· 
form 5, Dance 5, Handgun 4. 

Cyberwa re : Corymbic implant with 
moddyplug. 

Carries a seizure pistol. 

UIII, Stripper: You have a secret past that 
none of the other girls know about. Your 
name is ac tually Ada, and you are of high 
birth. You were engaged to be married to 



the son of another noble house, but you 
loved his younger brother. He made you 
pregnant. You r horrified parents had you 
exiled to the Budayeen, where you lost the 
child to a miscarriage. Your love r fled the 
country to escape the wrath of his brother. 
He has vowed to return and rescue yo u 
someday. You spend your days awaiting his 
appearance, using moddies to keep you r 
soul pure for him while you pUl"5ueyour dis
tasteful trade. You have told the other girls 
that you are an orphan. 

INT la, REF 6, TECH 5, COOL7,ATIR 10, 
LUCK 8, MA 6, BODY 6, EMP 10, BTM -2, 
SAVE 6. 

Vamp 3, Persona l Grooming 6, Wardrobe 
and Style 6, Human Perception 9, Seduc
tion 6, Social 5, Perform 6, Composition 5, 
Education and General Knowled ge 4, 
library Search 5, Dance 6. 

Cyberwa re : Co rymb ic implant with 
moddyplug. 

Abdullah, Solo: Working as a bouncer In 
the Silken Nights is a pretty good gig. The 
pay is solid, forthe Budayeen, you get room 
and board, and occasionally one of the girls 
will give you a freebie. You are friends with 
all three of the girls, especially Sara. You are 
att racted by her shyness. Unfortunately, 
she's not interested in you. Still, you keep 
wo rking on it. You are a long-standing 
employee of the Nights, and totally loyal to 
the owner, a Frenchman named Monsieur 
Joseph. He plucked you off the streets and 
gave you a life . On the other hand, you 
think that the manager, Ayesha, is irritating 
and dictatorial. Other than that, you're 
happy where you are. 

INT 7, REF 9, TECH 6, COOL 8, ATTR 9, 
LUCK 7, MA 8, BOOYlO, EMP6, BTM -4, 
SAVE 10. 

Combat Sense 8, Strength Feat 3, Interre· 
gation 5, Awareness/Notice 5, Intimidate 5, 
Brawling 10, Dodge and Escape 2, Hand
gun (seizure pistols, needle guns) 7, Melee 
8, Stealth 5, Stleetwise 4. 

Cyberware: Corymbic implant with 
moddyplug. 

Simon DeWitt, Fixer: You are a North 
American expatriate from Nuevo Tejas. You 
were a soldier at one time, serving in the 
Coahuilla and Nuevo Leon campaigns. You 
saw many battles, and were lucky to emerge 
alive, let al o ne wh o le. Well, not quite 
whole. You were an experimental subject 
for a variety of combat drugs tested by the 
Nuevo Tejas government These eventually 
lead to addictions and the disintegration of 
your life. You got in trouble with the local 
law and fled the continent Now your job is 
to mix drinks and serve them to the cus
tomers at the Silken Nights. You've recov
ered a great deal from those days of chaos, 
although you still have a weakness for pills. 
You need them to get through the night, 
when the shakes and nightmares return to 
haunt you. Many of the gi rls are touched by 
your plight, and you've been taken into 
their confidence. They are your best friends. 
You are closest to Sara, Fatima and Lil li. 
Being on good terms with Abdullah, you 
share many of his opinions as to the man
agement of the brothel. Your position at 
the bar allows you to interact with many 
people, and you've forsaken your past as a 
soldier for the new role of Fixer. 

INT 8, REF 6, TECH 8, COOL 9, ATTR 7, 
LUCK 8, MA 6, BODY 7, EMP 8, BTM -2, 
SAVE 7. 

Streetdeal 8 , Stteetwise 7, Leadership 1, 
Ed uca tion and General Knowledge 4, 
Dodge and Escape 4, Handgun 3, Subma
chinegun 2, Melee 2, Karate 2, First Aid 2, 
Awareness/Notice 4, Pick Lock 3, Electronic 
Secu rity 5, Stealth 4, Driving 3, library 
Search 2, Shadowrrrack 5, Engl ish (Native). 

Cyberware: Corymbic implant with moody 
p lug, Arabic +4 daddy, 12 Sun nies, 12 
Paxiums. 

are some things that the 
don't know about their 

,h,,,"""., but may discover 
later. Habib and the Eye of the Star did their 
best to make the brothers' construct per
sonalities as different as possible from the 
anginals while not compromising template 
Integrity. Shy, quiet Sara was Outha, the 
eldestof the three brothel"5 and the leader of 
their conspiracy. Outha was a natural leader 

THE SILKEN 

NIGHTS 

('III/PfEIlT 

~ 
he Silken Nights is a large, sturdy, 
though somewhatdilopidllied Jook~ 
ing buitding located on a side-line 

just off the StreelA fleshing red n80n sign 
above the door spells Uie name in Fars i; N8X{ 
to tha door is a small metal plaque which 
bears th. inscription ~U rrtil Allah CIIUS, Heav
en is where you make it· also in Fllrsi. The 
first floorof the building is a club with 11 bor 
and 0 small stage for dancers. The dub isfur
nished with props from an old moddy produc
tion of the -Arabian Nights,· including 
columns, arches, plush couches, chairs and 

Jthrow pillows. The working girls are 011 
dressed in best ~Harem~ fashion; in thin silk 
coverings and veils. WhileSimon pours thtm 
drinks, customers may lounge about lb. club 
or st lect ont ormon of the girls from the 
photo albums otthe bar. Customers indicate 
their selection to the manager Ayesha orone 
of her assistants and pay in advance attha 
bar. The hulking AbdlJllah keeps II close eye 

Fon the club and stays in contact withAyasha 
; a nd the girlS, ready to intervepe at e momenf s 
notice if there is trouble. On the second and 
third floors are the ten ~guest'" rooms lind 
Simon and Abdullah's rooms. On the fourth 
floor are the offices and rooms for a few of 
the girls who actually live in the building. 
Twenty girls work lit the club, although they 
may notall be on shift at any ona time. Seven 
girls, including Sara, Fatima lind lilli, live in 
the building. Other employaes include assls· 
tant manage rs, some errand and pick-Up 
boys, a nd assista nt bouncers and ba rtenders 
to cover for ASdullah and Simon. Girls who 
are not entertaining customers in the private 
rooms double as dancers, waitresses and 
dr ink hustlers. Business at the Nights is 
always quite good, with regulars and a steady 
stream of first-timers and tourists. Although 
M. Joseph owns the brothel, he is answer
able to Fri.dlander Bey. Papa considers the 

club partof his busin~~e~m~p~;,;;, .... __ .... 
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AVESHA AND M . JOSEPH 
Ayesha, Fixer. Ayesha is the Madame at 
the Silken Nights. She used to dance in the 
Silken Nights when It was just a typica l 
8uday~n club. M. Jose~ eventually pto

mated her to a "mOlnageriat- position. 
Ayesha is II scu lpted beauty in her 

mid-thirties. She is generally competent 
and collected, used to the Budayeen and 
its tribulations. She is congenial to cus· 
tamers and fair to employees, but she can 
be icy and hostile ir irrilated. 

tNT 9, REF 6, TECH 5, COOL 10, ATIR 10, 
LUCK 7, MA 5, BODY 6, EMP 8, 81M .2, 
sAVE 6. 

Street deal 5 , Persona l Grooming 6, 
Wardrobe and Style 7, Streetwi!.e 3, Human 
Perception 4, Persuasion and Fast Talk 5, 
St!ducLion 7, SodalS, Perform 3, Dance 3, 
Accounting 5, Education and General 
Knowledge 2, Business 2. 

Cyberware: none. 

and an outgoing person. Fatima, the ambi
tious teenage harlot, was twenty year old 
R;ashld, the most tr;aditional and devoutly 
religious of the three brothers. Of the three, 
Lilli is clo~estto her original identity. Her love 
for the fictional young man of her "secretU 

pa~t is a redirection of Salmin's love for the 
daughter of the lechln family. 

PNl.'t ONe, tne J=11lSC 
NICjht 

D 
t is summer, lind the Budayeen comes 
alive OIl night, when the heat of the sun 
hilS settled to a tolerab le level. For 

much of the city the day is ending, but in 
the Budayeen it is just getting started. Busi
ness is picking up at the local establish
ments. One such establishment is the Silken 
Nights, a brothel and club located jusloff 
of the main thoroughfare known as the 
Street. There are many such establishments 
in the City. The only thing that makes the 
Silken Nights any different, is that not 
everything there is as it seems (as several 
people are about to discover). 

It is a special evening fo r the patrons 
and employees of the Silken Nights. Tonight 
is a parly celebrating the 34th birthday of 
the milrlilger, Ayesha. Everyone will be 
there, including people from the Budayeen, 
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imponant clients and even M. J05eph. There 
is even iI rumour that Papa himself may stop 
by to wish Aycsha a happy birthday. 

PP.EPb..R.AOONS }:,OR. tne 
PN'-C)' 

C 
here has been a lot of anticipa
tion as the date of the party has 
grown closer. When the dily 

arrives, all of the girls will be made up and 
d ressed in their best outfits. For this night 
they are not common prostitutes, but the 
mistresses of a wealthy estate throwing a 
party for the city's most powcrlul men. 

Ayesha has sent invitations to hun
dreds of individuals throughout the Buday
een and other parts of the city. The club 
floor of the Silken Nights has been cleaned 
and rearranged so that there will be enough 
room for all of the guests and a buffet. A 
[ocal band has been contracted for the 
evening, and their equipment stands ready 
on the cramped stage. Ayesha has been 
busy overseeing preparations all day. 
Although the girls are not ~pected to take 
clienu thi~ evening, they and the other 
employees have been asked to help with 
the set-up. The adventu re begi ns during 

MonsIeW' JO$eph, Corp: M.loseph is the 
owner of the Si[ken Nights, and vMioos other 
propertiesintheBudayeenand thecity. Heis 
a part 01 Pilpil'S empireofinflumceand busi
ness.. M. Joseph is known to Buda)"!CO resi
dents O/'Ily by his fir!t name. He is a French 
expatriate somewhele in his fifties; graying, 
but healthy and robust. He generally keeps 
aloof from his employees in the Budayeen, 
letting Ayesha handle day to day matters at 
the Silken Nights. If the characters talk tohim 
he will be brusque and impatient. 

INT 8, REF 7, TECH 6, COO L 7, ATIR 8, 
LUCK 4, MA 7, BODY 8, EMP 6, BTM -3, 
SA\lt 8. 

Resources 2. Pe rsonal Grooming 2, 
Wardrobe and Style 4, Intimidate 3, l ead
er!hlp 2, Social 6, Ed ucation and General 
Knowledge 6, Expert: BusinC1S 6, Arabic 4, 
French (Native), Driving 2, Pistol 2. 

Cyberwa re: Co rym bic implant with 
moddyplug. 

the early evening, it short time before the 
guests are due to start arriving. Although 
the Silken Nights is in the Budayeen, it is 
close enough to the gate that those guests 
from outside the walls should feel comfort
able. Most of the guests will, however, be 
Sudayeen residents or frequenters. The 
party begins at eight in the evening. 

r.. he party itse/f is a subdued affair, 
with much mingling, talking, 
eating and drinking punctuat

ed by dancing and birthday salutations for 
Ayesha. Manyfamiliarfilces from the Buday
een will be presen t, including most of the 
people from the NPC list in the People of the 
city section. Chiri, Frenchy, Marid, Yasmin, 
Saied, Hassan, Abdoulaye ilnd others will all 
put in appearances. Unless there are any 
incidents, there will be no police officers 
present. Use the early stages of the party as 
an opportunity to allow the players to get 
comfortable ro[eplaying their characters. Its 
also a good time for the referee to start get
ling acquainted with NPCs which might 
playa recurring role in Gravity campaigns. 
Players ca n Interact with each other and the 
guests. Simon should be at his station 
behind the bar. Abd ullah should move 



about the club keeping an eye open for 
potential trouble. The three girls will be 
roaming the club serving as hostesses, talk
ing and dancing with guests. 

Ayesha will receive many gifts over 
the course of the evening, including mod
dies and daddies, clothes, jewelry, and so 
on. The highlight of the evening will come 
at about 10 PM when Papa will put in his 
brief but long anticipated appearance. 
Everyone will gather round as he presents 
his gift to his "loyal and enduring friend" 
Ayesha. The gilt is a necklace with thirty
four diamonds set into a gold band. Papa 
will promise Ayesha another link with a 
diamond in it for every birthday she cele
brates in the Budayeen. 

Papa will also bring gifts to all of the 
employees 01 the Silken Nights. The player 
characters, aware of Papa's power and 
importance, shou ld be suitably flattered 
and flustered. Most of the gifts are dre55es 
or jewelry. The on ly two gifts of impor
tance are the ones given to Sara and 
Abdullah . Sa ra will receive the latest 
Honey pnar maddy, which she should be 
overjoyed about. The moddy will come 
with a card admonishing her that "The 
best gifts are those that can be shared with 
others close to you." The likely assumption 
at the time should be that the card refers 
to using the moddy to give pleasure to a 
romantic partner. Abdullah will receive a 
card signed by Friedlander Bey which 
stales "The Bearer of this Card is Entitled 
to One Audience With Friedlander Bey at 
Any Time, or One Admittance to the Fried
lander Bey Estate at Any Time." It does not 
specify Abdullah by name. After dispens
ing his gifts, Papa will take his leave, claim
ing the limitations of his advanced age. 

The party will continue until two or 
three in the morning, by which time the 
last guests will have left and the employ
ees will be leaving or retiring to bed. It 
might be worth pointing out that some 
people will take short breaks Irom the 
party for the customary evening and 
night-time calls to prayer, although many 
will not. Player characters may have 
formed romantic attachments over th e 
cou rse of the even ing. There's nothing 
wrong with that. In the case of Sa ra, it 
might even be worth encouraging. 

Note: See the People of the dty sedion for 
information on NPCs not detailed in the 
adventure. 

C;OSSIP 

L1 s the party goes on, the players 
~ will hear the following gOSSip 

from the NPCs. The first four 
items are plot important, the last three are 
red herrings, and may not even be true. 
Don't deliver them to the characters in 
order. You will have fun watching over
eager players trying to tie all of the inci
dents into one cohesive plot. Papa will not 
be a source of any gossip. 

5 A Christian family in the city is in a 
covert war with a Muslim family of 
high standing. (Simon is most likely to 
hear thiS.) 

r!!f There have been a series of murders in 
the city. Some have been very cruel. 

5 The cops in the city are uptight about 
something. No one knows what has 
them on edge. 

r!l A black market moddy that really fries 
people's brains is making the rounds 
on the street. (Sara will hear this from 
Marid, who knows of her fondness for 
moddies.) 

r!l Reda Abu Adil is ailing, some say close 
to death. Abu Adil's household is try
ing to hide it-look for Papa to make 
his move soon. 

r!!f Some say that a large number of inter
national mercenaries, many from 
Europe, have been smuggled into the 
port on Greek freighters. No one 
knows why. 

r!l A new drug is making the rounds. It is 
called Flare. Everybody wants some, 
and nobody has any. Apparently there 
have been some violent incidents 
between dealers and manufacturers. 

lNCI'OENLS 

c o provide a little action during 
the party we have possible 
incidents. Use as many or as 

few as you wish, or roll rand omly to see 
which occur. Don't go overboard though, 
or all of the characters may be in traction 
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Papa and his Gifts 
The referee should make sure that there is no 
special emphasis placed on Sara and Abdul· 
lah's gifts. Tha characters will discover tha 
importance of the two items as the adventure 
progressas. To keep things sublla, roleplay aU 
of the player characters receiving thair gifts 
from Pap,a, not just Sara and Abdullah. Simon 
will receive a malVelious leather jacketand a 
new Arabic language daddy of lovel .. 1 
(activej,(Simo'n spe8ks no Arabic, and always 
uses a daddy. Ha has tie en using one at +4.) 
Fatima will receiVe a gold braceletStuddad 
with rubies.Um will receive a fine silk dress of 
eKquiSile workmanship. 

The only person who might have ques
tions about his gift is Abdullah. II the person 
playing Abdullah asks Papa about the unusuel 
nature of his gift Papa will say something like: 
-Pardon my lack of modesty, 0 my nephew, 
but this is perhaps the mostvafuabla thing that 
I have given this evening. After all, I have no 
greateror more personal gift then mytimeand 
favor: If Abdullah asks "Why me?- Papa will 
say jovially, "Would you prefer a silken drass? 
Come my nephew. I pray for Allah to give you 
long life and prosperity, but who knows when 
you may need a favor from a less heavenly 
source. ~ :rhat is all he will say on the matter. 
Ch~ract8rs should know'that it is unwise to 
press Papa on his motives. 

Papa will be at the party only briefly. but 
he will take the time to throw in some quiet 
and acerbic comments as to the visibility of 
alcohol or drugs at the celebration. Alo-ng 
with the admonition iliat he expects to see an 
unusually high numberof Budayeen residents 
responding to the caUs to prayer on the mor
row as they attempt to assuage their guilt 
This will be laughed at all around, but sharp 
cnaracters may notice several normal ly indif
ferent Budayeen Muslims responding to the 
calls offfie muezzin for the next few days. 

Characters making INT rolls over 15 may 
realize how truly unusual it is for Papa to 
appear personally at an event like this. 
Rumours not withsta nding, most people 
expectei{him to deliver his gi~s via an agent 
like Hassan. 'This information may also come 
up during gossip at the party after Papa ieoves. 

Gossip and Incidents at 
the Party ,', 
'It would be a bonng party ifnoiliing happened. 
To liven things up we have Gossip and Inci· 
dsnis. 
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for the rest of the adventure. No incidents 
should occur while Papa is present. None 
will stop the party, although they may 
interrupt it. 

~ Some party guests make advances at 
Sara, Fatima or lilli. When rebuffed, 
they get belligerent. 

r!! Someone aCCidentally pops in a dan· 
gerous, black market animal moddy 
ilnd goes on iI psychotic rampage until 
subdued or the moddy is popped out. 

5 A big brawl breaks out; either several 
men over a woman or several women 
over a man. (Budayeen women can be 
plenty tough.) Or perhaps over some 
other petty rCiison. 

r!! A wealthy but obnoxious woman 
makes a pass at Simon. Simon does 
not like this lady. but she is insistent. 
After aU, why shouldn't she have any· 
Ihing she wants? She may threaten 
repr~ilis upon being rejected. 

f!f Someone claims to have seen ill beg
gar being attacked in a nearby alley 
by someone acting and speaking as 
though he was a demon. A quick 
investigation will reveal little, but this 
incident is, in fact, indicative of things 
to come. 

~ The Mulosib crash the party, which 
they consider a concentration of vice 
ilnd illl insult in the eyes of God, and 
sternly lecture everybody on the advan
tages of virtue. There are many people 
present, so they will not try anything. 
They will eventually leave, aftervow
ing to make a noteolwhowas present. 
Characters who argue with the Muta
lib may find themselves encountering 
them again before long. 

SA.ltA ANO -en€- cnoooy 

~ 
t some pOint, during or after the 

~ party, Sarashould wantto tryout 
her new Honey Pilar moddy. 

Since it is possible tilat tile player characters 
may not sleep alone that night she may 
have incentive above ilnd beyond thillor 
her addiction, especially considering the 
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excellent reviews which the chip has being 
receiving. The moody will work as nonnal 
when inserted, but once removed Sara will 
get a severe headache and desire nothing 
o ther than to go to sleep. If she tries the 
moddyout early in the evening that may 
mean that she is out of commission fO( part 
of the party. That's OK, though, because 
things really get interesting the next day. 

No t e : The character Honey pnar plays In 
her latest sim Is duplicated in the mOddy. 
While Sara wears the maddy, she thinks 
ilnd acts like Carlotta D'Angou; a Spanish 
countess trapped in illoveles.s marriage to a 
French count during the reign of l ouis the 
XIJI. Sara will "seek out" a brave and noble 
musketeer to show her the love she doesn't 
receive from her coldhearted and cruel hus
band. While in~erted, Sara recr:ives the 
skills as det.liled fer the Honey P~ar moddy 
in the text 

\:n€- NEXt o}l..y 

ve,yo". has a hangover. Ay~ha 
has closed the Silken Nights fOf a 

to give everyone lime to 
recuperate. Since the player characters all 
live in the building, most 01 them will prob
ably have slept here. A few guests halle 
crashed on the throw pillows in the club 
room. Theplaceisa mess, and it will require 
a thorough cleaning before re-opening. 

Sara Wilkes with more than a hang 
Oller, howe\ler. Something has happened 
d uring the night, appilrently due to the 
use of the Honey Pilar moody. (It will prob
ably be the last one lhe used before retir
ing to sleep.) Sara has a terrifying feeling 
of schizophrenia and anxiety. There are 
memories in her head which don 't seem 

SA.RA-·S POSSI6LE INI"QA...L 
m EmOiUES 

1) Shr: was definitely bom a boy. 

2) A hospital ... on II gurney ... the doc-
tors are speilking a foreign language. 

l) "She" was of noble orwealthy birth. 

4) "She" has three brothers. 

S) "She" has a brother whom she hates, 
and who hates her. 

6) "She" was outspoken ilnd confident 

7) Another hospit.l l memory ... in a dark 
room ... wondering: are my brothers 
here? 

8) Running through the dark night al a 
little boy, and being afraid. Then 
being comforted by .. .father. 

0 ) "She" was good with weapons. 

10) "She" didn't want a sex.change. 

Sara should not be clear immediately as to 
whether these are her own suppressed 
memories, or whether the moody is defec
tive ilnd they come from there. Was she real· 
Iya man? If so, who did these things to ... him? 
Her body is fully functionil l. She has a men
strual cycle, and must use contraceptives. 
Why wou ld someone give her a lull sex· 
change and suppress her memories and 
personality? Think of the money involvedl 

It is importilnt to remember that, at 
this pOint, Sara's personality has not been 
affected, she just has these extra memories. 
She won't lose her mind , although she 
should be upset. She will probably be very 

to be hen. Things stirring in the back of curious. 
her mind. 

At this point Sara must make a series 
of rolls to find out how many of her o ld 
memories she hilS recovered. She should 
roll 1 01 0 once fo r every memory listed 
below. A roll under her INT is successful, 
and that memory is recovered. Failed rolls 
may not be reattempted. Don't tell Sara 
what the rolls ilre lor unti l alter she has 
done them aiL Then tell her what her ini · 
tial memories are. 

~ 
ara should be asking some lerious 
questions now. Expect a lot of role
playing as Sara discusses her prob. 

lem with her close friends (the other PCS) 
and the group decides what cou rse of 
action to take. A few possibilities include 



" 

the following_ Players may pursue more 
than one of these cou rses. The order ca n 
make a difference. 

Having the other player charac
ters try the moddy: This is perhaps the 
simplest, most desirable and most likely 
alternative. Especially if Sara considers the 
double meaning of the card that came with 
moddy. The card, handwritten by Friedlan
der Bey, said "The best gifts are those that 
can be shared with others close to you." 
Originally that might have been interpreted' 
by Sara aJ; no more than an innuendo. After 
all, the moddy is 6sentially a sex toy. It is 
possible that she is considering other inter

pretations by now. (If you like, you can 
drop Sara an Jppropriatc hint if she makes 
an INT roll over 1 S.) Eventually, all of the 
girls should insert the maddy. If anyone 
other than Sara, Fatima or Lilli tries the 
moddy they wi ll notice nothing unusual. It 
seems to be nothing more than a high qual
ity Honey P~ar chip. If Fatima and Lilli try 
the chip they will initially notice nothing 
strange. But once they pop the moddy out 
they will get headaches and fall asleep for 
106 hours. When they next awake from a 
period of sleep, they too will have new 
memories. MOlt of thE'le will be similar to 
Sara's, with a couple of key differences con
cerning their personalities and self aware
ness. If all three women try the chip it will 
be a simple matter of deduction (I NT roll 
over 14) to realize that it is likely not a chip 
error. \Nhile they are getting similar memo-

ries from the chip, there are too many dif
ferences for them all to be off of one tem
plate. When it becomes apparent that no 
one other than the three women develops 
these sympto ms after using the chip the 
player's suspicions about themselves should 
switch into high gear. At that pOint it 
should be obvious thilt there is a major 
mystery to be solved. 

Taking It to Lalla's shop for anlll
ysls and research: The characters may 
decide to take the moddy to laila's shop. 
laila may be weird, but she knows her 
meddies. If the players go to the shop they 
will find the old woman puttering around 
the store under the influence of a moddy 
chipped from a hot Pacific Rim pop star. 
She is speilking broken English with a 
Japanese accent and has a tendency to 
break into song. It may take the players 
some doing to persuade laila to rem ove 
the moddy. If laila examines Sara's Honey 
P~ar mocldy, shewill see nothing unusual. It 
is in a commercial casing and it bears the 
markings and seria l numbers of the well 
known European moddy company which 
carries Honey P~ilr'S exclusive contract. A 
check with the manufacturerwill reveal that 
the chip's serial number is authentic and 
comes from a lot shipped to Cairo for distri· 
bution throughout the Middle East.lf laila 
puts the chip in she will act in a lascivious 
and provocative manner, fondling herself 
and groping any men present. This will be 
really disgusting, considering laila's 
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IN CASE YOU FORGOT ••• 
Remember, in the Middle fa sl women stil suf
fer from the effects of hundreds of years of 
'inequality. In the Budayeen this won't amount 
to much. Outside the Budayeen it may be a 
problem. tfthewomen go to the police orWlo 
investigate the matieron their own UiIY are 
liable to be ignored, b1ushad off, called liys
terical, or otherwise frustrated. In situations 
where this is ~kelytlie characters will benefit 
bv assigning certain t8sksto SimoJlaooAbdul
lah. Dori'tbe bashful, stick it 10 the girls. It will 
make (or~om8IJood roleplay ena aaC! e little 
ironytothe adventure. 

FATIMA AND I:!IW'S BURIED 
MEMORIES. 
IIFatima and UllitJythe mOddy, they will have 
the same symptoms as Sara did, end their 
unearthea memories will be very similar. 
There will besome aifferences however. They 
shouldrollonthe same system asSaf<'. Mem
ories 1-5 and 10 are the same a$ on Sar:,e"s 
table. Memories6-9are different 

FATIMA 
6) Youreighteerith birtliday, which should 

stili be fOurmontM aweyl 

1)1,tHa~ II deep (ove and r.espector Allah 
and Islam. 

8) You were betnlyea ijysomeone_ 

9) You were fascinated by machines. 

IlIW 
6) A bBButilul girl that you wete in love 

with. A Christian? 

1J A darlt; plan wfiich scared you to your 
verySGuL 

8' ParentstMtyoulovedaeeply. 

9) ' Adeep love ofbooksan<f knoWledge. 

advanced age and decrepit condition. 
When the moddy Is removed she will rave 
about the programming ilnd sensual detail, 
but claim (truthfully) to have noticed noth
ing unusual about it. She will not display 
any unusual symptoms. She might makean 
offer to buy the chip based on its stellar per
lonnance. 

Going straight to Friedlander Bey to 
find out what the deal is: It is possible that 
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the chilraclers might storm off to Friedlan
der Bey's place to find out what the story is. 
The characters should probably know that 
Papa is not enamored of receiving uninvited 
guests. Bu t jf all three women have devel
oped bizarre symptoms from the chip, and 
the characters are feeling nervous and frus
trated, they may attempt to cut straight to 
the heart of the matter. Abdullah's card may 
also provide incentive to pursue this p<lth. If 
any Of all of the characters go to Friedlander 
Bey's estate they will be turned IIway unless 
they invoke Abdullah's card . If they do 
invoke the card they will be told that only 
one person may use it, and they will have to 
decide who. The olhers should leave imme
diately. This last will not be a requesl. If the 

characters send a repre.~entative in, this per
son will Indeed be granted an interview with 
Papa. The characters' representative will be 
told that a secret meeting between Papa 
and all of the player cha racters must be 
arrllnged. PlIpa will not revea l anything 
about the Honey PBarchip, but he will say 
that he told the other characters to leave the 
vicinity of the estate for their own safety. He 
will ask for this infOfmation to be relayed to 
the rest of the cha racters, and he will tell 
them to expect his emmisary.lf the three 
women have not all tried the maddy, Papa 
will stllte that II meeting can take place only 
after they have done so, He will then have 
the character ushered out of the estate and 
driven back to the Budayccn. 

A.SII • .JNC, AP-OUN"D 

D 
t is also possible that the players will 
decide to do a little investigating to see 
if they can uncover IIny inconsistencies 

in their pasts. The three women all remem
ber coming to the Silken Nights at about 
the same time. Simon and Abdullah were 
both already there. Neither Simon nor 
Abdullah remembers anything odd about 
the girls ' arrival, except that they were all 
hired within the space of a week. That, 
howcver, is not at aU unusual at a brothel. 
Ayesha will say much the same thing if 
il.lIked. "You all came looking for work with
in the space of one week, and I thought 
'Allah preserve me, business will be good.' 
It was a fortunate coincidence as [lear as I 
can tell." Any of the player characters with 
good Human Perception rolls may be able 
to detect some stress about Ayesha when 
she is asked about the girls' history. They 
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WHAT IS AVESHA HIDING? 
If the characters lire sly, th~ywill notice that 
Ayesha gets a little jumpy when the characters 
ask her about their history. If the charactors 
notice thatAyesha seem:. tense, they may tty 

to pump her. Ayesha wiJl crack only when 
pressed or threatened . Character. will be 
making Interrogation and Parsuuion and Fyt 
Tallt rolls against Ay&Sh~'1 COOL and INT 
rolls respeclive ly. Make tlJe roleplilygood. 

If Aye:;;ha breaks down, she will reveal 
that she was well paid by some anonymous 
individual to hire the thr&a girls and monitor 
their well-being. She WAS warned notto dig 
into the girls' past,. nor to try to discover the 
identity of their -benefacto,· ... upon pain of 
death. A couple of months ilgo she confessed 
the circumstances of the girls' hiring to 

will have to bea t Ayesha ' s COOL roll to 
see it however. No one else can remember 
anything unusual about the girls' arrival or 
hiring. Monsieur Joseph is not part of the 
day. to-day operation of the brothel, and 
won't even know when the girls were hired . 

If the characters get really curious, and 
start trying to ferret out stuff about the girls' 
his tories, they will discover that thing s 
begin to break down under scru tiny. For 
instance, none of the girls can actually 
locate any members of their suppmed fam
ilies or any friends from before two years 
ago. This should stoke the fires of curiosity 
quite a bit higher. Successful investigation 
will reqUire library Search rolls over 20, 
and possibly other rolls depending on how 
the characters go about it. 

~ 
t this point, the three girls should 

~ be developing a pretty good idea 
of what they were, though not 

exactly who or why. If all three have tried 
the moddy and are beginning to recover 
memories it should be fa irly obvious that 
they were brothers. Then someone had this 
done to them. Simon and Abdullah, while 
not directly connected, are involved by way 
of their friendship with the girls. 11 the char
acters have already tried to contact Papa, 
then they will be expecting his emissary. If 
they have not tried, th en the emissary's 
arrival may be a bit of a surprise. At any rate, 
sometime during the evening of the day 

Friedlander Bey; the first time that she had 
discussed it with anyone. The anonymous man 
demands reports on the girls' welfa re once 
every month. He cla imed thai hewoukl mowif 
Ayesha liedto him. Ayesha is now afraid for her 
life. What will she tell the man next time he 
calls? This situation is her own faultl Ayesha 
may get a linle hysterical if she is forced into 
revealing all this. The players will have to deal 
with this however they can. It is to their 
advantage to raise as tewripples as possible. 
Also, Ayasha would be a good person to keep 
as an ally. If the characters don't get it on their 
own, and you want to drop a clue, an INT rail 
ovar 17willa llowthe characters to deduce the 
connection between Ayesha's confassion to 
Papa,and Papa's presentation ofthemoddy. 

after the party an envelope will delivered for 
Sara. The envelope will contain a letter ask
ing the three girls, along with any friends 
who are aware of their new state of mind, 
to come to a site outside the ci ty the follow
ing day. Remember: requesu from Papa 
are not turned down lightly! 

~ 
ow the characters get to the 
meeting place is up to them. 
Maybe a ride in Bill's taxi. If the 

characters arrive at the meeting place at the 
appointed lime, they will indeed see a large 
Bedouin tent set up in the middle of the 
grove, screened from the road by the date 
palms. This is not unusual. Desert nomads 
who have dealings in the city frequently 
camp in this area. On this day, however, 
there is only one tent, and it is a safe bet 
who it belongs to. At the entrance to the 
ten t the chara cters will find one of the 
Stones That Speak. II the characters intro
duce themselves he will te ll them, "Wait." 
He will duck briefly inside the tent, and then 
return and lead the characters imide. 

Bedouins may use tents like this, but it 
is doubtful that any Bedouin ever had a 
tent as luxurious as this one. The air inside 
is cool and comfortable. A thick carpet is 
spread over the rough ground. Upon this is 
a large table. To one side is a smaller table 
with fruit and cQffee. At one end of the 
large table sits Friedlander Bey. He will 
motion to the characters to be seated. "0 



THE LETTER 
Tho lener was written by Hassan the ShIite, 
Papa"s emissary to the Budayeen. 1t reads as 
follows: 
My Darlings, 

OUlmasler and protector, Friedlander 
Bey, has recently taken an interest in your 
predicament He would be most 9"tified il 
you would honor him with a visit to the palm 
9rove by 1M highway on the SQulh edge althe 
city tomorrow 01 noon. Look for a tent in the 
fashion of the Bedouin. He regrets the incon
v8nilnc, Dr/he location, but hi wishes you to 
know/hilI it is for you/own safety. Thlr. Bf' 

those who would harm you to prevent this 
meeting, and low people should know of it 
Plcosa bring any friends who are 8W8re 01 
your situation. Papa wishes 10 .idyou in the 
solving of rOUt mystery. end offer you an 
opportunity 10 IIclaim yourrightfulheritege. 1 
pray foryour health and suetes$. 

- Hdssan 
Il Ihe choraclcrs have Bireadygone to 

Papa's nlale, Ihere will be an apology for 

turning them away. It will mention thot il 
would h/Jve been dengerous for the cherac
ters 10 have been spotted entering or leaving 
{heestalo. 

my beloved, it ple(lses me th(lt you accept
ed my invitation. Bles.!ied be Allah that you 
are well. We have many things to discuss. 
But first, share with me a cup of coffee." 
Papa will motion to one of the Stones, who 
will pou r coffee for everyone. Papa will 
eXChange a few pleasantries while the cof
fee is consumed. Only when people lire 
getting started on their second cups will he 
get down to business. 

PA.PA.:S n-eVELAZ:ION 

apa will reveal his speculations to 
the pl(lycr ch(lr(lcters. His (lddress 
is directed principally ill the three 

women, but the other pes wi ll also find it 
interesting, Especially (15 they will learn that 
they m(ly h(lve become t(l rgets too! 

Pap(l will tell the pl(lyer ch(lr(lcters that, 
after Ayesha made her confession, he tied 
the three girls' appearance to the death by 
lire 01 three sons of a wealthy lamily lit an 
estate in the ci ty. A background check on 
the girls failed to reveal any history further 
back Ul(ln two ye(lrs. This threw Papa's sus· 

picions into high gear. A quick consultation 
with Dr. Lisan, the city's resident modular 
tech and neurosurgery genius, revealed 
that it would be possible to permanen tly 
suppress and replace somcone's entire per
sonality, but that the technology was 
experimental, and only a few people had 
the expertise to implement It. Dr, Us:!n also 
kneo.v how implanted personality templates 
could be revealed, and he cooked up the 
doctored Honey Pll(lr moddy which did it. 
The girls' presence and ~ymptoms confirm 
Papa's smpicions. Papa has discovered who 
the charilcters re(lily (lre. The unfortunate 
thing is that the girls, and (lnyone who 
knows their secret. is in terrible danger (this 
obviously includes the other player charac
ters). The fortunate side is that Papa is will
ing to do something about it... 

h
abib had three tourists murdered 
in the Bud(lyccn, Two days after 
the brothers were drugged and 

sent to NuesDeutschland, Habib had the 
fire set at the compound . He substituted 
the murdered tourists' bodies for the broth
ers'. He then paid off the medical examiner 
to certify th e identi ty of the bodies. To 
cover these tracks, the doctor was killed 
shortly thereafter. As far as anyone but 
Habib and the Eye know, the bodies in the 
caskets are those of the brothers, 

I!lIaPTfR 7 

WHAT IF THE CHARACTERS 
GO ON A DETECTIVE KICK 
BEFORE TALKING TO FRIED
LANDER BEY? 
Playersobviollsly have their own ideas aboLlt 
how things should go, end its quite possible 
that the player characters could manlluver 
events so that Papa can't reach tham, They 
might also ignore P(lpa's summons, al though 
this is not recommended. If this is the case, 
the characters may decide to fi nd out for 
thamsatv.s what happened to the three girts 
ratherthan wllitingfor Papa's explanation. Or, 
even after they hear Papa's story they may be 
suspicious enough to pursue matters on their 
own. So here are some factsthey might unco ... · 
erwith clever Stroetwise, Library Search and 
IntlTTogation roln. Roll difficulties will vary 
depending on who the charecters talk to and 
how intelligently they go a bout the ir investige' 
tions. Use your best judgement in assigning 
difficulties. Make the characters role play in 
thl course of their investigations, don'tjus! 
ask them to make the skill checks. Remember 
the culturlll stigmata aboutwomenl 

FACTS THAT MIGHT BE 
UNCOVERED: 
• Two years ago a wealthy Shaykh died in 

his estate on the outskins of town, leav· 
ing four sons. Several weeks later, the 
three younger sons died in a tragic fire 
and were buried in closed caskets. 

• ShorUy thereafter, a prominent doctor at 
the el-Amir hospital died in an auto acci· 
d'lll 

• Severe I months late r there was lin 
upsurgt in a certain type of blllck man:et 
moddy. many of which contained billS' 
phemous personalities. 

. If Ule ch(lracters unearth this Informa· 
tion they may want to examine the bodies, 
Theywi ll have to bribe and talk their W(ly 
into being able to covertly exhume the 
bodies. If they get to the bodies and get 
dental impressions or skeletal information 
and compare it with th.e brothers' old den· 
(al or medical records, theywiU be able to 
prove that the three bodies are definitely 
not the brothers! Things will then start 
falling into place. This will not help the sis· 
ters recover their memories however, and 
they still have no proof that they are the 
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three brothcrs .... unless they have their 
teeth compared with the brothers' records. 
If they do this, it's a whole new ball game. 
They'll ~till need Papa's help to get their 
memories and bodies back however, and 
Papa will still contact them. Unless the 
player characters do something dumb, like 
rushing off to confront Habib, Epis~e Two 
will go as written. If the players do rush off 
to confront Habib, they will be in trouble, 
as they have few applicable skills and no 
eqUipment. See Episode Three. 

eplSO'De ~VO: 

L:l')e 'DemON 

D 
f the players agree to Papa's de<ll, at the 
end of the episode their memories and 
bodies will be restored. The manufac

turing site for the blasphemous moddies 
will also be uncovered, and Habib implicat. 
ed. The key events ilrc the recovery of the 
demon moddy, the arrangement of II meet
ing with the moddy supplier, and the dis
covery of the warehouse. 

ow the characters know the 
truth about themselves. Papa 
will make them a proposition. 

But first, hewill tell them of a problem he 
faces. Everyone is still at the tent. 

"0 fortunate ones, I too have a prob. 
lem that needs attention. Any person who 
knows me knows that my devotion to, and 
love of, God Ciln not be questioned . It 
grieves me to see the names of Allah and 
the Prophet, may the blessings of Allah be 
on him and peace, cent down by the irrev· 
erent. New black·market mod dies have 
been sweeping the city, especially the 
8udayecn. Many of these moddies are of a 
blasphemous nature, offensive to all who 
follow Sharia, Ule straight path. Some con· 
tain templates of people who abhor the 
true God and the Arab people: crusaders of 
the twellth century and c riminals of the 
twenty.first cen tu ry. There are reports of 
chips of Aaron Bergman, iI sociopathic 
Zionist cu lt leader who was personally 
responsibl e for the rape and murders of 
over thirty Palestinian women in the Israeli· 
occupied territory in the early twenty.first 
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century. This chip has already been impli. 
cated in the murders of several local women. 
Even worse, there are chips of creatures out 
of our faith. Evil ofritwith no compassion for 
the living." Papa will pause for a second . 
"Pemapsworst of all. There is a chip which 
attempts to mimic the peBOnality of..." an 
uncharacteristic expression of anger will 
spread over Papa's face, " ... of the Prophet, 
may the blessings of Allah be on him and 
peace." Papa will pause to let this sink in. It 
shou ld be emphasized to the characters 
that this is most blasphemous indeed! Papa 
will offer more coffee and fruit to the player 
characters, and then continue. 

"Many believe that responsibility for 
these moddies lies with the Lechi ns, a 
prominent, local Christian family. They are 
known to have holdings in electronics and 
modular technology. 1 di sag ree. I have 
business dealings with the lechins . They 
aresensitive to the delicacy of their position 
as a religious minority in this area. I do not 
believe that they would do anything to 
jeopardize their position. I have secretly 
conferred with experts who have had a 
chance to examine some of the black 
market moddies. They all agree that the 
templates are remarkable, the work of a 
gifted expert. The SlI me kind. of expert 
who could have created the moddles 
which altered you r memories and 
personalities. One name Is suggested by 
my sources: the Eye of the Star. Unfor· 
tunately, no one knows who this individual 
is or what he looks like, and thus he is 
impossible to trace. I believe that your 
alteration and the appearance of these 
moddies may be related, and that your 
elder brother and this "Eye" may be 
connected. But no proof exists as yet. This 
is where you come in." 

"We arc in a position to help eac h 
other. A5 long as you appear as women, 
your brother will believe you to be of no 
danger to him. Meanwhile, my own inter· 
ests are threatened and Allah is offended. 
This is my offer: you will trace these new 
moddies to their SOUrce and report the 
location of that source to me. In return, 
when this is done, I will finance you three to 
have surgery to recover your memories and 
personalities, and return you to your true 
genders if you wish. I will also see to the 
protection and compensation of your 
friends here. This may also offer you a 
chance to avenge yourselves and reclaim 
your rightful positions and heritage." 

Now it's up to the characters. 

Big time decision for the characters. They 
can ... 

r!l Accept Papa's offer, in which case the 
three girls will return to the Budayeen 
and continue to live ttieir "lives" while 
secretly searChing for the man· 
ufacturerof the black marketmoddles. 
Continue with adventure as written. 

r!l Refuse Papa's offer and go storming 
off to wreak revenge upon Habib. If 
this happens, the characters will have 
to face Habib's estate as detailed in 
Episode Three. Best o t luck, as the 
three girls have little in the way of 
com bat skills , and Simon and 
Abdullah are but two individuals. 

rd Flee the city and live out their lives else· 
where. End of adventure. 

8J\.C1.:..IN 
tnecrc:y 

flII ssuming the characters accept 
~ Papa's offer, the girls will be 

back in the city before sundown, 
and will have some thinking to do . 
Remember at this time the girl 's memories 
of wh en they were men are faded and 
dreamlike, almost unreal. The last two 
years are the only time they truly remem· 
ber. This will most likely cause some con· 
cern among the characters, who might 
prefer a life they know to a shadowy phan. 
tom in the mind. 

Back at the Silken Nights, Ayesha has 
been contacted by Hassan , who has 
instruc ted her to give the characters the 
next couple of weeks off. With pay. While 
not entirely happy with the loss of income, 
she will be less upset when the promised 
"reimbursement" arrives from Papa, four 
one·thousand kiam notes. 

The playe~ will sti ll be allowed to live 
On the premises, as Habib will continue call· 
ing to check up on the girls on a regular 
sched ule. And Ayesha will continue to 
report nothing out of the ordinary. 
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A
' t ,this point in time the ilctions the 

< ',cha racterstakeareIlPtothem.lf 
, they have agreed to Papa's Clea r 

they will probably be out sc'quring the ~1reels 
for iiiformation concerning the manufactUring 
oftlle black market m<oddi~s. Bslowwe have 
pro\lid~d a list ofclu~~~od where th~y ,n:tght, 
befound. ' 

Frenchys: 
1. One of the dancers, was mauled by'~"'n 

uhkno"!!l1 man on har way-home last 

week. Tfie man c1a1n1.!d he was·aser·, 
vantSfSh.aitan. 

' 2. fwo days ago sOme crazy tried to ',!~ck 
Nikki. She hadtObreaktlisjaw,nosc'and 
one leg before he-finally gave up. 

3; Several bodies have shown up in tlia 
canal with ~unmarkei:l· ~oddjes 1'0 their 
skullf 

Chiri's 
1. ' On'8 of the girls was-given II rl]o~Cly to 

chip in by,s new:'customer. Whenslle 
tried! it on she claimed to ,b"8 t~e, 

reindarnation of the Prophet:. Chirito'?k 
the fhing out ancl smashe<d it with a' 
hamnJer. 'When it was removed, the girl 
returned to'normal 

,BigAI's 
1. AI hat! to use the tommY9u(I on some nut 

who smasHed into the b,ar waving a, 
wicked looking knife. The~po_lice) reports' 
say his brllin wastolally fried. 

2. Sever,al f!10ddi~ with tlie 'impres~onsof 
t animals on them are making the founds. 

Some even have standa'rd stor~um'i~ 
on them: 

Police, /Jnd th'e Hospit.1 
1. -Crimes.of passion have been on the rise; 

for the last three months. 

'I 

few nights aft~ the meeting with 
Papa a girl named Kalima will 
come stumbling into the Silken 

Nights. Kalima is an employee and resident 
of the brothel, and someone with whom 
the girls are friendly with. Kalima's clothes 
are torn and she is bruised and scratched. 
She is ~erritied and near hysteria. She will 
seek out Abdullah. 

"0 ma5ter, help me please! A demon is 
after me .. .in the alley nearby ... he wanted to 
kill mel To offer my soul to Shaitan!" 

Kalima w ill collapse into a sobbi ng 
heap. After she has settled down a little, 
shewill be responsive to questions. Shewill 
tell the characters that she was attacked by 
an Afrit, an Arab demon. The creature 
stalked her, and dragged her into a nearby 
alley. It had tremendous strength and terri· 
ble, twisted facial fea tures. The creatu re 
was babbling about raping and killing her 
as a sacrifice to Shaltan. Bya miracle she 
managed to break free and escape, but the 
creature screamed after her that it knew 
where she lived and it would be back to 
pay her a visit that night. 

Once again the cha racters will have 
several things that they can do. Remem· 
ber, no matter what action the p layers 
take, the demon will come to the Si lken 
Nights that evening. 

Check out the alley: If they do this 
they will find nothing other than Kalima's 
discarded handbag and some scraps from 
her clothes. 

Call the police; TIle police will take an 
uninterested view towards the whole thing. 
They been having problems with berserk 
moddies for a while, and they suspect that 

_this is another incidence of the same thing. 
Without the perpetrator, or at least a good 
description, they will claim that there is little 
they can do. If the characters are insistent, 
the police will send out a man to interview 
Kalima. He won't learn anything that the 
characters don't already know. The police 
will not offer any protection, just an exhor
tation to call them if they get a description 
or get a hold of one of the moddies. 

If the players press the policeman (a 
process that will be made much easier if 
they bribe him, or one of the girls buy him 
a couple of drinks,) he will reveal that the 
department has been having trouble with 
pirate moddies for a while. The problem is 

C!UIIPTElll 
that, although they have several of the 
chips on hand, they have been unable to 
trace them to a manufacturing site. They 
have also been unable to take any suspects 
a live, and consequently have not been 
able t o trace the chips back through 
dealers. They had undercover officers 
trying to buythechips on the black market, 
but their cover was blown by a 
departmental leak and the police have 
been at an impasse ever since. They are 
not willing to sacrifice any more officers 
for a problem which is common only 
within the Budayeen. 

r 

make tNT'rOlls lI'i'f1,7 ttl 
clu(l.It'cQuld make an intereSt-

Set a Trap for the Demon: This is the 
key option. Kalima is begging for people to 
stay the night with her. She is terrified that 
the demon will make good on his threat to 
come and get her. The cha racters should 
realize that this event is tied to the very mat· 
ters which Papa wants them to investigate. 
A perfect opportunity! How the characters 
c hoose to arrange themselves is up to 
them. Co on to tlle next section. 

CilAPPINCj 
th€'L>e<noN 

lW hecharacterswillneedweapons; 
non·lethal ones if they aresmart. 
Fortu nately, Ayesha, a Budayeen 

realist, keeps a supply on hand, including 
two seizure pistols and two heavy needle pis
tols. As bouncer, Abdullah has acces5 to the 
weapons. Characters can d ivide them 
amongst themselves as theysee fit 

Remember that Sara and Lilli have no 
applicable combat skills, and while Fatima 
may know how to use a gun, If the demon 
gets his hands on her she would fare no 
better than any of the other girls. To this 
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HASHEMI THE DEMON 
Hashemi is the man wearing the demon 
moddv. Without the moddy he is tough, bulno! 
remarkable. With the moddy (and associated 
daddies) he is vic ious, evil and powerful. 
These arc his statswithout the moddy. 

INT 6, REF8, TECH 4, COOl7,ATTR6, LUCK 7. 
MA 7, BOOY9, EMP7, BIM -2,SAVES. 

Strectwise 5, Persuasion and Fast Ta lk 4, 
Awareness I. Hide/Evade 2, Brawling 5, Dodge 
end E$cape 2, Handgun 2. 

Cyberwllre: Corymb ie implant with moddy plug. 

The Demon Moddy (Type t): The mod dy 

makes the wearer cunning and sadistic. The 
wearer becomes an afrit, a serva of of Shailan, 
seeking to rape, torture and kill his victims in 
sacrifice 10 the dark lord. The wearer feels 

end, try and encourage the girls to use 
their wits, and leave the heavy work to 
Simon and Abdullah. 

True to his words, the demon will pay 
a visit that night. Kal ima's room faces the 
back 01 the building and has a fire-escape 
balcony. At about 3 A.M., the demon will 
scale the lire-escape and attempt to gain 
entrance to Kallma's room. If the window 
is locked he will attempt to Jimmy it 
silently. II any characters are stationed 
nearby, have them make Awareness rolls 
vs. the demon's Stealth. II the demon fai ls 
to Jimmy the window he will b reak it with 
his fi5l, unmindful of the da mage to his 
hand. Once in the room he will look for 
Kalima. If she is not there, the Demon will 
silently case the enti re brothel until he 
finds her, or someone else. If the demon 
comes upon someone else, he will fly into 
a rage, attacking them and demanding to 
know where Kalima is. If the brothel is 
deserted, the demon will go berserk, 
tearing the place up and then fleeing. 

If player characters corner or ambush 
the demon they will see that he is indeed a 
normal man under the in ll uence o f a 
maddy. His face is twisted into a grotesque 
leer. The cha racters will be surprised jf 
they get into a fight with the demon. 
Although he looks like an average 
individual, he is possessed of incredible 
streng th and endurance. He will attempt 
to flee only if wounded and obviously 
outclassed. 

fif92 

invulnerable and has decreased sensitivity to 
fatigue and pain. 

5 Ditfic ul ly:38. 

5 Maddy CostAs Built: 2000 Kiam. 

f11 +3 COOL. + I REF, + 1 BODY, EMP to 2. +2 
resistance to Int errogatio n and 
Intimidation. 

r!1 Included Daddies: Malll Weapons +6 

(Active), Stealth .3 (Active), Torture +5 
(Active), ~pert Islamic l ore -.4 (Active), 

5 Total Daddy Cosls:BID Kiam. 

f11 Total Package Cost on Bls.ck Mar ket 
(reflects popularity, Ivaillbility): 2300 

Kiam. 

poSSlt3Le Out::cornES 

D 
n the course 01 the evening thecharac
ters may find themselves in the follow
ing situations: 
The demon Is Incapacitated, but 

alive: This is the ideal situation. The players 
can recover the moddy and question the 
man who was wearing it. With the moddy 
out, Kalima will recognize the man ill one of 
her regular customers, someone she has long 
known is infatuated with her. A Budayeen 
local knCl'Nn as Hashemi. ThOll would explain 
both the demon's preoccupation with Kal i
ma, and why he knew where she lived and 
slept. If grilled, the man will reveal that he 
bought the moddy 'rom a black market deal
er known as Mohammed ben·Yu$luf. 

The demon Is dead: Kalima will still 
recognize him, but the characters won't 
have a lead back to the deater. In this situa
tion, it may be time for another visi t to laila. 
In fact. even if the characters take Hashemi 
alive they may want to take the moddy to 
Laita for examination. A word of warning: if 
the characters want to find out more about 
the moddy, l aila's first impulse will he to 
chip it in. If the charac ters allow her to do 
that, then they, and Laila, may be in trouble. 

If laila checks out the maddy, she will 
be able to tell them only that she believes it 
was made locally. There are no serjal num · 
bers or labelling. She will say that she has 
recently bought moddies that she believes 

were manufactured by the same people. 
She will give the characters the name of a 
man who sold her a moody in a similar cas
ing, an expatriate Frenchman named Michel 
D'Angelou, a shopkeeper in a local furniture 
souk. That moddy was supposed to be a 
sexual ai d . If any of the characters try the 
moddy that laila bought from O'Angelou, 
or if they can persuade lalla to try it. they 
will discover that it is a sexual aid but that it 
also involves bondage and torture. 

A little Streetwise and some detective 
work will uncover Michel O'Angelou's home 
or work address: (Difficulty at Ref's discre· 
tion based on how the.characters go about 
it.) If D'Angelou is grilled, he will reveal that 
healso bought his moody from Mohammed 
ben-Yussuf. He sold it because it was toovie> 
lent for him. D'Angelou is not a confronta· 
tional man, and he will not offer any resis
tance to the characters. His COOL is 7. 

The de mon escapes: This will make 
some work for. the characters. If the demon 
escapes, they can try to shadow him to his 
apartment. If the demon had to punch 
through the window of Kalima's room, the 
characters may be aided by the blood from 
the HMhemi's hand. If the characters success· 
fully shildO'vV the demon, they will find that he 
lives in an apartment in one of the slimier areas 
tucked hack near the walls of the Budayeen. 
The charactm can attempt to capture him at 
the apartment. If they go in anytime that 
night there will be a 70% chance that the 
demon has removed the maddy and a 30% 
chance thathe isstill chipped in. 

If the characters fail to sha dow the 
demon t hey will have to do some 
sleuthing . The demon knows where Kali_ 
m a lives, right down to the room. That 
makes it likely, although not certain, that it 
is a customer or friend. Given a little time, 
Kalima may be able to place the demon's 
face. She has a 40% chance of remember
ing who it is within the next 24 hours. If 
she sees the demon duri ng the course of 
the light her chance goes up to 60%. Kali
rna gets one roll only, and if she fails she 
gets no further attempts. 

There is one more way that Kalima 
could get an edge on identifying the demon. 
The main obstruction to her memory is that 
she was terrified when she was in the pres· 
ence of the demon, and she still gets scared 
recalling the event. Sara is a maddy addict, 
and an expert in the kinds of chips available. 
There are hypnosis mOOdies which can make 
people able to recall the detalls 01 events 



much better than they could normally. Police 
use them. It is possible that Laila has one in 
stock. If not, one 01 the high priced stores on 
the boulevard might. Sara will have to make 
an INT roll over' 4 to recall this poSSibility. If 
Kalima uses the chip she will have a 90% 
chance ofidentifying her assailant, even if she 
has already failed once. A ~tt!e detective work 
and Streetwise will then enable the charac
ters to lind out where the demon lives. 

If all of these options lail, the characters 
will have to wait. The demon will eventually 
strike again, or Laila might eventually come 
up with some information in return for a lit
tle baksheesh. 

Cp..A.Cl:..INC; o->e soup..ce 

D 
I all goes well, the characters will have 
learned the identity of the dealer 
Mohammed ben·Yussuf. ben-Yu~uf is a 

well known black·market moddydealer, and 
it will be easy for the characters to track him 
down. (Stneetwise roll over 17.) It will not 
be so easy for the characters to pry the iden
tityof his suppliers out of him. Apparently 
the suppliers threatened to kill him if he 
revealed any information about them. The 
characters can use whatever methods they 
like to get ben· Yussuf to divulge the informa· 
tion. Possibilities include basic Interrogation, 
forcing ben·Yussuf to wear some of his own 
black-market torture chips, seduction, 
threatening him with Papa's wrath, or just a 
plain, old·fashioned thrashing. 

When properly coerced, ben-Yussu! will 
reveal how he contacts the source who prO
vides the demon moddies. When he needs 
new stock he dials a special phone number 
and leaves a message on a voice mail system. 
The supplier calls him back within 24 hours 
to take his order. The supplier names a date, 
time, location and a code phrase. At the 
appointed time, ben-Yussuf goes to the 
selected meeting place; usually a local dub 
or coffee house. The supplier's representa
tive is always a woman in full veil and gown. 
ben·Yussuf has never seen her face, and sus
pects that she is not always the same person. 
She always appears alone, but ben·Yussuf 
has no doubt that she has a muscleman 
nearby in case things get dicey. They 
exchange a little polite talk, then ben-Yussuf 
gives her the money and she gives him a 
satchel with the order in it. That's all. ben
Yussu! will admit that, of all his suppliers, 
these people take the most precautions. 

MOHAMMED BEN-YUSSUF 
Mohammed ben-Yussuf is a Budayeen Fixer 
and black·marketeer. He is small, stout man in 
his forti as. Mohammed will be under duress 
'from the cheracters from the baginning. Dur
ing his entire association with the player char
acters he should moan and whino about how 
his business is being destroyed and his life 
threatened by the characters' schemes. At 
the core of ita 11 Yussuf is 8 cowardlyman,and 
he will wilt under pressure from the charac
ters. He wiJIalso bolt ifgiven a chancli. Yussuf 
wilJ become violent only if his life is directly 
threatened. 

INT6, REF7, TECH a, COOL 5,ATIR 4, LUCK 7, 
MA 4, BOOYa, EMP7, BTM ·3, SAVE 7. 

Streetdeala. Streetwise 8, Persuasion and 
Fast Talk 6, Awareness/Notice 5, Hide/Evade 
2, Brawling 3, Handgun 5, Melee 1. 

,Cyb erware: Corymbic implent with moddy 
plug. 

Carries a seizure pistol. 

SE-"CDNC; Up A. mE-€-'CINCj 

C 
he next move is setting up a 
meeting between ben-Yussuf 
and his supplier's representa

tive. ben·Yussuf will be reluctant to do this, 
since it will put him in the firing line and 
destroy one of his hottest suppliers, but the 
characters should be able to convince him 
to see things their way. 

Provided ben-Yussu! doesn't screw up 
vastly, or the characters don't kill him while 
interrogating him, setting up the meeting 
with the supplier's representative should be 
no problem. After ben·Yussu! makes the call, 
the characters will have to wait a day before 
the supplier calls back with the details 01 the 
meeting. The characters will have to keep a 
tight reign on Yussuf at all times, perhaps 
even locking him up. If they give him a 
chance, he will escape and disappear. This 
will make life rough for the characters. 
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Y 
ussuf's supplier will call back the 
next day with the details of the 
meeting. The call will come direct

ly to ben-Yussuf's little portable phone. If 
anyone other than ben -Yussuf answers, 
there is a 50% chance the supplier will 
hang up. If ben-Yussuf is alone when he 
takes the call, he will warn the supplier 
what is going on. He will then tell the char· 
acters that the call never came. This will 
send the characters .back to square one, 
and the Ref shouldn't do this to his players 
unless he feels really mean. As long as the 
characters are present, ben-Yussuf will 
stick to the plan. The meeting will be set 
up for the following day, at six in the 
evening ata Budayeen dub called the Cas· 
bah. Byway of a code, the woman will ask 
ben-Yussu! "Did you find a red cloth bun· 
dIe on the street outside?" The correct 
reply is "No,. but I saw a small child run
ning away with one." 

'At this point the meeting is set up. 
Depending on how things go for the char
acters, they mayor may not have ben·Yus· 
suf on hand for the meeting. If the charac
ters do have ben-Yussuf there are a couple 
of tactics they can try. The characters ulti· 
mate goal should be to find out who the 
supplier is. Almost all skill checks in this sec
tion will pit the characters rolls directly 
against those of the woman and her goon. 

The characters want to follow the repre
sentative: If the characters decide to tty this 
option they will have to make sure that the 
meeting between ben-Yussul and the veiled 
woman is undisturbed. It is vital that the 
woman not be suspicious when she leaves. 
The characters will have to be very low key 
about observing the meeting and will have to 
make sure that they are not detected while 
trying to shadCM' the woman. The characters 
will also have to remember that the woman is 
going to have a nearby goon watching over 
things too. Thegoon will be somewhere in 
the club during the meeting, and will reno 
dezvous w.ith thewoman only after the meet· 
ing is over. They will walk out of the Buday. 
een and drive away in a car parked nearby. 
Thegoon is behind thewheeL 

If the characters successfully shadow 
the woman after the meeting, they will 
trace her to a warehouse in the dock area. 
The warehouse belongs to a company 
called All· Mediterranean Shipping . II the 
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woman or her assistant ever catches on to 
the characters she will lead them on a wild 
goose chase until they' re sure that they've 
lost them. If the characters. realize that the 
woman is trying to shake them, they may 
wilnt to abandon subtlety and try to cap
ture her. Sec below. 

If lhe characters are smart enough to 
get the license number on the woman's car 
and can squeeze some cooperation out of 
the police, theywill find that the car is regis-

THE CASBAH 
Thll Casbah is atypical, dark Budayeen club. 
This one, CIS the name might suggest. is poP.u
larwith Morroccans, Algerians and other 
Maghrebi. The proprietor is II huge Moroccen 
oamedAhmad. Ahmad isused to trouble in his 

bar, and will usually let the customers sort it 
out amongst themselves unless they start to 
damago the club. Thcn hc suddeniy becomes 
very dangerous. If the characters start tearing 
up the club during the fight they may suddenly 
find themsalvlls facing a lorge, angry Ahmad 
in addition to the woman and her henchman, 

Ahmad 
INT 6, REF 8, BODY 10, COOl6, MA4. 

Melee 1, Handgun 2, Brawling 8, Dodge and 
Escape I. 

Keeps a big club under the bar. 

tered toAII·Mediterranean Shipping. A ~ttIe 
investigation will turn up the location of 
their loc'al warehouse and offices. 

The characters attempt to capture and 
interrogate the woman: The characters 
might choose to forego the risk of tailing 
the woman and merely capture her and 
squeeze the information out of her. The 
moddy suppliers never reckoned with their 
woman being attacked by five people, so 
she has only one goon for escort That goon 
is, however, quite tough. The woman is no 
pushover either, The characters would do 
well to remember that they're no better off 
than when they started if both the woman 
and her goon are killed in the fighL 

Assuming either the woman o r the 
goon is captured they can be pressed into 
revealing the location of thewarehouse 
and the identity of the company that owns 
it. Theywill also reveal that they are employ
ees of All-Mediterranean Elec~ronics. It 
won't be ealY, but a little Interrogation or 
Intimidation may do the trick. 

,\Vhlt.J::: 11= t::he C~ 
LOSE- t::he \VOmJt,.N AND t">E-Jt 

GOON? 

r. he characters will be set back 
quite a ways. They will have to 
locate another black ma rket 

moddy dealer and set up another meeting. 
ben-Yussuf's credibility will be shot. If the 
woman and her henchman caughton to the 
characters shadOWing them or escaped an 
attack the next meeting will be even tougher. 
Expect the representative to show up with 
multipl,e henchmen and take strict precau
tions against being attacked or followed. 

'ChE- CI'lI>..RA.C1:ep-S NE-XC 
moV€-

he characters would do well to 
remember one thing at this 
point: they are two men and 

three girls, nor do they have access to spe
cial weapons or vehicles. If they try to hero
ically storm the warehouse, shut down the 
operation and take prisoners, they will meet 
with a simple and obvious fate. 

They'll be killed like the idiots they are. 
This is Gravity, and big, climactic com· 

bat is not the way to do business. Thecharac-
1m will get a chance for something similar in 
a little while. What they should do is report 

The Woman, Fixer. Tho woman who dolivers 
the merchandise to Moha mmod ben-Yussut is 
nothing mor.e than courier. SHe hasno special 
Mowl.dge of the black-market manufactur
ing ring or its leaders. She does work out of 
thewarehouse where the production is based. 
The woman is under orders to be cautious at 
all times, and to avoid rcvealingtha location of 
the moddy produ ction facilities. She will 
remain loyal unless harlife isthreatened. 

INT B, REF 8, TECH 6, CODl9, A TIR 9,lUCK 5, 
MA 7, BODY5, EMP 8, 8TM -2.SAVE 5. 

Streetdeal 7, Resist TortorelDrugs 2. Stroet
wise 5, Seduction 4, Persuosion and Fast Telk 
6;,Awareness,lNolice 4, Hide/Evade 3, Dodga 
and Escape 2. Brawling 3, Melee 4, Handgun 
4,ModularTech6. 

Cyberware; Corymbic impla nt with moddy plug. 

Carrying a seizure pistol and e knife. 

The Henchman, Solo: The henchman accom
panies the woman at all times. He staysoutot 
sight when the woman isdcaling, keeping 
watch on her. He will respond when he gets e 

hand signarfrom the woman or on his own ini
tiative if she is threatened. long on brawn, 
short on brains. 

1~5,REf9, TECH 2. COOL 10, ATIR 5,LUCK 6, 
MA,,8. BODY 10, EMP4, BTM -3, SAVE 10. 

Combat Sense 4, Strength Feat 5, Intimidate 
6, Res~t TorturelDrugs 3, AwantnessiNotice 
5, HidelEvade 4, ShedowfT fac k 3, Athletics 4, 
Brawling 8, Handgun 6, Melee 6, Stealth 5, 
Driving 5, 

Cyberware: Corymbic implant with moddy plug. 

Carrying a needle pistol and a knile. Wearing 
an armored t-shirt, SP 10. 
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Au.-MEDITERRANEAN 
SHIPPING 

I I the characters successfully follow the 
woman, trice her car, or interrogate heror 
her henchme n they will discover that she 

operates outol a warehouse owned by a com
pany called All-Mediterranean Shipping_ The 
W8reholJ$eis easy to find It is a large, two-story 
building with production, storag!! and shipping 
facilities on the ground floor I nd offices on the 
second floor. A little investigation (Library 
Search rolllMr 11 or 1lI1king to the right people) 
will tum up the fact thatAlI·Mediterranean is a 
legitimate local shipping compeny that does 

·good busineuwith Greek lrid IllIlian principali:. 
ties.lfth9 characters dig deeper theywf)IJ¥~ 
thai the majority owner forthe last two years
has bean the brothers' betrayer, Habib ibn-Ali 
al· Yemen. Thiswill help to prove Habib's involve· 
ment with the ille~ 1 moddies. 

The Wi! rehouse is well guarded, and 
everyone entering or leeving is likely to be 
checked out by guards tot ing needle guns or 
seizure pistols. If any 01 the cha ra cters do 
successfully sneak in, they will discoverthet 
there is indeed a complete moddv recording 
end production facility within. Rolls to get into 
tha war!!house will be vs. the guards skilts. 

AII-Maditorrano. n Guards, Solos: There are 
ten armed guards stationed in and around the 
AII·Mediterranean Shipping warehouse)ije' 
guards carry seizuro pistols and knives. .-;:f' 

INT6, REfS, TECH 5, COOL 7, ATIR 5,lUCKS, 
fAA S, BOOYS, EMP 6, 81M ·3, SAVE -S. 

Combat S!!ns!!: 4, Handgun 3, Melee 5, Brawl
ing 5, Dodge Ind Escapa 3. 

Cybernetics: Corymbic impla nts. 

their findings to Friedlander Bey. They have 
traced the source of the bl.:lck m.:lrket mod
dies to a company, and fulfilled their p.:lrt of 
the bargain. The ne~t move is up to P.:lpa, 
who is the man with the resources to deal 
with the problem. If your players are used to 
standard gun-toting roleplay they may 
require a little coaching before they realize 
this. If lheywant to try and sneak into the 
warehouse for a better look, they'rewe!come 
totty, but they may be risking their lives. One 
way or another, proceed to Episode Three, 
which will allow the characters to tidy up the 
loose ends and reallze their dreams of return· 
ing to their proper posltlons and lives. 

eptSObe -a-,p.ee: 
Lhe eNb OJ= Lhe 

8 LASpt-,emy 

D 
I the characters accepted Friedlander 
Bey's offer then things will be set in 
motion very quickly. Two nights after 

the discovery of the manufacturing plant, 
the three girls will be put on a chartered 
plane to Neves Deutschland. There they will 
be greeted by Dr. lisan, along with German 
modular tech and reconstructive and cos
metic surgery spe<:ialists. They will go into 
~rgCf)' that very same day. All will have their 
implanted moddles removed. Prep for sex
change (for thosewhowi~h it)will also begin 
immediately, although it will be a month 
before the surgery for that can be per
formed. The characters will have to be out of 
the country for ten weeks total. This time 

SURGICAL 
COMPLICATIONS 
If you want to Inject a little stress into the 
,r.l,ln, you can have the three brothers roll 
fo r possible surgical complications. Each 
'player should roll once on a 0 10 for the 
brain surgery and once for the new sex
changes. On a 9 or leH, everything goes 
fine. On a 10 there are complications. If 
there are complications, roll 1 D10 again 
on the following table. 

1-2: Infection . lengthen rccovery time 
byoneweck. 

rill/PfEil 7 
should not be played out. We will assume 
that it is hitch-free, e~cept for possible surgi. 
cal complications (see box). 

While the characters arc out 01 the 
country, Papa will arrange a scheme with 
Ayesha to cover their absence. Three 01 
Ayesha's other girls will be paid off and 
given minor cosmetic surgery to make 
them look like the sisters. This will be done 
belore Ayesha's ne~t call from Habi b . 
Ayesha will continue to report everything 
normal to Habib while the characters are 
away. The three stand-in women should 
help to maintain the cover. Simon and 
Abdullah will return to work wh1!e the 
brothers are abroad. It is essential that 
everything appear normal at the brothel. 

Thi~ time need not be played oul. Just 
explain the course of events to the players. 
Remember Habib won't know that Papa 
knows where the manufacturing plant is 
located_ Unless the players gave them
selves away. 

I>€C\JP.NIN<; <::0 "O>E- C",,¥ 

~ 
5suming that there arc no prob. 

~ lems, the three brothers should 
return to the city, ten weeks later, 

as strapping young men po~sessed of their 
lull memories and old skills. Theywill not look 
like they did before they were originally trans
formed. The surgeons did not have enough 
references to reconstruct them exactly. If any 
of the brothers have chosen to remain female, 
they will have the option of regaining their 
old memories, or forgetting their past entire
ly. Friedlander Bey will let Abdullah and 
Simon know of the brothe~' return only one 
dayin advance, to prevent any leaks. 

34: Scarring . The operation left some 
scarring. -1 10 ATIR 01 new body. 

5~: Recovery Problems . It'ngthen 
recovery time by two weeks. 

7-&: In a coma for 1 D6 weeks orl.)ilure 
to recover full memories. 

9 : Brain Damage. loose 2 points of 
INT and REF permanently. 

10: Total IoS50foid memories. Will only 
remember "artificjal~ personality. 
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ntE BROlHERS AS THEY WERE 
11 and when the Brothers havethe'ir implanleit 
mod~ies removed and get changed bacck into 
men they"!!l1 have new selsef 8mS and skills 
and iiew per50rJa lities. The l:irothers will remem
ber everything that happened while they were 
Women. Playa'rs sh'culd modify their cHaracter 
sheets accordingly. Outfia is a Corp by virtue of 
the fa mily's business holding;. Until fie recovers 
his estate andfonllnes his resource ron'can be 
used to rejlresentassistance from Papa. 

Qutlia (Sara), Corp: You were a robust~'f1d 
'strapping young man, aggressive and intelligent 
You were being groomed 10 assist Habib in the 
rna nageman! of yourfath~r' s busin8¥' empire. It 
was you who conceived the plot to oust your 
elder brotlier, Habib. CofisequentJy,Yl?u must 
bear some of the resppnsibility fo r what hap
pened to yo~uibrothers: There will be vengeance. 

INT9, REFS, TECH 5, GOOL 9,ATIR9, LUCK 2, 
MA 6, BOO'(7, EMP7, 'BTM~4'; SAVE7. 

Resources 4, Awareness/ Notice 4, HLiman 

SACK IN 

ChE"Clty 

ssuming everything goes well, 
the brothers will be back in the 
city ten weeks after leaving. 

Hopefully, Papa's cover will still be intact 
and Simon and Abdullah will be wailing. 
Unless there has been a major breakdown 
somewhere along the way, things will be 
much as they were when the brothers left. 

The brother5 will be flown in on a pri
vatf'ly chartered jet, arriving early in the 
evening. They will be driven to the Silken 
Nights right away and reunited with Simon 
and Abdullah and re-intoduced to Ayesha. 
Therewon't be much time for celebration 
however ... 

00 apa wi ll ask one final favor of 
• the player characters. Now they 

know that Habib was involved 
with the production of the black market 
moddie5, Papa will ask the player charac
ters to go and capture Habib and bring 
him back to Papa's estate. If at all possi-
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Perception 3, Education and General Kmiwlepge 
6. lilirary Search 4, 'Social 3, Persuasion and 
Fast Talk:2, Expert Business6, Wa rdrobe and 
Style 3, Personal Grooming 3, SJreelwise 3, 
l:eadership'7, Brawling 3; Handgun 5, Orivirig 1. 

Cyb.:rware; Corymbic implant withmoddy Plug. 

Salmin IFatima), Techi.: YClU are _horrified by 
what,has been done to' you. As a piC)us arid 
,devout young Muslim, your blood boils at the 
tHought of the indiscretions you comni'iuo(J 
while trappedin the bOdy'l)f II hli'rJoL But it wjls 
tHe wilrof God, who ~noWs'ali. Pernaps there is 
a lesson in it somewh ere. You will not deviate 
from Shari8again. Your love of Allah ~ rri~tch~"d 
onlY by,your inter~st in technoto,gy. 

INT7, REF 7, TECH 8, COOL6, ATTR10, LUCK 7, 
MAS, BOOY6, EMP9, BTM-2.SAVE 6. 

Jury Rig 6,8asic Tech5. rY10dula r Tech 3, Ed l~7 
cation and_,Genera 1 KnoWledg'e 6, ' EI~ctronic$ 4; 
Electronic Security 6. Pick Lock 6, Driving 4, 

ble, Papa wants him taken al ive, to be 
made an example of. Papa will provide 
the characters with whateve r weapons 
and eqUipment they need, as well as 
whatever information he has on the cur~ 
rent state of Habib's e5tate. Papa te lls the 
brothers that once Habib has been taken, 
the estate will fall to them. The characters 
should move agianst Habib that night, at 
the same time that the warehouse is 
being raided. 

Remember, jf the cha racters take 
Habib at the rig ht time he will have no 
warning that anything is com ing. If the 
characters allow themselves to be delayed, 
Habib may get warning from the ware
house that the whole thing has broken 
wide open. The players sho u ld also 
remember that Habib has no idea that the 
characters a re no longer wome~. Make 
the role-play worthwhile, it ought to be a 
good one! 

The people playing the three brothers 
should be reminded that all their memo
ries are intact. They therefore know the 
layout and defense systems of Habib's 
estate. After all, it used to be theirs too. 
This will give the combined group of char
acters an advantage in defeating security 
systems and patrols and make it easy for 
them to find theif way around. 

Expert Islam 5, Brawling 3; S1ealth 3; Do dge, 
and Escape 2, Melee 1. 

CybelWllre: Cilrymbic implant With moddy p:!ug. 

Rashid (lilli). Student A veil has been liftedfrorn 
your eyes, uncapping a wellspring of emotion. 
Foftwrivears, your love of Catherine lec~in has 
~een trl!Pped bya compl1ler cllip, transforlJ1td 
into an electronically perpetuated fantasy;You 
mustget,a mes.sage to herso'mehow. Buttirst. 
you must think ofYl?ur brothors, arW revenge. 

INT lO,REFS, TECH 5, COOCl,ATIR8,lUC~5, 
MAe, BOQY9,EMP7, BTM -3, SAYE9. 

Education and General Knowledge '1, Aware
nes.s/Notice 3. BioiogY5,'Chemistry5, World 
History 4, library Search 6, Physics 3. Athletic~s 
4, Basic Tech 3. Expelt Investlgating(Research 
s: Interview 5; Sociol2, PersiJasion and Fist 
Talk 4, FirsfAid 2: • 

Cyberware: CoryfYlbic implant withmoddyplug. 

[ij he al~Yemen estate is a large, 
walled compound on the edge 
of th_e city. The walls conceal a 

landscaped area and a spacious, two-story 
mansion. There are front and rear gates. 
The gates are wired with alarms, but the 
wall itself is not. Unfortunately, there are no 
convenient ways to scale the wall from out
side. The characters will have to jury rig 
something if tileywant to try tili.lt i.lpproach. 
Habib has guards posted at the front and 
rear gates as well as two guards roving the 
grounds and one in the house. The roving 
guards have dogs. The characters can try to 
bluff the guards, but the guards may very 
well contact Habib for confirmation of any 
admittance. Skill checks to scale the wall 
will vary depending on what method the 
characters use. If they confront or try to 
evade the guards the characters will have to 
roll vs. the guards' own skills. Penetrating 
gate security systems take5 an Electronic: 
Sec:urity roll over 25. The characters get 
a +4 to Electronic Security rolls and +3 to 
Hide/Evade if the brothers are present. 

If tile characters make it past the walls 
and exterior guards, they will have to get 
into the house jl~elf. The h::luse is also pro--



WHAT IF THE 
COVER-UP FAILS7 

I
t is possible that Friedlander Bey's cover
up of the brothers' absence could fail 
while the characters are away. This may 

not effecI the brothers while they are gone but 
it CQuid have direct repercussions on Ayesha. 
Friedlander Bey and Simon and Abdullah. Hthe 
cover-up is discovered (which is likely if the 
players exposed themselves althe manufac
turing fa cility) here's what might happen: 

Ayesha must go into hiding, possibly willi 
Papa's help, Otherwise Habib may have her 
killed or interrogated. It interrogoted.Ayesha 
may reveal Simon and Abdullah's invot'lemenl 
If this happens then Simon and Abdullah may 
receive a visit from Habib's goon squad A1ter-

tected by an electronic security system. 
Rolls to defeat the secu rity system at the 
house are the same as at the gate. If any of 
the alarms are tripped or any of the guards 
are aler ted, exterior floodlights will come 
on and all of the guards will coordinate to 
search the compound . Habib will also be 
alerted. This will make the characters ' job 
much tougher, but still possible. How the 
characters choose to penetrate the estate 
and take Habib is entirely up to them. The 
guards will do nothing to endanger Habib 
unless he personally orders them to forego 
his safety. 

Habib will be asleep in his room when 
the players strike. (This could change if the 
characters are delayed and he gets a wam
ing call from the warehouse. In that case, it 
is quite likely that he will have fled, with a 
large portion of the family's money.) Habib 
will have a girl with him, but she won't be 
good for much o ther than hysteria and 
general color (at least initially). Habib 
keeps a needle gun in his nightstand and 
he will use it, even if the brothers have 
revealed themselves. If the brothers reveal 
themselves Habib will be skeptical at fi rst. 
His calls to AyeslN have revealed nothing 
unusual, and his spies have reported that 
the girls are still working at the brothel. 
(This assumes that Papa's (overup of the 
brothers' re-transformation was success
ful.) The brothers can convince Habib by 
revealing personal fa cts about their past. 
Once Habib is convinced he will try one 
final time to persuade the brothers and 
their friends to joi n him . He won't know 
that he's been put out of business unless 
the characters tell him. 

natively, you may have Simon, Abdullah and 
Ayesha all together when the thugs strike. 

If the cover-up is blown, the climete may 
be a liule different when the brothers arrive 
home from EUrope. Instead of being able to 
secretively pursue an invastigation tha may
hem may erupt immediately. It may alter the 
st9ry-line of the adventure, but it could be lots 
offunarryway. 

Nowlhe characters know where the ille
gal moddies are being made and have proof of 
Habib's involvement, at least on some level. He 
will tell tHe characters that he will have the 
~olice departm ent raid the warehouse end shut 
down the operation the next doy. 

Nowyou'll find out how alen your chorac
'ters are. 00 they remember the hint they got 
from the cop in the last section? Someone in 
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the police department was tipping off the 
moddy manufacturer and eXposing undercover 
cops. If Papa simply has the police ro id the 
warehouse, the manufacturers may get some 
advanced warning. While it's doubtful that it 
W1Iuld be enough lor them to move .or salvage 
the operation, it might give some key people 
time to escape. If the characters tell Papa of the 
probable leak. Papa will have some private 
mercenaries raid the warehouse and burn it to 
the ground. 

Whether Papa has the police or merce
r1a.rie~d~ it, the black-market moddy ring will 
be shutifown. The blasphemous chips will stop 
appearing on the Budayeen markel Tho Lechin 
Household has been cleared by Habib's involve
ment. Tfie characters wi ll have accomplished 
oneollheirprimary goals. 

PEOPLE AT THE 
AL-YEMEN ESTATE 

Habib, COfP 
Habib is a handsome, tall, strong young man 
about thirty years 01 age. He is smart and 
quick. and will do anything ho can to escape 
his predicament. 

INT 10, REF 9, TECH 5, COOL 10, A ITR 9, LUCK 
3, MA 7, BODY8, EMP 5, BTM o3,SAVE 8. 

Resources 6, Personal Grooming 5, Wardrobe 
and Style 6, Intimidate 4, Leadership 4, Seduc
tion 3, SocialS, Persuasion and Fast Talk 6, 
Awareness/Notice 5, Education and General 
Knowledge 7, Expert: Business 7, Expert: 
Black Market6, Brawling 5, Melee 3, Handgun 
5, Driving 4. 

Cyberware: Corymbic implant with moddy plug. 

Habib's Girl. Actreu: 
Habib's girlfriend is a local actress. She is 

young and beautiful; a natural woman, not a 
sex-change. Withoute moddy sha will nol be 
a factor in the confrontation. However, when 
she chips in the Eye of the Sta r she will be co me 
a force to be reckoned with. 

INT7, REF7, TECH 5, COOL 5, AITR 10, LUCKS, 
MA 7, BODY6, EMPS, BiM -2, SAVE 6. 

Perform 7, Persona l Grooming 7, Wardrobe 
and Style 8, Oratory 4, Human Perception 6, 
Seduction a, SocialS, Persuasion and Fast 

Talk5, Dance 6, Handgun 1. 

Cyb erwere: Behind-the-ear impls nt with 
moddy plug. 

Estate Guards, SO[OI 
These are the men guarding Habib's estate 
in t!iecity. They are competent, but unex
ceptional. 

INT 6,REFS, COOL8, TECH a,ArrR5, LUCK 5, 
MA 7, BOOYa, EMP6, BTM -3,SAVES. 

Combat Sense 4, Intimidate 4. 
AVlareness/Notice 5, Hide/Evade 4, Athletics 
3, Brawling 6, Dodge and Escape 4, Fencing 4, 
Melee 5, Handgun 5, Driving 6, First Aid 4, 
Electronic Security 2. 

Cvberware:none. 

Carrying needle pi~ols or seizure pistols and 
sabers. No armor. 

Dogs: Rottweilers; tough, aggressive, smart, 
not gun shy. Bites do 206. They'll go forthe 
throat and 2x damage. 

INT 3 (for applicllble rolls), REF 7, COOL 5 (for 
applicable rolls), MA 11 , BODY 6, BTM -2, 
SAVE 6. 

Dodge and Escape 6, Stealth 5. 
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'THE EVE'S s.uRPlllsE 
Wnat the play,ers donlknow isthatthe moddy ,protl!ctanci kli~ptneriidiftfv:TnlS: maftip'ihe 
th'ih Habib;sgirl·frjend chippedln isthe Eve of pleJers oft a~to i-'bjmportance~lhe ~yeof~~ 
ilie Star; The Eye is noti~nd never'h~s ~Ilenr iI:) Stiff,was ttieik~vto Habib's whofs'opeiation; 
real per:!'on. [t is t~e name ofa u'1iql,!e maddy, , the 'sp!:lrce -of the skills that.enabled him to 

Vv'ilh 8n 8rtit!Fi,al",co~£1 p~~na~ty,,'trigmal~, astl!J!fish his blaek:,Tar~et modd,V ,DRer:ation. 
designed for'an un_kno,lNn purpose; What is 'Papa will ~9rtainlVb'ejnter&Sl:ed i~'this. " 
~,~Wn jsthattheEyeolthe ·Starco~insa cold " ,',: ,; r .. c 

aitd'ruilileSs-pe'rSO'nariiY/plusbuilt~iiiactiveiild THE EYE OFj 
~r,ea.ctjve da~djes,th8t linlt8~,;an ,u~p,!l!~tleled ,THE, S~AR. T¥pe1 MQI)DY 
,knowledge of moqLilar tech'no,logy~ progr8m~ This is an unusual. onll,of a'kind moddy that:, 
ming'a:nd7&urostirg;ri.lf~ cjuite po~ible thiit m~st tf~ve be8~ use ~bfia by'a gerilliilt~ &i'fiL 
1J;I,e ~EY\I?(di.ei,Star"\"'ho originally olle~ted~n tains th~ perso,nalityof~ b~,lIia,nt bl!R?!a,:~od. 
.the! ~,roth8'rs was an um .. ~iiti n9 accomplice:of uliirT ediiliciana"n'1l criminaL posSibfi{ die man 
Habib ·s.,~r a dNP,$. or ~aV~l~' ~lIen ~;~i~iJ: Ii~m~,~ wh~ ;Qe'liJ91!;~,d! it. T~e 'lIp8d.V fgJ'(!.~~,itI\~ev~r~ 

;The players won tknowtllattlle moi:fi:ly IS ' 'al ail~Qies Duilt'into 'rt. 'Ttiesema'(not'be 
anv.ttling sp~,C("iil u'nl~;;s H.abib'gives tllW:lIY: As '~ remo"ed.lnere 'i~ al~lJ;fjp.II.f:e for Jiv~ 'o.Ptio'nal 
far astl):ey know, itmay be nothiriQ:more'l'than a 'I da'ddies'ofthe 'user's ctioice. Neither this 
Man"::oH'Actio'n'ni8ddy orsome:thing similar. ,mod,dvnorthe includ li!d daddies'could Have 
Hiillili/Ilow~vef. wil,l do.anything he can to been built ~V nonn!!1 methods. 
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Ha ving taken Habib custody, the 
characters can try to return him to Papa, 
e)(ccpl.. 

")ASIS'S 

GIJl..L 

~ 
he players will very likely ignore 
Habib's girl-friend. Sometime 
during the course of the can· 

frontation she will chip in a moddy. When 
she does this, she will suddenly switch 
from cowering and hysterical to cold and 
lethal. She will produce a needle gun from 
the nightstand on her side of the bed and 
ally herself with Habib. You may want her 
to do all of this while the players are dis
tracted by Habib. The players won't neces
sarily know that the girl has chipped in a 
moddy, but they will know that suddenly 
they may have a large problem. 

\,VRAPP1NCj 

IC Up 

Depending on how adept the players are, 
here are some pos~ible outcomes. 

The players get wasted: Too barl. This 
is, after all, Cyberpunk. If the players are 
dead, roll up new ones, create another 
adventure and try again. 

jjf98 

The playe r go off on some unexpect· 
ed tangent: It is possible that the players 
may never make it to confront Habib, o r 
even be restored by Papa. If this happens, 
feel free to create new adventures around 
the characters, but remember: Habib will 
hunt them down if they show any signs of 
remembering thelrold lives. 

The players have to retreat: If the 
players screw up, they may have to retreat. 
In this case they will score a partial victory. 
They've shut down the moddy operation 
and regained the brothers' estate, but 
Habib has fled with the bulk of their for
tune, and possibly the Eye of the Star. In 
this case you may want to extend the 
adventure into a campaign, with the play
ers tracking Habib or getting other work 
from Papa. 

The players kill Habib: Papa may be a 
little put aut, but the characters have pret· 
ty much done everything that they want· 
ed to do. They've shut down the moddy 
operation, solved the m~tery of the Eye of 
the Star and regained the brothers' estate 
and fortune. The brothers may want to 
spread some of the good fortune to Simon 
and Abdullah, without whose help they 
might still be prostitutes in the Budayeen. 

The players take Habib alive: Maxi· 
mum experience points for everyone. All of 
the players goals have been atta ined. 

• ,INTto U, CaOL+3"j'U:F '" 1,~2 resi§t~'nt~' 
to Interrogation, Intimidation. P.'ersuasion 
aJld 'Fa:#!ralk'al1.dSeductio~. ,'0 ''1'' 'i 

" " " ' .' c', 

• Dap~ies , Bl.!j't In: ModuI8rT~~nri~lo"'gy 
(Rlla'ctivlI)\t,10. Programming (Reactive 
+lO):ElectroniC's (A'iilivi. + 8, til 8urflP!lysi-. 
ology,IActNa '*:9), Medicine ana Surgery (AC6ve,'.i9: , ., «,. ' 

.Oili;ldies'lhclyd'ed:'Hantlgun (Active) +5, 
' : Bmwtingl~ctivel;t4. , : 

. ' Package COston BlackMarket Unknown: 
Possibly up to l00,OOO kiamo, 
" "W>1l 'll , ' 

They've shut down the moddy operation 
and recovered the brothers' estate and for
tune, solved the mystery of the Eye, and 
taken Habib alive. Now that the brothers are 
wealthy again, they may want to give some 
consideration to Simon and Abdullah. 

If the brothers take Habib to Papa, 
Papa will make the following speech 
before having the police cart him away. 

"I do not often take an interest in the 
internal matters of families in the city, but 
then few have perpetrated such heinous 
atrocities on their own blood as you. And if 
that was not bad enough, you produced 
these ... " Papa will dump a handful of black 
market moddies an the table, " ... which 
are an insult to Allah and a humiliation to 
me. Justice will ride heavily upon you." 

Habib will reply, "I do not fear the jus. 
tice of men!H 

"Perhaps not, but the ludgment of 
Allah is infinitely heavier, and I fear that 
your soul is already lost in the sight of God. 
Fear the moment of your death, when 
your soul stands naked before the creator. 
Take him away!" Then to the characters, "I 
am grateful for your help. I may call upon 
you again someday. Now live your own 
lives for a time, you have earned it." 

End of speech, end of adventure . • 
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* Laila's Mod Shop 
A Cafe de la Fee Blanche 
B Tamiko's Apt. / Salah Ad-Din Apts. 
C Eyes ofTexas 
D Crazy Abdul's 
E Madam Mimi's Tarot Den 
F Mag-Allah's Newstand 
G Cafe on 2nd St. 
H Cafe 'H' Solece 

~oo 

-

-

I Budayeen Hotel 
J Sea Rey Motel 
K Martyrs-D-Democracy 
L "Cold Tea " 
M The Smoke Shop 
o Houvis 
N Compu-Security 
P The Leather Goddess 
Q Iku Iku Bath House 

-

-
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R Sensory Deprivation 
S Transpex 
T Double Wisdom Acupuncture 
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WVast Food 
X Electroniques 
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COME TO THE 
CASBAH OF 2202! 
R. Talsorian Games brings you the 

rules and background to put your cam

paign into the world of the George A. 

Effinger novel. This supplement (writ

ten with assistance and input by the 

author) includes a study of Islam in the 

Future, personality modifying chips, 

new mind-altering substances, the 

technology of WGF, and a Cyberpunk 

adventure with a sexy twist ... 


	frtcvr.jpg
	pg 0001.jpg
	pg 0002.jpg
	pg 0003.jpg
	pg 0004.jpg
	pg 0005.jpg
	pg 0006.jpg
	pg 0007.jpg
	pg 0008.jpg
	pg 0009.jpg
	pg 0010.jpg
	pg 0011.jpg
	pg 0012.jpg
	pg 0013.jpg
	pg 0014.jpg
	pg 0015.jpg
	pg 0016.jpg
	pg 0017.jpg
	pg 0018.jpg
	pg 0019.jpg
	pg 0020.jpg
	pg 0021.jpg
	pg 0022.jpg
	pg 0023.jpg
	pg 0024.jpg
	pg 0025.jpg
	pg 0026.jpg
	pg 0027.jpg
	pg 0028.jpg
	pg 0029.jpg
	pg 0030.jpg
	pg 0031.jpg
	pg 0032.jpg
	pg 0033.jpg
	pg 0034.jpg
	pg 0035.jpg
	pg 0036.jpg
	pg 0037.jpg
	pg 0038.jpg
	pg 0039.jpg
	pg 0040.jpg
	pg 0041.jpg
	pg 0042.jpg
	pg 0043.jpg
	pg 0044.jpg
	pg 0045.jpg
	pg 0046.jpg
	pg 0047.jpg
	pg 0048.jpg
	pg 0049.jpg
	pg 0050.jpg
	pg 0051.jpg
	pg 0052.jpg
	pg 0053.jpg
	pg 0054.jpg
	pg 0055.jpg
	pg 0056.jpg
	pg 0057.jpg
	pg 0058.jpg
	pg 0059.jpg
	pg 0060.jpg
	pg 0061.jpg
	pg 0062.jpg
	pg 0063.jpg
	pg 0064.jpg
	pg 0065.jpg
	pg 0066.jpg
	pg 0067.jpg
	pg 0068.jpg
	pg 0069.jpg
	pg 0070.jpg
	pg 0071.jpg
	pg 0072.jpg
	pg 0073.jpg
	pg 0074.jpg
	pg 0075.jpg
	pg 0076.jpg
	pg 0077.jpg
	pg 0078.jpg
	pg 0079.jpg
	pg 0080.jpg
	pg 0081.jpg
	pg 0082.jpg
	pg 0083.jpg
	pg 0084.jpg
	pg 0085.jpg
	pg 0086.jpg
	pg 0087.jpg
	pg 0088.jpg
	pg 0089.jpg
	pg 0090.jpg
	pg 0091.jpg
	pg 0092.jpg
	pg 0093.jpg
	pg 0094.jpg
	pg 0095.jpg
	pg 0096.jpg
	pg 0097.jpg
	pg 0098.jpg
	pg 0099.jpg
	pg 0100-101.jpg
	zbackcvr.jpg

