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you want to know about cyborgs,

come to the right place-tsuppose-t-know -

uch about cyborgs as any man left on
arth with the exception of Malcolm Rhinghart.
est asking him, he'd kill you: w:thout
telling you a thing.
as in charge of the Agency's Cyborg
?rohferatmn Task Force. Our job was (O spy
the countries who-possessed cyborg techno
or who were thinking about developing said

technalogy Before the Last War began, all.of the

ajor industrial nations had“some sort of "
yborg program underway and a few Third
orld countries had somethmg in.

1.was busier than a fiteman in Hades:

- As head of the task force it was my

. regrettable duty to write the briefing pap
y supetiors. That meant | had to know
here was to know on the sub]ect of cy
could analyze the dat ‘

field-and make sure that we were not

-netification

Deaders

The raw material for cyborgs is desc
corpses that don't seem to have receiv
ir deaths. yet. Some f
them Harrowed: Deaders are. a ittle differer
your average walkin' dead. For starters, they’
more intelligent, a ost of them d 0
around eating humanbrains for bre
been told the reason they Te different is

| apped in the :

cy’borgs hamr ~
electronu:s where a nortmal per 0l




they don't-feel pain, they only requiir
food if they:become damaged, and they can
carry a 200-pound pack for hours at a time .

matons used zombie brain:

e them the equivalént of :
killers with machine-guns “cyberkind, 1 suppose I should discuss exactly
armor. They could be very -~ what a cyborg s The word “cyborg” i i

cybernetic organism. This name doesn’t 1
SR

— the beings-we call-cyborgs, I for WOl
P classify a spirit-animated corpse a
3’ “organism,” but that's what yeere Call
the name stuck. We usually i
or just cans for short, beca
- Jooke

into-a-murderous rage,




comp

pain and pleasure ‘centers of the

used these to keep its charge onthe

arrow. If the cyborg resisted the

he A “inflict crippling pain.on

it until the cyborg decided to be a team player

gain. Likewise. if the cyborg performed a

ionally well, it would be rewarded by the -

ting its pleasure center—a sensation

‘most deaders can't feel on their own.

Cyber Goodies

The purpose of these electronic doodads

. messing with the deader's mind is to make sure
~he does the right thing with all the other. toys

““the techs-stick in him: :

All cyborgs have a spitit fetter and an AL

_Beyond that the configurations of individual

cyborgs varied widely, and even changed from
mission to mission. Most systems ‘wére designed
as interchangeable modules that could be
swapped in and out as desired, but some, 1k

.the cyborg’s ...

gomputer and

feedback loop that
) - “brain cells. Severe feedback can
cripple or even kill a cyborg.
any scientists worked-onthe-feedback
. but they were unable to completely
All cyborgs still suffer from
back every now and then. Back when
rgs received regular maintenance, slagge

Al componérits were réplaced on a regular basis.
Spare parts are hard to come by these days. and
s a-result, many of the-cyborgs that-ate still
roaming the Wasted West have damaged or non-
.. functioning Als. Over the years the struggle for
“control of the body has shorted out the A
- circul i me cyborgs '

iticreaséd strerigth, required such extensive
surgery over such a large portion of the body,
that-once implanted, they were !

The number of .d it systems available for
cyborgs was enormous. 1'had a hard enough. ..
time keeping track of the ¢ ‘

dis i ca

measure of speed and con




“yborgs who underwent full body
1 o seemed highly susceptible to
sion in the rare occurrence tha

The Mission

Nearly everyone associates cyborgs with. the.
military, but the very first"cyborgs were '
creations of the Agency. Unlike many of those

i follow, all of these first cyborgs w
ese brave men and women serve
#Frofit lines of ‘what became known; at
st in Agency circles, as the Shadow Wars.

A cybarg crashes the culbist's party.

The Shadow maﬁé

Century. In the years following World War II,

~supernatural oecurtences dropped off

dramatically worldwideé: It almost seemed as. 1f ~

__the Allied victory over the Nazis and their.

horrendous death machines had been a victory.
over the Reckoners themselves.

Supernatural phenomena continued to oCH
but at a much Inwer rate. It seem d as if all the

to pay off. Same of the bigw

ught the Reckoner’s-had been ¢

_.Agency's operatives complaine:

hands full keeping track of the S

all the other commies
Unfortunately, it t

just been taking ond

big push: thatwaﬁ

the millen




unexpected
nad

risted

magical pows
thev used the
N h

pull aiman limb from limb or slurp-
. in a single gulp. Even the poorest of
tlts always seemed to be able to get their
ands on a small arsenal of weapons.

thy

community. Many of them had enough political

clout to make you wish you were -dead. Many an
onest agent's career was ended by some behind |
he scenes string pulling. .
Losses began to reach unsustainable levels
and newbies fresh from the Academy were being

1e sort of supernatural
was. that

: ey distracted i

ons while they-recruited human
of power and wealth. This
ng because these people

and-held all sorts of '

y tentacles (

mportant office in the ct
in tocal governments and police forces, the
sgovernment, the military. and even the
Agency itself. The worst.part, at:least-from the
~Agency’s point of view, was that this had
“"happened right under our noses, . .

These infiltrators made it extremely harn
battle the cults. Agency teams would often
arrive at a suspected cult tocation only to find it
cleaned out, or worse, the team would, walk

“them.to .spread this news becau

.makethe G

thrown straight into the meat grinder. It became
obvigus that the Agency was going to have to
find a-new approach or admit-defeat. -

s ﬂlUlSiﬂx

Luckily the Agency’s research department, the

““fabled “Division X" of TV, had just the ticket.

Back in the late 1800s a dissident group
knowrn-as-the Sons of Sitgreaves was formed.
They got their name from R. Percy Sitgreaves.
another troublemaker that the Agency dealt”

~ with back in 1876

This group was dedicated to spreadi

“'idea that mad science was inspired b

spirits known as mani
had some sort of ‘sinistet-

“truth, but the Agency couldn't allow

e it would have

caused widespread panic ang: mighi- ‘
triggered a global économig crisis that wou
real Depression look like a
The group was outlawed and the |

. -straight into-an ambush.-

fxtreme Prejudice i

The Agency considered the cultists tr “t
the human race: As-losses mounted, the word
“was quietly passed down from the top that in
this war, there would:be no prisonets, Th
Agency-cleaner-teams £ - Il s
ptogram of cult exterm
asked or given.

=5 on
ne of the




--teéh-heads

of Sitgreaves'

junker te
- _came up with weren't. powered by spirit
a way to trap
Manitou-powered

~called the Anubis Projec
of the Underworld.

cans, and the Agency even

“broughtin sykers to scan the sykers:

- There were a number of reasons security was

n the project. The first was the obvi
reason: The Agency didn't want the cults to
know we had them. The government was riddle

with cult members and people who unknowmg
associated with them. If the cuits found out"
about the cyborgs before they were operatjonal
they would be looking for them. Any sort of °
Congressional oversight committee was a leak
waiting to happen, so the decision was$ made ¢
; he project from one of the. Agem;ys

dlscretlon ry funds. :

The Agency also didn't want any oth

countries {0 know about them. Besides ghtz g

responsible for gathering intelligence gn
governments. Using cyborgs against fore

: countnes would be much more effectlve i

The Agency couldnt risk the p
oul about the program either. The
started only a few months aftér the™;
Massacre. A deader by the name of Timoth
tus Zimmerman, lost control to i’ﬁ$ i

reported as-a regul
Epitaph repotted !
portion of the pﬁbh,

,Agency didn't wan
nment knowing abou
political reasons. It knew that the
would want to get their hands o
Once they did, the Agency would 1
not-all; control-over cyborg devel
procurement.




‘ants and set the labon
ded up in Agency
y able to escape with his life
wadded notes he scooped off a
wasn't much to start from, but

It took
sign team got the formula right. Most-of the-
errors were made on a poor deader named Yara
lickman. She had lost her right arm.-while ...
undercéver with a cult in Lost Angels. The
scientists tried agai
vorking replacement I think t
right on the sixth try. By then what li
remained of ‘Yara's arm-had-been lost, and the
new one was connected directly to her shoulder,
‘1. met Yara many years.later, and she didn't seem
to mind. She was just glad to have an arm.
More importantly, the scientists could move on
building the first generation of true
cyborgs. : SR

ézclie;rﬁcgrla;nt'im ThEEXtE['Imllﬂtﬂfs

d byt : )
unfortunately wouldnt work for a cyborg
se the-volum fluid needed to create a
hg automaton brain was much greater than
size of ‘an average person’s head: Using the
éthod would-make infiltration type:
gs-ithe program’s original goal-an -
: ibility. I can see it now: No,no I'm fine.l...
ust have a touch of water on the brain. =
“The only other clues the scientists had were
some incomplete notes left behind by
Leonitus P. Gash. The doctor had surgically
implantéd steam-powered p i &
way back in 1876. He had used a special ;
ompound-called X eetions:
between his pa
steel implants, . ...
Later in his cateer, he
impl

‘Designed. for undercover wor
.and few internal systems. Most
strength, subder.mal_ai 0

- create the needed link wil!

.- Gash-ran a-pretty slick op ;
Agency was never able tofind him, £ ord
_one of his studehts that the Agency was able 1o




provid
cyborg’g"
conven onal means. This

the source of them. The fact that

"deaders Tost theit powers when their miatiitous

d.only proved her point, and
¢f-that there was an untapped:-
source there. It took her less than a
h to design an improved fetter tha clramed,.
energy frarn the manitou. : :
She didn't stop there, though. Gruber
theorized thatif the manitou’s energy could
manifest “magical” powers in the Harrowed, i

~could-be-used-to-power equipment-which

created similar effects. Under her watchful gaze,

| the Agency's scientisis set about developing

entirely new type of hardwar
by spiritual energy. Th —

fantastic . now, but you have to re

ecades before the ]unkers caught of}

ver actually physmally lost a cyborg t _;;.fhe
opposition. There was always plenty of backup

[Iem Hardware - . A

The two most important things which can
out of the Agency workshops during that pe
were dthe infiltration package and the mind
shiei

‘standing by to retrieve the body and neutralize §

all witnesses.

‘The cults"newfound cautioi made it that
much harder for the cyborgs to infiltrate the
~cults. As.the months went by and the cultist...
body count continued to drop, bigwigs at the -
“Agency began to make rumbling noises about

he cost versus results ratio of the operations.
The future of the entlre cyborg program was in
jeopardy. ;

Enter Gruber

The program's collectwe bacon was hauled

_out of the fire by Dr.Maurya Gruber. She was

one of the Agency’s leading theoretical

thaumaturgists. She normally worked with the

cleaner crews in dealing with hil '
unregistered sykers, and the like, biz

: 'ply her-hard-wor

The infiltration package




anza two days before the
e area, gather intelligence.

~on enemy defenses and weaponry, and

determme where the townspeople were being
“insertion went smoothly,-and-some of
. were able to make their way into
locate the sacrificial lambs locked up

in the basement of town hall

After that, the plan fell apart. The cult ha

contacts in the military, and they learne

through them that the 2nd Ranget Battalion had

been placed on-alert-and was expecting to

deploy to southernColorado. Aithough they

.. didn't_know specifically that their shmdlg&was

-
. there, siaughter the remaining
- and use the blood of the innocent

peop
all forth their dark god The astrological
i ik three “eyes" of

The cybei'netlé informant got this mformatlon
nearly onths before it was to happen.
he Agﬁncy immediately began plans to crash

the Ranger's target, the cult’s leaders: hadn’t
made it this far by being foolish. T sed
out the group’s weapons and 2

sentrles '

he cukt'

‘townspe New cyborgs were
many existing-ones-were-heavily. ochf ied. The
rst true combat cyhorgs were built at t
i pwardspf

‘ jcab than the
aWn, so it called
,t‘ne Army for help. The p
angers te-hit the bunker-like cult con
‘the edge of town while a mixed forc




of its-material on cyberneti¢s-to the Arm
addition, the Agency was restricted to building .
only infiltration and light combat models—the.
big guns-were reserved for the Army alone.
Needless to say, the Agency was less than
ased with this turn of events. More impot
" than all the restrictions placed on the-Age
“program was thetoss of total secrecy. Onc
Army.got a hold of the material, it on

and live

Leaﬁage e i
g -The Agency’s fears proved right, of cour
he first joint operation. ... s of : de.its
sykers. Up until this time i thin
ce of their e
ret—even

at leastfro

aptain who had commanded the syker portion
of the team in Bonanza was highly impressed
with the cyborg's performance and said so.to his
" His superiors thought he had been out in the
snow too long. They had simply. d
previde a syKer tear for us

complained-to
- skedaddled
_.complained to. El Presidente.




g
1-the place. Hucksters and
agic-using types found-it nearly
impossible to contact the spirit world and the
‘manitous within the Harrowed are weakened to
the extent that it's all they can do to simply
keep their hosts’ bédies from rotting away.

In the rare event ofie of the inmates did
manage to perform a supernatural act. the staff
landed on-them like a-ton of bricks. Living

wates were placed in solitary on bread and
water for the slightest infraction. Harrowed
inmates fared even worse. They were beheaded
and their heads were placed in small hat boxes
for months at a time. ‘

When not in trouble, well-behaved inmates
were given the privilege of making boots, web
belts, and other gear for the US Army. Any
attempts at sabotaging the gear were met with
similar harsh punishments.




anding after the w
Tide enoymi

n't give me any of that
vel than we are no-better.
e fighting a war for our.
re. Defeat equals death. .
gained by fighting fair ang,
one’is going to give us points for -
sports. You do what you have to do:.
in, and you.don't look back. Period. |
, off my soapbox. I'm-just-kind of
touchy on the subject. : ;
yway; mariy Harrowed chose to. serve with.
“the Agency because they knew it was the right
thing to do. Many of these brave -souls became
irst voluntéers to be implanited with cybe

The Confederacy -
Despite the Texas Rangers “sheol ‘em of
| recruit 'em” slogan, the actual official attitude in
" the Confederate States was.“don‘t ask, doti
smell” As long@s a Harrowed minded his Ow
business,-and did nothing to call attention to
i ontent: to |

gency's policy for quite a while.
Recruit ‘em or shoot ‘em,” as the Texas Rangers
cy redlized, unlike our benighted

brethren from Texas. that killing these people =+
- was throwing away valuable resources. Many of

the Harrowed had.lived for a very:long time.and

had-witnessed some very interesting and often
_imporiant events. By keeping them around, the

Agency ensured that it would always have: _
.access to-the knowledge locked away in their

~troggins: Sure, it may have to be ripped from

, g
German policy was a

their mind by an Agency syker. but at.least it e Lo ke
was-still.there.. ... e i - :

Uolunteers? = . e
I can see the question on your face. Why'
would any Harrowed willingly volunteer to serve
with the Agency. i : 7
Because we were fighting the Reckoners,
——that's-why.-You remember them don't you? The:
big, ugly guys that siomped flat th ,

" the stori
abits;. I’




_ concept, the fi
Harrowed didn't go as smoothly as hoped. It took

ting a
luring

to.the body,-a
‘ Eanted This fetter already
und inside it. Once it

_the human spirit and the
caping. The result of this
:dure was a freshly Harrowed corpse with
he human soul firmly in charge.
_Although. rocedure was simple in
few attempts at creating a

eartbeat. The rest disappeared
-uious amounts

actuak!y gave the Agency a leg up over
her cyborg programs, because the

tion had a large captive population at

f. Most of the Harrowed prisoners at. the

hey wanted one or not. A large portion of -the
son-was turned-over tothe-Agency's-cyborg -
design teams, and they routinely used the
risoners 1o test new. equipment and theories..
hat were.too dangerous to try on active-duty

S, scientists in other countries
~were desperate for suitable test subjects. Many
f their experiments had t ;'p-erfo_rmed on
etual recruits. Mishaps and 25 in the lab
to. poor morale and lowered réadiness among
hése units.

Griiber Strikes Aigan
Maurya Gruber's last contribution to the
“Agéncy's cyborg program is what earned her the
“nickname, "Cyber-mama.” Over the years she had
ontinued to refine and perfect the-spirit
she had created. Her work in this area le
even more significant breakthrough. She.
veloped a method for creal:r’

* some trial and error to find the right settmgs‘fe

the fetters. Too loose on the manitou and it
could escape back into-the-Hunting Grounds or:
overpower the human soul. within the body: Too

. loose on the soul and:it.could break free.of the

body. Too tight on the soul and it could end up
enslaved to the manitou rat: h.

changed from soul to
manitou depending OF
early attempts at spi

the Agency techs

could actually measurn

spirits that the program ha

Enoch Spicer
The program had a few notable faily
this equipment became available. T.
these was Enoch Spicer.
Enoch Spicer had been a fa
until the day his harvester wa
truck while crossing the roa
another. His spinal column,
the accident, leaving hn
neck down.
Enoch's sister Emi
cyborg program. She
chance to walk ag

. price was.




re t ‘get fresh corpses. =

- solved this problem in

uphemism for killing someone
their corpse with cyberwate),

Hell, the Brlts

H you where each service got its _
“recruits” when- I discuss the individual units; -
Vi ufflce it to say that where there’s a

ople—most, .

hile for the victim to die.
. before the Last War began
: eratives, over 100

Germany pretending to be a private
! who had invented a way to created
Harrcwed The secrets were to go to the high

bidder, but in typical fashion he §otd the sec

gave them had been subtly altered to recreate
> same mistake which had created hlm I

Gruber’s new method ¢ used the size of the

world’s cyborg forces to double nearly

overnight—and once the generals had a the

troops they needed, they started to use them
At first, most governments used cyborgs

-cults and the creatures

the Reckoning.

afraid of the possible public reaction to

undead legions; and they ' i

them only under controll

they could keep thifigs unider wraps.
That strateg worked for:quite a w}% »

securlty prtsonsr
vsonal--they were “rec. ui

~~m~playmates
That was a bit.

that many of the ‘other countries' attempts to
deveiop the technology hit unexpected snags.
derit




ey nvo ed. Each of the
their own candidate for

ure-their -

ench cyborgs were part of the
“they went along with their comrades.
= first few months after their arrival, the

»~1:yborgs gave new meat to~the term
‘seatch & destroy.” Their ablhty to go long
ds without sleep.or food, and their

- the jungles at all

. years. It only ended;
-strike which had sp

““““ . The-African

death as each¢ :

troops didn't stand a chance ag :

enhanced warriors and soon the cyborg

N tilk flghtmg High speed hattles
between cyber-en ced corpses raged through
ts-of the day and nighl
This expensive war lasted for nearly thr

st rock

he ast mart. . :
+ Faced with” losing their proxy war to the
rench, the other countries responded in the
-only way they could: they sent th b
“the Congo.

Cyborg Death Match

This ‘was not only the fi:
;cbum‘fies had deployed their cyborgs outside

pught others of their kind:
England; and Germany all 3
etachments to.the Congo.

futile, the thre
the sc&ence L‘}f




653 rippihg parts out of his dead
comrades to repait himself.. The whole package
T i ash when it aired.

 began callmg for an immediate
 the intervention in the Congo. In both th
: senators and congressmen who -
aware of the cyborg program’s existence’
: iling for hearings into the matter. All:of-
the militaries invplved in the Congo denied the
use of cybernetic'troops and claimed that . 3
's tape was an elaborate forgery.

The paper shredders in Washmgton
and-Richmond were running at
maximum capacity as the congressional
~ investigations got. underway.-Many.of -
those involved ‘with the cyborg prog '

~ tried to find some way of covering their
~ butts when the crap hit.

Then sometmng happened that
everything. -

ALt onst group calling itself the Dead
Persons’ Liberation Front teok a, N delegati

to “raising the public's awareness of
ad- among them,” and gettmg the U
ts.




nly ten minutes, the

ys than one,
sfill occurred,

mpalgn was that people hegan to volunteer for
service as cyborgs. Even when it was ‘carefutly

expl

the process could not be undone
af enlistment was. for the life of

. ing .
informed of all the risks (well, most of the risks,

no one was actually told that the implantation
process would kill them) were accepted after

ing & psychological screening (that looked
susceptible-to-control-by-an Al and

szgn g a 200-page waiver that covered the
‘government’s butt in case the. cyborg's one ..

remammg secret got out.

hostages into a“sea of

sults of the
ne cyborg dead,

me the governments “came

" Bfrﬂ_sﬁﬁre mars

together with the liftin of the restriction that

tted the existence of their
ps. They didn't however, admit that the
re- undead -humans. They simply
ent saying that the implantation
ertain “chemical changes. in the
which were irreversible.”
e cyborgs of the assault team became

all cyborg operat! d to be totalk
clandestine, greath ( 15¢
troops by the govemments which

- The two decades-preceding he Last War were

over ghost rock, territory, and braggi Ls
Many of these places held resources vital

night heroes. They were awarded medals by
véry country which had had a diplomat held
stage and by seme who didn't. They appeared
on talk shows and had a parade held in their
onor.in New York City. Unit.653 returned from
frica (with a repaired Al that prevented hi
{ ing anything objectionable) and
peare “60 Minutes.” He retracted the
tatements he made in the Plunkett interview.
“He claimed that he had said those things si
because he was overwrought by the d
is-friends. . i

us,

week it showed a half hour of actual rmssu)
footage which had been sanitized
censors. In the Confederacy, the. my
how of 2068.-was “23 ' i
rred an actual cyborg on loan from the

cyborgs got sent in to protect them.
dor, Argentina,

Honduras, to mdonesxa. to
and beyond,




them, in conjunction
a hammer and anv1l agamsl

heavies to wipe the place clean
The heavy-weapons cyborgs always got the

their Als-would fgrce them to follow orders.

After a few syker units refused to torch villa'ge"s‘

as ordered, the job of pacification (Warfield's. -

erm for genocide) fell to the cyborgs. Warfield

liked to refer to them as his “brute squads” ﬁ,
Even the Als couldn't completely squelich the.

‘deaders’ consciences. The cyborgs on Banshee

had the highest rate of feedback and processor

| - burnout of any unit in the-fietd-it was obvious:

that many of the deaders were trying tof 1ght-
the orders.they:had been given.

Almost all of the cyborgs sent to Bansh
were mind-shielded. This made them useful

against the skinnies, because they couldn’
in the deaders’ heads and make them turn

ai' («}p once. It was spectacular! -
| pods came crashing down like fiery
teorites. Their retro rockets. fired when the
wete only a few hundred yards off the
d. If the deaders:weren't already deceased,

their ftiends. The 22nd Howiin Death led th

hea«vy casualties:-but th' mana
their way into that God-forsaken b
Most_of the:¢yborgs senl 1o Bar

Tm sure the G-forces would have killed them.
The pods still hit-hard and threw up all sorts of

‘debris-and a huge cloud-of dust: Before the dust -

~ cleared, the troops came storming out of the
cloud, weapons blazing. I'd hate to.-be o .
receiving end of one of those attacks.
Some of - those troops may still be up th
looking down on us. I know we targeted the
Confederate platform, Manassas Station, with

some nukes, and Tm sure they targeted Sherman™

~Orbital, but I'd be willing to bet that both
stations ate fine. Both of them were bristling
with 50 many energy weapons, [ doubt a missile
_could get close enough to cause any damage.

Bansh

Some cyborgs had the misi
to Banshee. The intel reports | got -ba
detachment commander. Colonel San
indicated that the sit

delay the depafture of the rest until it
iate Those who did come back return



ut they couldn’t stop
s came right back withra

-~ all the troop

yborgs were invoived took
ugged San Andres Mountains near

a place nown as “Jemada” el Muerto™or “Dead”

-of - the place was

th the San ‘Andres
Longstreet Strategic Missile
: d center: for the entire
eracy’s nuclear arsenal Just before the
t nuclear, President Bates ordered an
inst the facility. I guess he hoped to
Rebs’ nuclear arsenal -before he

1dea, but he had about as much chance of i
pulling it off as an ant did of walking off with
tatue of Liberty.
of that reality’s ever had much of an impact

on politicians. Despite the protests of his top

generals, Bates-ordered the- striketo go ahea

The entire 1st Cy-SOG battalion was committed

to the attack. The plan called. for. the eniir

to drop on the base from orbit. It tool --two

weeks of round-the-clock shuttle flights to gel
‘and drop pods up to She

Orbital for the-operation. The §

designed to hold anywhere ne € number of

people that were crammed into it. Luckily, *

in-which cyborgs played a
» Great Maze. The rugged
and hostile waters of the Maze-made-it--

up rating
he pr(}per modifications could operat

v
e Most of the cyborgs deployed:to the Maze' I

- been ‘heavily-modified for the theater. Most were
equipped with climbin

derwater propulsion system One CSA.unit..

The cyborgs il
tegular troops: with hit-and-run raids. The
deaders would appear from nowh re, 1ig

‘waters of the Maze. The su f the cybergs

toriment learned not to pursue them too closel
ometimes it only seemed like the raiders had

left. A few costly rearguard ambus

Cyborgs quickty taugh - other

deaders don't ne@dmtw---breathe or. the life sup
system would h 4
God knows how, but the Confederate

4 welghts T

of the troops wver the target area
was going to be necessary to




Wi Colonel Edwin “Hamri
'g:derate defendgrs

they it the ground Those that were stﬂl mobile
joined up with the survivors of the first wave
and began a slow retreat north. The defenders 'o
Fort Longstreet launched a counterattack with
d contingent stationed there.

The retreating cyborgs bloodied the tankers’

~noses. They fell back and contented themselves:
with blasting the crippled Northern Alhance

& entrance and had - troops into scrap metal.

The opémﬁg stages of the assaul




sed a major upheaval
rkers wete brought
t be Southern agents.
srations a 7
ould muster in the
didn't ‘matter because

: AosT humarctroops; the cyborgs who
survived Judgement Day didn’'t. immediately

follow: the last orders they had been given. In‘a

few, places, most notably Xansas

from both sides continued to fight 1

nothing had happened. Some poor cans are still

following theif last orders.

This lasted only a few weeks though. The high’

% levels-of radiation damaged-many-of the
cyborgs' Als and gave them a new measure of
ill, others simply fought t}}'eirfi"compui‘j

contro} and won. The cyborg units slowly melted -

away as their members gained their freedom one
at a fime. Some emancipated cyborgs band
together, others wandered out:t
- new world alone;-and some picke
something bigger than themand gat scrapp
__ILcan't really say much about what:
to the deaders sin¢e then:Tm
~ with them, 50 1 usually

. Being forced to turn over many of its newes

me when

4 ot of the asinine
1 admit to tasking

ng

a record of where this
: will there? '

*Okay,
oy sécrets .l swore to never.x eveal even

swhen threatened-with death. Monitoring the
- status

i of the worlds cyborg legions was my job
nearly five years before the war, so T've got
inds of inte
_ ~ Thefgency
Let's start with the program I know the best:. .
the Agency’s.

toys to the Army was definitely a setback for

- the-Agency's cyborg program, but the guys in-— -

the 1ab recovered quickly. The Agenicy labs were
always able 1o yemain at the cutting edge-of -
cyborg tech right up until'the bombs tell on

~Judgment Day.

The Agency's cyborgs continued to be used.
against the cults, but as-things heated up prior
to the Last:War; they were used more-and motre
for espionage and sabotage against foreign -
gave—mments-—primayily» the-Confederacy. -

These missions ¢alied for cyborgs who.could

s human. All Agency cyb
h an Infiltrator packag

Judy : , “ of the later models-were also equipped
esert or tufn to marauding. Most continued-to - PP

Facemaker unit Retractable
spurs were commorn

= @hy annfiltrat




Agency prog m had at most about 200- cyborgs.
se were organized into companies of four
oons. Each platc)ca 1 had four squads of ten .

There were five companies. Each company
signed a letter: Alpha, Bravo, Charlie,

ho. The.platoons and squads in each
company were simply numbered.
Alpha, Bravo, and Charlie companies were
d entirely of infiltration cyborgs. They .
“hever perated as a unit in the field. The
companies were broken up by platoon dnd
sometimes squads and basedat different’ Ageric)
facilities around the world. The cyborgs from -
; - these units normally worked alone or in paits fc
new cyborgs were Built investigate and infiltrate the arcane cults that

ha in the line the Agency was at war-with...- : SR

Infiltrator and Facemaker packages were
standard issue for these units. Most also, ad. '

sophisticated communications.a
gear implanted to record and
information they uncovered, The vast majority
these cans also had enhanced strength and mi
~shields.
Delta and Echo compames were t
.assault troops. They were called in v
heads needed bashmg This normally o
4 per

: eda
deeply enough to uncover
< ‘when a particular ritual or summﬁﬂ .'g neg
~to be broken up. '
The assault

he Aganays assault
plants because they were
squick

ﬁn mﬁﬂ; tnr plagsag&mof c&teanﬁe AlETibg LapRe s
. for armor and weapon




and pe
formed and-

e
ux: of volunteers—

"ét: ic&ing—caused by ali
hese new recruits fought all
of clandestine special

t War, Cy-SOG underwent
ansion—its size was increased to a
battalions. That's roughly 2100

as they ca iea' them. -

_ early recruits; including some: former
gency cyborgs that the Army considered

e gave me the ‘creeps—there was
ney:::were_:totally emotionless and
ke unless spoken to. When off-duty,

or just sat motioniess

tion o Eguipment
y-50G's final organiz
‘ anded by Brigadier
eneral Max Evers.-Each battalion-was-square: it
ad four companies of four platoons of four j
.squads. Each ten-cyborg squad normally
_consisted of two scouts, two heavy weapons
"troopers, five 1if lemen, and a squad leader. .

“Cy-SOG had an attached vehicle squadron.

* The squadron maintained and crewed all sorts of
yehicles from APCs, to helicopters and VTOLs, to

‘boats and mini-subs. The personnel in this
squadron were all living, breathing humans.-
The ist and 2nd Battalions served here at
home. The 3rd battalion got shipped off to
Faraway. The Ist Battalion got the dubious honor
of participating in the failed attack on Fort -
Longstreet and lost 75% of'its treops. ~ 7
"In the early days of Cy-SOG, all officers were
non-cyborgs: This-changed-during the-Congo- .
war because it became obvious that the human
officers couldn’t. keep up with their lroops. The
cyborgs could operate miuch more efficiently if *
they weren't being slowed down by 2 “breather’;

once this became evident, cybor s were.

~promoted from the ranks and allowed to reac

the rank of capt_ain_---and co

gavy. weapons” models, were.all volunteers. o e

Theearly Army ‘borgs had primitive Als that
aided in combat, but did nothing to control th
deader’s behavior.
. The force remained all-volunteer until the
‘Congo war. The 1osses suffered there outstrippt

. the supply of replacementsf-and the Army-had to »
.. look elsewhere. The Agency: supplied afew -

~Jrecruits” from Blackleaf Correctional. but.even
_ this wasn't enough. Finally, {
arrangement with the Federal
turned the bodies of criminals execu
~Faderal crimes over-to: Cy-S0G/ I the foltowin
years arrangements were. made with many of
- the-states to also turn -over their exegute
criminals. . . .o

take comma
sEnhapced




Kafe o trave‘l

quipment. It was eventually i
etermmed that the Indians were being aided by
Very: Tl nature Spirits, but try as

. the ,Ight the Texas Rangers were unable to:

pene«’c e the tribe’s magical defenses:
Subduing the Chiricahua was CEAL Team 15

first assignment. . The cyborgs were sent into the

Dragooh Mountains and told not to return
ithout Eskiminzin’s (the Apache’s leader)

""The campaign against the Chiricahua fast

for three months of brutal figh ing. The Apa

because back in the 1800s they had fough
..campaign against undead troops.belonging 0.
one of the rail barons volved in the Grea Rail

ent \ies but as abominations, and
effort to make sure that any cyborg they p
“down could not be repatred The cybo

_ thl&l‘fi{:lous campaign tha
much of- the Dragoon Mountains a SmoKi

tenaerty of the cyborg troops. The
eventually managed to track-one of
ibe hldde ronghol




'Mexico. The disagreement
t between the two countries

snalistic government that took over in

‘in 2055 decided to press the claimas.a. .

5f distracting.the public from the recession
ry's economy was in. Mexico couldn't

fford an all-out war, but a few border incidents

igh and the treaty dispute in the
ews. B es-began digging troops inon
ither side of the border. : '
ust as things-began to.cool down, the

mortar tea d into an
ere were tio stirvivors. This didn't
xicans, they just sent more
_the mortars. The CEALS killed

brass wanted a quick end to the
1, S0 a new order came down from on
high: the CEALs were to hit three separate
xican border posts, “neutralize” eéveryone they
ourid there, and transport the bodies back to
the Confederate lines. The attacks-went Off -
without a hitch, and the CEALS' victims were
off and buried in a mass grave far from

ar
. the border.

All the Mexicans knew was that in a single
night thtee of their border posts had been
eliminated to the man and the garrisons had

- disappeared without a-trace: As word spread; -

many Mexican troops began refusing to serve

~along the border. Faced with a potential mutiny,

the government was forced to back down. Within |
a month, Mexican troops had pulled back from |
the border and the crisis was over for the '
moment. The Mexicans and the rest of.
LatAtn Alliarice would be back in 208L""

The number of CEAL Teams remained at two -

~until-the Congo War broke out,.when the

Confederacy's cyborg force was doubled to four

teams. By the time.the Last War began, there

were six CEAL Teams. CEAL Team 1 remained
d in Arizona. CEAL Te ‘was ba

.Team 3 was based in Norfolk,

Virginia. CEAL Teams 4, 5, and 6 we
ntly assigned-to the Davis,

a nightly campaign of dropping. 1
. " he o

norta nds into the CSA positio e
mortar teams would fire a few shells and then
skedaddle before the Confederate troops could
zero i on their position and returmn fire: The
Mexican government claimed it wasn't
tesponsible for the attacks—they-were the Wo!
of a nationalist separatist group ‘

_ The Confederate generals wanted to.respond
by hitting the Mexicans with sc 5
artillery, but the hacks back in Richmond w

“afrafd that that would make {F bs. IGo
the bad guys—the LatAm Alliance :

- making noise in-the UN about sending-

- peacekeepers to the region and medi

-border. controvessy. ..

remained -
This,




ere organized into 8 -man squads_
d of twelve of these squads ...

weren't q ite as te; hmcally advanced as the US
use the southern unit was cgnstantly
vith Stuart's tank program for

Las fuerzas fMuertas

45 Fuerzas Muertas, or D-Force as we calied
them. was. the LatAm Aliiance’s cyborg force..
They got a-late start with their program and
‘never really got caught up before the Last Wal
put it on permanent hiatus. '

The LatAms didn't have any cyborgs to spe

wuntil 2076. Then it-seemed-like they got a
program overnight. It took a while for my field
operatives.to.piece together what happ@ned bu
they eventually did. ..

It turned out that CEAL Team'l in Arizona
thought it was fun to initiate new team
members by having them make a beer
across the border. Well, the Mexicar
police finally got lucky one night and
themselves-a-cyborg. The body was t
to the government | the Lai:Am cybo

pts
“produced Harrowed that were elther un
manitou’s com;rol or: Ul kil




ammg Southern troops
te crisis passed.

qmpment and tr
been fully-implanted before

ne full-cyborgs served
reat Maze, Texas, and
ctually attempted to
's headquarters in the
15, but they were detected
ST po

ﬂrgamz&twn o fquipment
_Las Fuerzas Muerlas-were organized into 12-
an squads. The squads were grouped by fours
nta platoons, with four platoons to a full
S.eompany.
Entite companies of LatAm cyborgs were

“often deployed together because they lacked the
firepower of the US or CSA deaders. The LatAm
program just hadn’t-had-the time-to develop all
of the specialized weapons and equipment that
_the other countries had. As a result, many of the
- Alliance's cyborgs were armed with the same
“weaponry as regular troopers. Of course they
“were miich more effective with these weapons
"and were much, much harcler to kll} I;han an
~average-soldier.
~ The LatAm Alliance had no real use for
infiltrator style cyborgs and it didn't have the
resources to invest in heavies, so almost all D-
force cyborgs were light combat models. To

_specially-modified to withst;

angers

ave a cyborg program of

,'any of the Rangers were comp]etely
ated to the work they were doing fighting
the ereatures and servants of the Reckoners, So
much so; that many of them were willing and
eager to continue serving after their deaths. On
the event of their deaths, the bodies of those
who felt that way were sent over to the CEAL
Team labs for some radical modifications.
Most of the cyber-Rangers were infiltrator

models. This allowed them to still operate

-undercover and often-gave them an edge against

opponents who thought they were dealing with
an ordinary human. However, once cyborgs wen
pubtic following the UN. hostage rescue, some
Rangers opted for obvious implants due to the
intimidation value such things gave them. Many
of these law dogs claimed they could handle
two riots at once.

Borg Hiller

One borg-Ranger I'd like to get my

_hands on is Curtis “Big Fifty” -Harman—B.E

to his friends. This SOB made it his job to
find and kill as many Agency cyborgs as

he could. He got his nickname from-the
custom pistol he carried. It had a top-feed
magazine and was chambered for:50 cal
machine-gun ammo. His arm -had been

id the enormous
recoil of this bad puppy. sed this hand
cannon to blast big holes in the heads of my
cyborgs. If I ever find him, he'll wish 1 hadn’t

Special Undead Seruice

The only other cyborg ¢ see action in
North America was the ish Special Undead
Serwce, or SUS. This unit was attached to the

ial ‘Al borne Service (SAS)—Britain’s elite

ganized, the SUS was used
prlmarliy agdinst the IRA and other terronst
groups which had a beef with No. 10 Downi
Street. When the Congo War began, the:
deployed there and performed remarkab
its success in Afrlca led t

make up for their lack of firepower, many Lamm/ﬁ

cyborg unit's became masters of the
~Some units would actually bury themset

~ remain hidden for days while waltmg for
.v1ct1m :

i
i
o




> pment's live andlet live
st o meribers of this unit were
large portion of the volunteets for
v ¢ame from Britain's Ghurka
: hardy, mountain warriors could give
a ¢yborg a run for its money on a good day,
after being.implanted they were probably the
soldiers in the world.
. Those who weren't volunteers came off
England’s welfare rolls. Citizen's who had been
; he dole for over ten years were given a
e s ~ ~“choice. They could remain on the rolls at a
ong with the Jo reduiced rate or they could register for special
)l for the living  goyernment service. Those who registered were
o called up through a lottery system whenever the
: i : . SUS ran short-of-reeruits.-The relatives of those
nt was involved in the who were drafted received all the benefits due a
i rviceman’s family. .

Orgamzation © Equipment
When first organized, the SUS was only an~
understrength company with three platoons of
32 cyborgs eachrEach platoon had four squads
of eight deaders. o
. .During the Congo.War,-the company. size Wi
first increased to four platoons, and then an
entire second company was added. The SUS
didn't expand much beyond this size: A thi
company was-added in 2068, when it begarto
look like the LatAms were goitig to cause -
trouble. , _
- The British cyborgs were modeled losely
after Confederate technology and cam
infiltrator, light combat, and heavy.combat
varieties. The SUS often worked closely w
Royal Navy and developed many enhance

for underwater travel and combat.

. ' o | group Working
~ there are those who would like te

The SUS assault Port Stanley. |



 advice over that of more expenenced

—people who had actually participated-in—

ops. I don't know what Poe told you, but

£t him booted upstairs. T'd just like to boot him
he ass.

-Okay, Poe once got a report-that

he Chiniese had developed a new weapon for
their deaders. The initial field report indicated it
was some sort of powerful rifle with serious
anti-cyborg potential. Rather than wait for,.

‘confirm the original report, he talked Elwood
-into organizing-an operation to actually snaich

 thermal imaging

: systems We had lost two. troopers-and.risked-an.
- international incident over a rifle that had been

-art 40 years before. That was pretty
-ridiculous missions that Poe sent

Cyber Life

I guess Poe also told you about Cy- -50G's

_recruiting program and how the Als were used
to “keep us in hine.” Thought so.

He makes it sound like we were some
mischievous kids that just needed a whack on
the ass to set us straight. My Al didn't keep me

-in ling, it ruled me like a-tinpot dictator.in-a

banana republic. The damn things was wired
straight into the pain and pleasure centers of
my brain. If [ did something the Al didn't like—
zap—1 was on the floor m more ain than it's

pleased the computer, it made me el
than a night-with-a $160-whore. it's h
up to treatment like that—after a while’ you just-

_stop trying.

I bet Poe also didn
non-volunteer recruits had thexr memories
wiped (and I think some of the:

" AlLT know abou my p
criminal who was execite

one of these new weapons out of China.

The factory making these weapons was on
the coast, so our platoon was inserted by
submarine. We hit the factory, grabbed a coup

of the new rifles, and headed for the beach. Wi
were intercepted by some Chinese cyborgs on
the-way there and had to fight our way out to
the sub. Two of our guys got zapped during the
firefight and we had to lug ]

out so that the government-could de

ever been there,

. way of knowmg [ also don’
executed -




eally only practi
ecause if you wer _
ict as much pain as
ation, and if you
ity uld simply shut you down
ngs chaniged once you got out in the field ™
There the mission took precedence over all othe
considerations he Al couldn't-do anything.
that might cause the mission to fail or for its
cyborg to be captured or destroyed.
Of course it would still zap you if you were
bout g take an-action that might endanger the
missiolt or one of the other cyborgs on the
feam.
-T've pretty-well-trashed my-Al-but-there are -
ilt certain things which can make it activate .
nd cause problems for me. Bald men. with red
mustaches for instance, are usually good for a
few days of grief from my Al 1 think it's becaus
my 1ast mission before Judgment Day was to hit
a Reb POW camp and rescue a prisoner who
looked similar-to-that. — — =

Rank Has Its Privileges
The higher your rank, the less hassle your Al
gave you. 1 guess this was because the guys ;
gals who gave the orders needed to be able haw
a thought or two without being zapped with a .
cattle prod. The safe was tfue of voluntee
, their Als were less restrictive than those of1
- . b e sdraftees.” . wa :
My memories aren’t completely gone. Officers and volunteers actually had soci
Sometimes things 1 see, hear, or even smell can  lives of sorts. When off duty they could
trigger quick flashes of memory. Most of these around the post, talk to one another, of p
visions involve an attractive woman. [ have no into the virtual-reality machines down at
idea who " "and experience neatly anything they wante
sister-my wife, or one of my victims—I just don't  Not us ex-cons, when we were off-d e
- Kno back to the barracksand powered d

I.can remember most of my “life” since ] was time for us to go back on-duty
became a member of Cy-S0G, but there are a bitter about it or anyﬂ'nng
few black spots there, too. Some of the missions S
1'was involved in were either too sensitive to
national security or too traumatic to leave in my
head, so the techs wiped them out. I still catch
occasional glimpses of these too. - ,

Fightin’ The Man . - Rings are great. If 1 didn't have
The only reason I'm able to tell you these " be here talking to you teday. Th
~ things now is because it's possible to fight the 11
Al and win. If you resist the Al strongly eriough
it's possible to actually short portions of it out:
and gain some freedom. While I wag stithin
service, these damaged portions wotuld be
-replaced-as part of the regular maintenance
schedule, so this freedom didn't last long—it was
great while it lasted. thou ‘




g from “kill all
nnel” to "leave

their actions, good luck’
~deranged Als make all sor

[ new warring factlons It doesn’t really matter.
what caused the Al to malfunction, because the
- same: an Al run amok.
5 possmle to.reason with a
a deranged Al
titernal logic for
ing it out. Most
Of‘seemingly
arbitrary and often conflicting decisions. A
cyborg with a mental Al may decide that all
people wearing blue are the enemy, and kill
meets who is wearing even a scrap
h. The next day it might decide that
rown hair are the enemy, or it
complete stranger is its
commanding officer and follow his orders until it
changes its mind again and kills him in its sleep
There's not much that can be done for these

ﬂiey have t

.. 'borgs. The constant killing and the need to stay

vor settlements smgle—
1se someone from those-

: f;ght the war even though it was
bviously over. It took a while for most of us to
1dgeon our Als into submission. Some of the
nes, though, are still out there fighting for
ir countries—even though their countries no

exist. Anyone who expresses support for

: on side or another can get themselves in big--

le with these brainers. If they're lucky

il end up dead. If they pissed Lady Luck off....

in the good graces of the crazy computer to
avoid pain and damage often drive the person ;
inside-insane as well.

_ Powers

No. as far as 1 can te]l my mamtou is still

_securely locked up. All I'can say.about that is,

hallelujah! The last thing I need is another voice
in my head telling me what 1o
No, I don’t have any special ead” powers,

j Some of them !

come out and play mind games with them, and

......... a.few have a new piece of equipment--well, it
-was new in 208l—called a power focus

‘the‘drone will also eliminate their entire
ettiement as “suspected sympathizers.”

Tiry to help these guys out when I can. WelL, ™

-the Northern Alliance cyborgs, at least. Not that
ve got any-particular hatred of the southern
boys—the war's over as far as'I'm concerned—but
their drones tend to shoot at.me.on sight. The
Northetn cyborgs can sometimes be reasoned
with. A good dose of logic can sometimes snap

‘theit Al back into reality or give the person

~trapped inside the extra wedge he needs to take
ontrol.

focus works. It basically drains power from the
manitoy and makes the -energy available for the
‘borg touse inany way.

time and experimentation o actually develop a
power,.but the more {] er plays. w1th the
energy provided by the focus, the-mig

to shape and contro ‘
cyborgs develop “ire umonal” P
the Hell that means, | guess
sat around and cataloged al
had run into), others manifest

What's Wrong Dave?

Even worse than the drones are the cyborgs

_who are under the control of a deranged A
Some of these Als are damaged, some have
-faulty logic programming, and others were
“sifnply unable to’comprehend the way in which
the war ended and the appearance of hundreds




ree choices: | can fight fo
n fight for someone else’s gair
protect people from those who

gaining. There isn't anything
ver-gan get me that [ want, and It

d people out, |
ping to join their
[ eventually made
; rvous enough that they asked mie to
leave. Now I don't hang around that long,
)ecause it just makes the people I-helped feel -
‘bad about themselves when they force me out.
I'l stay here another day or two to make sure.
. the bikers don't return, and then I'll make up .
some kind of BS story about searching for my |
~ lost brother or something and hit the road. If’ B
you're still here then, you'll see the relief on
,,,,,, theiffaces . - B
Hmm, maybe I was a psychologist. Or maybe
a philosopher. e
s . Of course not all of my cyber-brothers ang
dozen times. The 0 s have made the same choice as 1 have. .
o warry that it's not'safe for g " ove car themselves up as warlords or
he children. The others will have gone to work for one. Many, I'm ashamed:k
cImse ey could have fought oy %7 "Giamed up with Throckmorton, What
k without me. Before you know it Tl they do with the wealth this brings them, L h
Fgation barrassed townsfolk no-idea. For some I'm sure it’s jusi to have a
ato it F yg‘l?g {Lfr?g'aggj?ks' reason to fight. I'll talk some more about t
aybe Tiot, I've actually had .deaders in a momerit.
V¥ 10 run me out of town at Al
{ really matter, either way; Flii E“dmg Itﬂ"m o3
ut: : :

The Unbearable Heavimess of Bemng ~ Uniorrunaicls os o

st-not pos
S0 why do I keep doingit? The long and short— -4ays-of the cyborg program, they h
of it is, | ain't got nothing else to do. Provided 1 -~ ‘Problems deaders ng def

dop’ ~blown-apart-and my-8RU doesn't-fail, . what they had becomé~at least before t
I'll still be around when all the people you see ted they could pretend to be
here are dead and buried. blowing th ds off. N

There’s not much left for a cyborg to do thege find more Harfowed ba
. damned expensive.
o =y e h : N

days. Only about 20% of my origital body is left,
the rest is metal and electronics. T don't need to

eat unless one.of my few erganic pieces.|
damaged, I only need to sieep for an-h




1ends @ foes

utdn't tell you much about -
-with people of the dead
days. could he? Thought not.
¥ to give cowards a bad name.

Junkers

Hete is one group of people who can usually

‘be counted on not to open fire or run screammg

when they see us, that's the junkers.
ly, sometimes it’s damn hard to get them
e us alone. Most of them are fascinated

maybe [ should say by our manitous.

104 junker, a cyborg looks like a giant Ever-
‘Ready bunhy because our manitous can create

an endless supply of energy for their devices.
~-junkers are always suggesting ways they can_

“improve” your performance. They also have an

‘ 8O
s ago. Since then I've dropped the Pitman

Jjust go by Bill. Some cyborgs have chosen
es like [did, others still just go by thelr unit

and “take a look under the hood” Although they
can sometimes be a pain, it pays to stay on their

~good-side; if-a cyborg's SRU goes dowrn, it can't

bhers.

i searchmg for clues to my real identity. 1
! that the chances of discovering who I was
fpre” being implanted are mmuscule —big word,

aral fac111ty, 1 a]ways stop and 8o tnrough all -
of the records I can locate Sometimes I'm afraid

Okay. enough about me befote you slit your
- wrists.

- |lasteland Heroes R

i = There's actually an up-side-to-not having

- anywhere to set down roots. I've seen a lot of

- horrible things as I've traveled around the West,
- but I've also seen some good. Lots of good

rubble and they re belng helped out by some
true heroes. Many of these crusaders were just
“—ordinary peopte-before the war, but they've
. responded to the call and they are making a
--difference. 1 don't know if the Reckoners can-be-
defeated, but if they can, these will be the
- people who do it.

h }tigusucceﬁ ‘




ways to get

it is these

en it seized up uring a firefight
his entire arm with it.

1y again and get a

for my pal, but it took

terally. 1 think the ¢Hncher-

1I'd take the 1unker$ arm to

replace Bob's.
b enforcer.

_cyborgs. Word has it that Throckmorton's trying

The Combine's [ookmg for a few go od

tu get a cyborg component factory back on-line

rgs Lo recruit. .
From what I hear, the Combine has adopted
‘the Texas Rangers old “recruit ‘em or shoot ‘em”

- philosophy—or is it “shoot 'em or recruit ‘em™ 1
~can't remember. Either way, Throckmorton's

goons are killing any deader who doesn't want
t “on the dotted line. T guess he figures if
' not for him you're agin’ him.
Ww-you-may-wonder how he's bumping off a
of people who are more than capable of
care of themselves. Easy, he's using
s, He's got his own infiltrator units out

‘us. When they find a lone can (so far
Combine troops haven't tried this against any
large groups of cyborgs that I know of), the
~infiltrators cal-for-back -up and wait for-the
heavy hitters to show up. This is usually a few

. heavy weapons.cans plus a squad or two of .

Black Hats tricked out with anti-tank rockets.
Once these guys are in place the infiltrator

—was desperate, i

tries to lure the potential recruit into an
ambush—often by posing as a breather in negd
of help.If"the sucker falls for it=likeI did, that's:
how I know all this—he’s given the choice of’ i
signing-up or.dieing. I managed- to escape, bi
my friend 921, didn't.
[ ran into him again two months later, H
an infiltrator, and he was out recruiting for..
Throckmorton. 1 don't know what they did to
him, but he didn't recognize me. He just
launched into hi iel about how his villag
please, please: he

him? 1 did. I blasted

Notall cyborgs are wanderers like me.
A small group has actually settled down
y named the plg
Deus Ex Machma Ut most peoplﬂ e
_call it Deus.

Sed through, I'd say ¢
ple ‘living” there.




ndmg

ted to stay, breathé{shi

ey want to stay that

prevent ‘Throckmorton fr :
e knew where Deus was I have no doubt he'd
try his damned best to level the place.

deaders in Deus are heartless bastards who have
turned their baeks-to the world.-Many of them
still work as mergenaries. The town actually
employs a numiigr of breathers and infiltrators
as agents, They wander the West scarching for
people who-are looking to hire on some extra

firepower. If one finds some work, he sends a
message back to Deus and the offer is posted in
the town-hall. Atl-the-eyborgs-interested in the
offer put in bids, the lowest bid gets the job.

- Some. of .the.cans.work alone. Some have
formed units or still work with other deaders
from the units they served with in the war.

: remdent of. the local cemetery
led breathers are welcome to stay if they

and ;”y commanding officer.
ered me from the time [ had

The Col. Mayor is a good woman. She always
to bat: for her troops, and was continuaily
ing to get the big brass to loosen the Al
sirings a bit—even for us ex-cons. T know lots of
v-S0G troopers 'who would follow-her-to-Heil
.and back—even without an Al makmg us.

Danger! Danger!

There are a bunch of reasons for the secrecy
“about the town’s location. For starters, the

‘ residents dont want a horde of breathers

mistrusts us, and they might decide thai hanging
out- with some of the most elite-soldiérs in-the
world might be a safe place to live. The resident
~cans also don't want.normals showing up.on
their doorsteps begging for help every morning.
They came here to live in peace with those of

.crumbled to dust.o

Hiring Deus mercs is expensive. Few of them
work cheap, although some of the more heroic
{or stupid, depending on who you ask) do take
on charity cases if it's for a good cause.

The Scruggs

_ There are actually two breathers who live in.

i Deus: Hugh Scruggs and his wife Molly. They are

both junkers. They patch up ‘borgs whose SRU's
have gone bad, make special purpose equipment
for cans going out on missions; and occasionally
even make a cyborg or two of their own.

Some of the old-fashioned deaders want to

see what it's like to be cybered up, so they get..

the Scruggs to fix them up—that's Moily's
specialty. Some of them like being a can, others.
don't. Unlike us, they can go back to bein
plain old Harrowed if they want to.
“The Scruggs keep all the body part
lopped off in an enormous freezer. If
changes his mind, he can go bac
his orlgmal parts sewn back on. After wolfing
f { d

‘put any kind of Al in
They do have the disadvanta

¢ had had both ¢

s ort of mercenary auction.

---Those reagsons-aren’t enough-to ;usizfy k,
people to preserve the town's secrecy, t
-.The big reason for all of the security is

! pu
‘ ‘and remove the eye they
-sreplace one she:lost over

Y- :
laced and it took her-a week to g
e had {]
n




ong a"s we're on the subject of
r-built cyborgs, I guess I should

me as soon as it spotted ‘me.
ed cat and mouse in the rubble for
most twenty minutes. Eventually T gottobe -
the cat, and I put a plasma bolt through its
st. [ went.over to the body to make sure it .-
uldn't be getting back :p to scavenge some
7. but 1 needed them,

and a powerful one at that The blast threw me

~ almost-40 yards-and finished the job on-my-arm:

I had bits and pieces of the other can embedded

hat's how [ know the thmg was built by :
‘Rhinehart. Part of the cyborg’s breast plate was:
- stuck in my leg. When T pulléd'it out, T found &
engraved message on the inside of the metal
~that said, “alcolm Rhinehart, February 6, 2094
At least he’s proud of his work. o

The Orbitals

A few mionths ago I ran irito s6meone 1
never thought I'd see again, a gal

~Kim from Ech

had worked

: Battle of San An res, her company was

ding’ to the Red Hat 1 got this
information out of,-Rhinehart actually quit
the Combine—just got up and walked out.
I'd love to know how he pulled that one off
Yeah, I said a Red Hat. How -
king about that whole pc:ppmg thing

"transferred up to’ Sherman Qrbltal Not

he station hadn’t' Tepleni
supply of drop pods since the attack on For
th ‘

they do. I've got a brain m t in my left
arm. It gets into enemy computer systems and
- zaps their-defenses. It was designed to extract
information from disabled enemy cyburgs on the
--battlefield, but.it works just fine a
headbanger chips Throckmorton

Rhinehart worked on getting the
cyborg program rolling. According to tk g
talked to, he actually got a factory capable of
manufacturing cybor;
Throckmorton need_ g




tﬁmtory ugh. They claim
- group is led by a ¢an that calls himself
ever heard of any cyborgs with a single-
mber, so I'm assuming it's.a name he .
mself. Regardless of what he calls

uttier than a pecan pie. He hates all
ers and it seems like his sole goal is to
inflict as much pain, suffering, and death on the
living as he can. He routinely has his men raid
nearby survivor settlements-and capture people.
Then he spends hours, days, sometimes even
eeks, slowly torturing them to.death. ...
One also only refers to himself in the third
erson. How weird is that?

Very pa'mfui way to go
ally take over the CPU

L tried to pay a visit-to his royal Oneness; but
-had way too much firepower with him. I :

- counted at least four heavy troopers
- tucked my tail between my legs an

8 mg back. thﬁrﬂﬁomcday. but:

Medusa

There's another hazard
the Last War floating aroun
West: the Medusa Virus.: N
to is sure exactly whi

iy overload one system at
ntil the can is completely disabled. At

- cyborgs down t

nasty piece of code up, bu it's still takmg
thi ' :

point in the process the cyborg's brain
[y gets fried, and he dies.

Death's Head Legmn

e cans are Death on

I know is that they've got it in for al
breathers. They roam the hills and
mountains-of .northwestern Wyomi
easy to tell when you've wandered
their territory. be L 4SS

_ number of heads impaled on'st
very subtle; but it works.
T IUS also edsSy to Spoticans

14t belong to thi
group. They've got a skull.fetish. Most of them
-have-alarge skull-pa ‘on t
clothing somewhere,
-actual human skull:
jewelry made from
_made from human skin.

tlck 'm not )
really sure what their major malfunction is.

1 once you' ve g,r:l
f 1t The vit

&&reachas'the spmt fetter an
gets there, 1t opens

~ Tve heard some §
normal computer vir




Chapter Two:

Makin' Deaders

Now that you've been introduced to the
dangerous world of the mechanized dead, it's
time to build a cyborg of your own and check it
out firsthand. If you're not mechanically inclined,
it's also possible to make yourseif a standard,
garden-variety, walking corpse using these rules.

Before we increase the Wasted West’s undead
population by one, let’s take a moment to review
some of the things that all Harrowed share.

Yhe Unlife of the Harrowed

So what's it like being undead? It's definitely a
mixed blessing. A walking corpse is a tough
hombre in a fight, but he doesn't have an easy
time making friends.

The first few hours an undead crawls back
into the world aren't pleasant. His last memories
are of whatever caused his death, and then he
usually finds himself waking up in a grave or
some other strange place. Whatever wounds the
brainer died of don't seem as bad as they
should, but he bears a scar or some other
evidence of his death wound that never goes
away.

The Harrowed's body doesn’t adjust to its new -

state quickly. At first, rigor mortis causes the
character seizures, and his mind is fuzzy as wg
For the first 2dé hours after returning from tie
dead, the Harrowed's Traits (both numbers-and
types of dice) are halved. e :

they never had to deal with the problem

Things aren’t much better once the fog clears
a bit. The character still doesn't know why he
thought he died but is still walking around. Even
more confusing, if he listens for a heartbeat, he
hears one, though it sounds more like a
pregnant flutter than a heartbeat (that's the
manitou wiggling around inside}. If he tries to
cut himself, he bleeds, but the blood is thick and
dark and clots quickly.

Tia Gans

Most cybargs got to miss all the fun of
clawing their way out of the ground. With the
exception of those who were Harrowed prior to
being implanted, most cans simply woke up
dead and knew it. Some were volunteers who
went into the operating room alive and came out
a mechanized corpse, the rest were executed
criminals or soldiers who died in the line of
duty and got “drafted” into the cyber legions.

The old-time Harrowed tend to look down
on these “manufactured” deaders, because

f passing for a living human, they never
weTe hunted by the Agency or the
gers, and most importantly, they never
to wrestle with the demon that gives




Harrowed figures out
ventually, say when someone
midsection and he keeps on

1g. he might decide being a stinking

e ain't all bad.

Harrowed have two types of powers:

[t common and personal. Read on, and we'll tell
' you more, friend.

Comtmon Powers

As you already know, all Harrowed are born
back into the world in a similar state of
undeath. The manitous inside them just have to
do a few things in certain ways to keep the stiff
walking and in good condition {relative to a
walkin' dead, that is). This gives the Harrowed a
slew of common powers they share with the rest
of their grisly kinsmen.

Here’s a quick rundown on the various innate
abilities a Harrowed gets just for being a living
corpse.

aders

Death Weunds

As you'll see in a bit, Harrowed regenerate.
Gut one like a trout, and he’s fine in a few days.
The exception to the rule is the hero's “death
wound.” It heals, but it never "sets” quite right. A
survivor who was hanged might have a long,
crooked neck. A Doomsayer hacked up by
muties has scars like a jigsaw puzzle. No one’s
likely to notice these details unless they're
looking for them, but they can be a dead
giveaway to someone who's wise to the ways of
the living dead.

Most Harrowed go out of their way to cover
up as much of their wounded flesh as they can
get away with. In the Wasted West, where most
folks wear dusters and rags to keep the fallout
off, they blend in just fine.

Of course, some means of death leave scars
that can't be covered up. Get fragged by a
plasma gun and you're going to look pretty gross
no matter how many bandages someone slapped
on afterwards. When you're thinking about how
your character died, try to take all of this into
account, and describe his wounds in some detail
on the back of your character sheet. '

Many cyborgs don't have a death wound,
some because they never got one—living
volunteers were usually put down with a lethal
injection—and others because the portions of
their bodies the wound is on has been replaced.

Decay

Undead characters have pale, sallow skin.
They don't rot, since the manitous inside them
sustain their bodies with magical energy. but
they don't exactly smell like roses either. Up
close and personal (say dancing or getting
frisky), another character gets a Fair (5)
Cognition roll to sniff rotten meat. Whenever an
undead drinks a quart or so of alcohol, the
difficuity of detecting his undead state by smell
goes up to Incredible (1) for the next 24 hours.
By that time, the rotgut seeps out his rotten
innards and any other holes he might have in
his carcass. In the meantime, he just smells good
and liquored up.

Animals always react poorly to a piece of
rotting meat that has the audacity to walk
around on two legs. They can detect something’s
wrong with a Harrowed up to several yards
stant. All ridin’, animal wranglin’, and teamster
are made at -2.
6rgs who need to pass for human use
echnology to get around this unpleasant side
sffect -of being a walking corpse.
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Makin’

Drugs & Rlcohol
Harrowed can never be poisoned, catch non-
supernatural diseases, get drunk, or be affected
by drugs.
Some of them think they can get drunk or
high, and they act accordingly, but it's all in their
heads. Even the undead have “issues.”

Food

Strangely, the undead do need to eat—at least
if they want to repair any damage their
carcasses have taken. Theirs is a diet of meat:
fresh or long-dead. it doesn't matter. The
manitous draw energy from the meat and use it
to rebuild the flesh of their hosts.

A Harrowed who hasn't eaten at least a pound
of meat in the last 24 hours can't make a
healing roll. This is why Harrowed are
sometimes mistaken for ghouls by those with
just enough knowledge of the occult world to be
dangerous. Although they have SRUs to take
care of the damage to their metal parts, cyborgs
still need to eat to repair damage to their fleshy
parts.

Harrowed don't need water, but a little
whiskey can keep the stench of death down (see
Decay).

Grit

Becoming a member of the walking dead
hardens the mind. Seeing a horde of radrats eat
your best friend is still unnerving, but a fellow
who can shoot himself in the heart and keep on
laughing learns to accept these things.

Add +1 to your character's Grit after returning
from the grave.

Pain

Undead don't suffer greatly from pain, but
they still can’'t shoot as well if half their
shooting hand is blown off. They can ignore 2
levels of wound modifiers per area. In other
words, only if the Harrowed sustains a serious or
greater wound does he suffer a “pain” modifier.
Lesser wound modifiers are ignored. This is
cumulative with any other abilities that allow
the creep to ignore pain, such as thick-skinned.

This applies to cyborgs as well. Damage to
cybernetic limbs and torsos doesn't cause the
can any pain, but once enough parts get blowr
away, things just don't work as well as they us
fo.

One last perk. The Harrowed never ma
checks caused by physical damage (mag
effects that cause stun checks work no

ea

Regeneration ;
Besides keeping the Harrowed's sk
soft and smooth (relative to the averag
cadaver, of course), the manitous also
rebuild their hosts’ flesh from damage—
long as they have some other meat to
replace the undead flesh {see Food, above).
Unlike living heroes who only make natural
healing rolls every week, the Harrowed may

make healing rolls once per day.

If the Harrowed can't get meat, he can't make
any healing rolls. A Harrowed who's been
dismembered and can't find anyone to feed him
food is still alive. He's just not real mobile (and
maybe a little embarrassed when the next
scavvie comes along). This can be a unique kind
of Hell if the Harrowed is trapped in this way for
any length of time. Remember, the only thing
that can kill a Harrowed is for its brains to be
destroyed. They can even survive a beheading
{though they really hate that).

The brains are the motivator of the
Harrowed's body. A body part that's amputated
doesn't work any more. If the Harrowed was
somehow decapitated, the head would still work
fine, but its control aver the rest of its body
would cease. Someone would have to sew the
head back onto the body and feed the head
some meat so it could start healing. Then the
Harrowed would eventually be as good as new.

If the Harrowed's digestive tract is destroyed,
that's okay. She just puts the meat in her
innards, and her body absorbs it.

A body part that is totally removed or
destroyed cannot be regenerated (unless the hero
has the reconstruction power). A Harrowed can
sew cosmetic body parts back on (such as an
ear or a chunk of flesh), but hands, eyes, and
the like don't start working again right away just
because they've been stitched back on.

It takes time to heal severed body parts, but
this can be done normally (roll once per day for
each wounded area). Once the wound is healed
from maimed to critical, the damaged limb
can be used again, and the stitches that were
holding the limb on can be safely removed.
Some cyber units saved the severed limbs
of their members so they could be
ttached later and the can could be
nfigured as an infiltrator if necessary.
’Einally, the undead can never benefit
om any form of healing that regenerates

L.

A
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Deaders

‘Without getting into
ad males can't get
holsters, if you catch

_ . if they do somehow

nage to find some way to draw, they shoot
blanks. This doesn’t mean they might not try.
They are still men after all.

Female Harrowed can fake it a little better

- than males, given some preparation. A gal

“working” her way across the Wasted West
might even be a little better at her job, given a
lot of perfume.

Some cyborgs have found a way around this
though. The cans’ Als are wired directly into the
pleasure centers of their brains, and the correct
electronic stimulation can create an experience
that simulates sex. The few junkers who figured
out how to build devices that allow two cyborgs
to do this with each other have become wealthy.

Sleep

A manitou needs a few hours of “downtime”
every night to keep its host from rotting away.
For this reason, a Harrowed must “sleep” for 1dé
hours out of every 24,

If the Harrowed doesn’t voluntarily crawl
under a rock for a few hours of shut-eye, the
manitou may well shut everything down for him.
The demon isn't going to zonk his host out in
the middle of a firefight, but it may well do it
while he's supposed to be on watch. Who cares
about the rest of the posse anyway?

when the manitou decides it’s time for some
maintenance (usually at the same time normal
folks sleep, unless the maniteu is up to no
good), but the Harrowed wants to fight i, the
hero and the Marshal should make an opposed
Spirit roll every hour. If the demon wins, il's
bedtime for boze. Otherwise, the Harrowed
manages Lo stay awake.

Fighting the manitou like this is exhausting
work. The undead subtracts 1d4 Wind for every
24-hour period he doesn't go dormant. When he
finally does shut down and lets the manitou do
its work, he regains | of these lost Wind for
every hour of shut-eye. A Harrowed who drops
to 0 Wind in this way falls to the earth like—
well, like a corpse. Once the body returns to at
least | Wind. then the manitou puts him to sleep
for 1dé hours as usual.

Sleeping Harrowed aren’t entirely unaware of
their surroundings, by the way. The manitou
always keeps one eye half-open for trouble.
Should someone sneak up on the hero, allow
her a Cognifion roll versus the opponent's sneak.
Add any modifiers for light sleepers as well.

Undeath

The undead can ignore bleeding and Wind
caused by physical damage, drowning, or other
indirect damage that affects the body's organs.
The Harrowed still take Wind caused by magical
or mental strain, such as failed guts checks or
supernatural powers, however.

More importantly, though they take wounds
normally, Harrowed can't be Killed except by
destroying the brain. The manitou needs that to
make the body function.

If the noggin takes a killing blow (is maimed),
the undead and the manitou inside it are
destroyed. In fact, this is the only way to ever
actually destroy a manitou.

Killing blows to the guts area put a Harrowed
down until the manitou inside heals the damage
back to critical or less. Then they just get up

gnd start looking for whoever put ‘'em down.

Ramage to cyborgs works a little differently

o] for "all-natural” deaders. In addition
s there is a chance their internal
banged up. Seec page 85 for the



Making a Deader

Making a cyborg or Harrowed character takes
a little more work than a standard character.
Let's go through the steps one at a time, and
your hew hero'll be rolling out of surgery in no
time.

Step One: Get the All Clear

Not every Marshal wants to have undead
characters in his posse. Cyborgs and Harrowed
heroes are both powerful character types, and
they both come with powerful handicaps to
balance this. These handicaps require some
extra work from both you and the Marshal. Make
sure your Marshal’s up for it.

You also need to be sure you're ready to play
one of the living dead. Sure, it's great to be able
to survive wounds that might kill a normal
person, but you also have to be ready for those
times when the manitou comes knocking and
your hero is not your own, or your cyborg's
manitou weakens, vital systems stop
functioning, and your hero is another step closer
to the scrap heap. There's a price to be paid for
going beyond the veil and returning.

Step Two: Make a Hero

Making a Harrowed hero from scratch is just
like making any other character: draw cards,
assign Attributes, and then buy Edges,
Hindrances, and Aptitudes.

But before you do that, you might want to give
some thought to your deader’s background
before he became a member of the Walking
Corpse Club. There have been Harrowed around
since 1863, and your hero can come from nearly
any time period between then and 2094. If your
hero was born significantly before 2081, say up
to about 1940, you should consider taking the
Veteran o' the Wasted West Edge. If your hero
was stompin’ around prior to 1940, you should
give serious thought to taking the Veteran o' the
Weird West Edge.

If your hero has been around for a while, but
you don't want to risk the possible
consequences of taking these Edges (wuss), you ¢
should come up with some reason your deade
isn't as quite experienced as he should be.
Perhaps he was serving consecutive "life”
sentences at a maximum security prison likes=
Blackleaf, or he got his dumb self buried in an
earthquake and spent the last two decades =
digging himself out.

Makin'

- ,traditional stiff or a walking electronics

you should also giv
where he's from and how he came to be
one. Was he a volunteer? If not, - was-he
executed criminal, or a dead
whose term of enlistment was
to expire with him?

step Three: Kill the Brainer

Now that you've got a living, breathing hero,
kill him. He can’t come back from the dead until
he's actually pushed up a few daisies.

Just like your character’s life, his death
deserves some thought. It shouldn't be too
mundane, your brainer is going to be awfully
embarrassed if his buddies find out he died
because he slipped in the shower.

The most dramatic deaths leave a hero with
some unfinished business. This gives the hero a
perfect motivation for returning from the dead and
pushing on despite the Hell the world has become.
Many Harrowed make finding their killer the first
order of business after digging themselves up.

If your brainer is going to be a cyborg, when
did she die? Was she Harrowed before she was
implanted, or did the service she was in kill her
and make her Harrowed? Was she a volunteer? If
not, haw does she feel about being brought back
from the dead and forced to serve?

Also, don't forget that being killed can leave a
mark. Being killed by the tank she was trying to
stop from killing her buddies is a herecic death,
but if it ran her down and she went under the
tracks. your brainer is always going to have a
mottled, hamburger-like texture to her skin.

Step Foyr:
Whose Wind is it Anyway!

This is where you figure out who's calling the
shots in your brainer's body. It could be your
hero, his manitou, or, if he’s a cyborg, it could be
his AL With all the voices it's possible to have
in one head, it's small wonder why some
Harrowed go off the deep end.

Regardless of whether your deader is a

you need to know how big the



: ‘fook on the
C 3this is calculated
ng any Spirit loss due to

Manitou's Spirit
Card Spirit
2 Legion

3-8 Spirit is equal to the character's
9-Jack Spirit is same die type but +1 higher
Coordination
Queen-Ace . Spirit die type is +l higher and
Coordination is +2 higher
Joker Greater manitou
Legion

The hero is inhabited by a horde of lesser
manitous, collectively calling themselves
“Legion.” Whenever you need to know Legion's
Spirit, draw a card and compare it to the Traits
and Coordination Table in the main rulebook.

Legions are far more chaotic and destructive
than other manitous. They make overt attacks
more often, use their powers more blatantly, and
basically flaunt all the guidelines on subtlety.

There are no cans with Legion manitous. The
military concluded that such Harrowed were
unstable and had them destroyed.

Greater Manitous

These ancient manitous are some of the
baddest hombres in the Hunting Grounds. When
they grab a mortal shell, it's for keeps.

Greater manitous have a Spirit of 3dl12+4.
They're something like hunting dogs for the
Reckoners, sent specifically to hunt down heroes
who kill one too many of the Reckoners’ pets.
They're very subtle, but once unleashed, they
hold ncthing back and absolutely destroy
everything in their path.

Dominio

Once you know how big the beast is, it's
time to see if your deader can control it.

If your hero's a cyborg with a working
spirit fetter, he wins hands down. The
manitou is securely locked up and can
cause no harm to anyone. Your deader has;
total Dominion over the manitou and h
WO '

If your Harrowed's not a cyborg, or he's a can
with a damaged fettet, you need to find out
who's in charge. If your Marshal's agreeable, you
can determine starting Dominion using the
nightmare sequence described in the main Hell
on Earth rulebook, or you can resolve it with a
contest of Spirit between your here and his
manitou.

The hero and the demon both begin with half
of the her¢'s available Dominion points—these
are equal to the brainer's Spirit die. Whoever
wins the contest of Spirif gains one point from
his oppenent for each raise he gets on his roll.
Cyborgs with the unfettered Hindrance get a
bonus to these rolls. See page 54.

If your Harrowed goes bust, he's in bad shape.
The manitou gets total Dominion. That means
the demon is in the driver's seat until the
Marshal says otherwise.

Drain

Most cyber systems have a Drain rating. This
is the amount of spiritual energy needed to
power the device. This energy normally comes
from the manitou in a cyborg’s head, bul it can
also come from other sources. You can find out
about alternate energy sources in Chapter Four.

A manitou can provide an amount of energy
each round equal to its Spirit die type. If a
manitou’s Spirit die is higher than a di2, add the
modifier to 12 to find its Drain capacity. A
manitou with a d12+2 Spirit, for instance, has a
Drain capacity of 14 points per round.

Rules of Eagagement

Although most cyborgs have made some
headway against their Als since the end of the
war, most still have a few random orders,
arbitrary restrictions, and bits of faulty logic still
floating around in their noggins. Collectively
these are known as a cyborg's rules of
engagement (ROE).

As part of the price they pay for all their high
tech goodies, all new cyborg characters start
play with some of these annoying rules buzzing
around in their grey matter. In general, the larger
the cyborg, the more of these rules are clogging
up his neural pathways. This is because the
infiltrator and light combat models, in order to
be able to pass for human, had less restrictive
Als than the hulking heavy combat models. It's
g because the generals were more concerned
at might happen if a heavy got out of
wAninfiltrator might shoot a few people
k a few skulls; a rampaging heavy could
all town.




Take a look on the Restrictions Table to see
how many rules your deader has to deal with.
Once you've got a numbert, roll on the Rules of
Engagement Table (see page 60), to see what
kind of laws your deader’s Al has laid down for
him. Some of these rules refer to groups or
things which have only come to exist since the
end of the war. These rules are the result of a
confused Al trying to make the best sense it can
of a completely chaotic situation and not doing
too well.

These rules can be bought off with the
emancipated Edge (see page 55) or you can
suffer through them and have more points
available to buy equipment. We'll talk about how
your deader can sometimes break these rules
iater. See Als on page 55.

Restrictions

Class Rules
Infiltrator 4
Light Combat 6
Heavy Combat 8

Step Five: The Cool Stuff

This is the step where you get to buy all of
the cool powers and such that come with being
a perambulating corpse. Exactly how this works
depends on whether your Harrowed is more
traditional-minded or he has become one of the
cyberized dead.

Traditional Harrowed

Your deader has no fancy gadgets wedged
inside his body. He's the same type of Harrowed
the manitous have been creating since they
returned to the world in 1863. Who knows, if
your brainer is a Veteran of the Weird West, he
may have been around since then.

Buying Powers

In addition to the standard powers of the
undead (see page 44 for a quick review), your
deader gets 10 points to buy personal powers.
These are listed in Chapter Three.

Each incredible Harrowed power has five
levels. Buying a power during character creatior
costs double the level the power is purchased,;
A level 1 power costs 2 points, a level 3 power
costs 6 points, a level 4 power costs 8 ¢
and so on.

“hand, who knows what he’s done since
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If your hero is a Veteran o’ the Wasted West,
he gets an additional 4 points with which to buy
powers. If he’s been around long enough to be a
Veteran o' the Weird West, he gets an additional 8
points to buy powers with.

Post-death Hindrances

There’s a catch, though. Only 5 of those 10
free points are actually free (sue us). Five of
those points must be bought off with additional
Hindrances. These new Hindrances represent bad
things which have happened to (or been
committed by) your deader since he woke up
from his dirt nap.

Enemy. outlaw; and ugly as sin are all good
Hindrances for a deader, especially if he's
been up to no good since he dug himself up.
If your brainer's manitou has the upper

ing the grave dirt from his eyes. If the
ar Hindrances aren't enough, we've
B0.got a bunch of Harrowed Hindrances




Cyborgs
s can buy both Harrowed
rietic equipment. Unlike
“Rafiical cousins, they don't get
any free pomts to spend on powers. Points for
these must come from one of the Veteran
Edges or from post-death or cyborg
Hindrances. You can take up to 5 points in
these Hindrances in addition to the normal 10
points of regular Hindrances. Your deader does
get some free hardware though, based on what
type of can the military turned him into.

Powers

Whether your deader has Harrowed powers or
not depends on the background you've chosen
for him. A fettered manitou can't manifest powers
in its host unless equipped with a power focus.

Heroes who spent some time Harrowed before
becoming a cyborg may purchase powers
because the abilitics had time to manifest before
the deader's manitou was fettered. Likewise,
heroes who take the unfeitered Hindrance can
also purchase powers, but they can't be
purchased at a higher level than the value of the
Hindrance.

Cyborgs who are veterans of the Wasted West
get an additional 4 points which can be spent
on powers or equipment. Veterans of the Weird
West get 8 extra points but only half of these
may be spent on cybernetic equipment, the rest
must be spent on powers.

Cyher Equipment

All cyborgs built prior to the war must start
with a hardware package. A hardware package is
a group of sysltems issued to all cans of a given
type in a particular service. Select a service and
cyborg type (infiltrator, light combat, or heavy
combat) for your deader and take the
appropriate package. Each package lists your
deader’s starting systems and the amount of
cash you have to spend to buy additional

hardware. This money can onfy be spent 1o
purchase cyborg equipment from this book,
it may not be used to buy other equipment
from any other source. Your deader also
doesn't get change, any money not spent is
wasted. The packages are listed on page 84.

You can get some additional goodies by

spending points gained from one of the
. veteran Edges or from cyborg Hindranes
on hardware. Each point spent.on
cyberware gets your brainer $2,000 in
implants and cyborg-related equipment.

Harrowed Hindrances

Besides all the Hindrances we've given you
before, the undead have a special pool of bad
tidings they can draw from their sordid pasts.
Needless to say, only walking worm-food can
take these Hindrances. Breathing folks couldn't
handle them anyway.

Buying off Harrowed Hindraaces
Well, at least it's a short section. You can't.

Angst i-5

It's time to get a little heavy. Think about
coming back from the dead from your
charactet’s point of view.

It can be a depressing experience. Sure, you've
cheated death, But now you have a whole new
set of troubles.

There's the problem of how tc deal with this
whole undead thing. Once, you thought you'd
live till you died, and then things would be over.
Youd spend the rest of eternity playing harp on
a cloud somewhere.

But now you're back on Earth with no idea of
what the new “rules” are. How long do you have
this time? Will you stay this way forever? What
aboul your soul? Learning that your body is
energized by an evil spirit can't make you feel
too confident about reaching Heaven any more.

For that matter, the whole issue of the
manitou inside you is a thorny one. You have to
stay in control, or who knows what evil it might
do with your sorry carcass. It's sort of like being
joined by leg irons to an ax murderer. As a
Harrowed, you're trapped with no hope for parole
and no end in sight. Ever.

A character with the gngst Hindrance has a
difficult time rising out of apathy, depression,
and guilt to get started on any major course of
action. This means that whenever a new game
session begins, he suffers a penalty to all his
dice rolls equal to the level of the Hindrance. For
instance, if he’s got 3 points of angst, he takes -
3 to every roll

Once the action is well underway, however,
the character finds it easier Lo stay motivated. In
game terms, each time the character spends a
Fate Chip, besides getting its normal effect, he
Iso loses some of the angst penalty for the
emainder of the current session. A white chip
es.1 point of angst, a red chip negates 2,
and a blue chip negates 3. These chips must be
spent duting play—they can't just be lossed away
at the beginning of the night.

Posse: 50
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Of course, once the action is over (between
your regular gaming sessions), the Harrowed has
time to mull things over and sink into that same
old "slough of despair” again. At least until he
buys off his angst in the next session.

Rura o’ Death 5

Some Harrowed characters wear their undeath
like a shroud. People around them instinctively
know there's something disturbing about these
folks, though they can't quite put their finger on
exactly what it is. Still, just as animals tend to
slink away from the Harrowed, people avoid
those with an undead aura. This doesn't keep
them from whispering about the “creepy
strangers” behind their backs, however.

This uneasiness means that whenever such a
Harrowed makes a roll for Mien or any Aptitude
falling under that Trait, she suffers a penalty
equal to her level of undead aura The one
exception is the overawe Aptitude, which
actually receives a bonus equal to that level.

Besides these modifiers, the Marshal should
roleplay the Harrowed's general effect on people.
[t'’s much harder for him to form relationships,
get information, and ask for help.

Degeneration -5

When a manitou enters a corpse and creates
a Harrowed, its supernatural energy does more
than simply bring that body back to life. Its
animating power aiso makes the body resistant
to damage, and it quickly regenerates the flesh
when wounds are suffered. Still, undead flesh
can't help but stink a little.

For whatever reason, seme manitous either
don't care to keep the flesh pickled or just can't
manage it. The Harrowed still heals with
supernatural quickness, but his body resumes
the process of decay, though perhaps very
slowly. The degeneration Hindrance represents
that situation. The level of the Hindrance
determines what state of decay the Harrowed
has reached, as shown in the table below.

Players who choose this Hindrance for their
Harrowed should keep in mind that living
creatures (human or animal) react very poorly to
the sight of a decaying corpse up and moving
about. Theyre especially particular about
obvious cadavers. To disguise his condition, the
rotten apple needs some heavy clothing and a%
load of perfume or whiskey to mask his
mortuary stench.

Cyborgs can only takes this Hindrance in
conjuction with the un[fettered Hindrance and at
anh equal or lower level.

Slimy: The flesh of the

Degeneration

State of Decay

Normal Harrowed: Animals avoid the
character, and he bears a slight odor
of decay, noticeable on a Fair (5)
Cognition roll by anyone right next
to him. Any horse ridin’, animal
wranglin’, and teamster rolls he
makes are at -2.

Pallid: At this stage, the Harrowed has
an unhealthy grayness to his
complexion. His eyes are dull, and
the odor of decay is stronger,
noticeable on a Foolproof {3)
Cognition roll by anyone next to
him, or on a Hard (9) roll by
anyone in the same room.

Harrowed has a slick film,
and his eyes are milky. His
odor is noticeable on an
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itudes suffer a

Decay has distended the

xd’s abdomen with gas and

estilent fluids. The character has

watery eyes, and his various orifices
leak a bit. The smell of decay is
automatically noticeable, and
animal-handling skills are at -6. It
can be as embarrassing as you
probably think. The undead's Terror

score is 7.

4 Tattered: The Harrowed is losing flesh
right off the bone. His skin is
tattered, showing the stringy
remains of his muscles beneath. In
some places, bare bone peeks
through. His eyes are sunken. Even
if they don't notice these obvious
physical clues, anyone nearby
smells the odor of decay on an
Onerous (7) Cognition roll. Animals
won't have anything to with him,
and his Terror score is 9.

5 Desiccated: All that remains of the
Harrowed's body is parchment skin
over stringy ligaments and bleached
bones. The character's eyes look like
little dry raisins. Theyre so stiff, in
fact, that the Harrowed must
subtract -4 from any Cognition rolls
made to notice things by sight.
There is little odor, if any, but the
Harrowed creaks slightly when he
moves. His animal handling
aptitudes go back down to a -4. but
the near-mummy takes double
damage from fire. His Terror score is
9.

Haunted i-5

The manitous have a good time when they
subject mortals to the terrors of the Hunting

Grounds. Sometimes, the manitou inside a
Harrowed can use these memories to keep
the host off-guard.

The souls of haunted undead are dragged
kicking and screaming into the Hunting
Grounds every time they go dormant (see
# Sleep on page 46). There they are subjecte
to horrible nightmares by the cruel parasites

Al = bt
t function like
do not suffer

nights. Instead, the effect is to erode the hero's
will and give the manitou a greater chance the
next time it tries to gain control of its
nightmare-plagued host. Nobody ever said the
manitous played fair.

Every level of this Hindrance subtracts a like
amount from the hero's Spirit roll when
checking for Dominion.

Mark o’ the Deril

Certain folks can see right through the taut
skin of the undead to the rotten, worm-riddled
core. That's when they can get a glimpse of the
manitou sitting there and stare straight into the
eyes of Hell.

On the other hand, some Harrowed seem to
wear their damnation like a shiny tin star—at
least to people who know what theyre looking
for.

This Hindrance means anyone with the arcane
background Edge—or at least 3 levels in
academia: occult—has a chance to see the evil
demon wriggling around inside your hero, no
matter how good he looks or what kind of
disguise he might be using. There’s just no way
of properly hiding from prying eyes with the
right sort of education.

Whenever a person with one of the above
qualifications gets within a few feet of your
hero, she can make a scrutinize roll versus the
manitou’s Spirit. The viewer can add the level of
your deader’s Hindrance to her roll.

If successful, the viewer sees some sigh of
the manitou in your hero—perhaps the
Harrowed’s eyes glow red, there's a slight chill to
his touch, or the watcher can see the manitou's
hideous face peeking out at her. Needless to say,
such folks won't trust your character until he's
been burned on a stake and his ashes scattered
to the four winds.

Rage -5

Wine gets better with age. The Harrowed just
get meaner.

The perpetual struggle with the manitou
within, the temptation of greater power, and the
frustration of being undead all push these
characters toward bestiality.

Get your hands off your horse. That’s not
what we're talking about.

Whenever a Harrowed with this Hindrance is
unded by an opponent or gets particularly

-5

'-.7. W™-she must make a Smarts check. The base
- difficulty of the check is Fair (5), and the undead

subtract her-level in rage from her Smarts
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If failed, the hero goes into a blood frenzy
and attacks. She refuses to go into cover or seek
to protect herself—she just runs straight at the
foe and rampages all over his unfortunate
kiester. She can fire a gun along the way, but if
the enemy’s still alive when she gets to him, she
drops her pistols and gets up close and personal
with her bare hands (or claws if she's got them).

Once the foe’s dead (and we mean really,
messily dead), the Harrowed can make another
Smarts roll. If she makes it, her blood lust is
sated and she can act like a normal walking
corpse again—whatever that means. If she fails,
she starts raging on her former enemy’s
companions.

She won't attack her own comrades, but she
probably won't be reading them any bedtime
stories either.

Unnatural Appetite i-5

Here's a delightful habit. For some
inexplicable reason, a rare few Harrowed develop
a craving for one thing or another that, while
technically edible, thoroughly disgusts most
people.

Your character must eat the item of his
craving at least once a day. For each day that he
goes without that item, he loses 2 Wind. This
damage cannot be recovered except by gorging
on the item he craves. For each day he spends
eating that item again, he avoids suffering any
more damage and regains 1dé points of lost
Wind.

The level of the Hindrance depends on just
how disgusting your appetite is. Once you eat
someone’s tongue, your companions are likely to
think that snacking on rad-scorpions is a step
up. Cyborgs may develop a taste for less edible
items like nails or electronics.

Some examples of disgusting vittles are listed
below.

Umldtul‘dl ﬁl)lletlte
Level Vittles

1 Rotten food, mold. nails

2 Grave dirt, raw meat, scrap
metal !

3 Bugs, living raw meat,
animal blood, motor ¢

4 Human blood, gasoline

5 Raw human organs, s

as the heart, liver, lung,
brain, or eyeball,
electronics

Cyhorg Hindrances

In addition to all of the typical complications
of being undead, cyborgs have a few problems
all their own.

Buraed Out -5
Overloading your manitou can get you in big
trouble. Once it starts to weaken, you're that
much more likely to overioad it again.
Each level of burned out taken reduces the
Spirit die type of the can’s manitou by one step.

Decrepit i
Your can has experienced one of the things
all cyborgs fear: a damaged SRU. Your hero's
Self Repair Unit has been so badly
damaged that it can’t be fixed, the entire
tem must be replaced.
ur cyborg is unable to heal damage
en to his cybernetic systems. Any
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irts in the selection. If a

is selected, it takes a

being disabled.

¢ finds someone capable of
g his SRU (Marshal's call), he

ly buy off this Hindrance.

(23]

‘ ¥our cyborg’s Al has got your deader's
“humber. No matter how hard to your brainer
- tries to resist, it's always one step ahead.

The Al has such contrel of your deader's mind
that much of his personality has been lost. He
speaks in a robot-like drone, is obsessed with
logic, and he has little interest for things which
are not directly related to the task he is
currently performing.

Roll for two extra rules of engagement. All
attempts by your deader to resist any rules
imposed by the Al suffer a -2 penalty.
Unfettered

b4
-5

Your can’s spirit fetter has been shot up and
his manitou is causing problems. Your deader
now has to worry about Dominion just like
other Harrowed.

~ Wakin’ Deaders

The good news is that the spirit fetter still has
some control over the evil spirit and gives your
hero an advantage in Dominion battles.
Whenever that nasty Marshal tries to take over
your character, your deader gets a bonus to all
Spirit rolls equal to +6 minus the level of this
Hindrance. This bonus also applies to the Spirit
roll made to determine initial Dominion points
during character creation.

Your hero can also use Harrowed powers, but
only up to a level equal to that of this
Hindrance. In other words, if your deader has
unfettered at -3, and the burrow power at level 5,
the highest he can use the power at is level 3.
The manitou just can't whip up enough juice to
perform the power any better—the fetter is
sucking it dry.

The bad news is that the damaged fetter can't
drain as much spirit power out of the manitou
as it used to. When it comes to powering your
can’s systems, the manitou's effective Spirit die
Lype drops by one step for each level of this
Hindrance taken (the demon’s Spirit die type
remains unchanged for things like Dominion
tests). The manitou's die type can't be dropped
below d4, because at this point it has actually
broken free of the fetter and turned your deader
into an actual corpse—maybe your buddies will
at least give you a funeral with full military
honors.

Virus -3

Your deader picked up a nasty computer bug
somewhere that her software was just not
equipped to handle. No matter how hard she
tries, she just can't seem to get the thing
completely out of her system.

Draw a card to determine the virus’ Strength.
At the beginning of each play session, the
cyborg must roll a contest of her Smarts {or her
anti-virus program’s rating, whichever is higher)
against the virus' Strength. If the cyborg wins
the contest, the virus is dormant for that
session. If the virus wins, roll a hit location for
each success and raise the virus achieved.
Disable a random system at each locaticn rolled
Externally mounted systems which are linked to
the cyborg can be disabled by the virus.

What's worse, during sessions which the virus
is active, it can be spread to other cans. Anytime
nother cyborg uses a piece of equipment which

g linked to the infected deader or
pignicates with her by radio, he must roll
marts (or anti-virus rating) against the
= Strength. If he loses the contest, he

‘Becomes infected with the virus as well.
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Cyhorg fdges

As if being a cyborg wasn't Edge enough, the
cans have a few new ones that are all their own.

Al Companion 5

Your deader has managed to make friends
with his Al It still enforces any rules of
engagement your brainer has, but it’s reluctant
to use force to get your deader's obedience.
Whenever your cyborg gets into Test o' Wills
with his Al, the computer never cranks the pain
meter beyond a -2 modifier and never causes
wind damage. In addition, it never lets a Test o’
Wills go longer than 5 rounds. It gives up rather
than prolonging the fight and risking serious
damage to both parties.

Damaged RI 2-4

Your hero’s struggles with his skullmate have
gotten nasty. Each 2 points spent on this Edge
reduces your Al's rating by a die type.

i5

imancipated

Your hero has had more success than most
cyborgs at wrestling with his AL For each level
of emancipated purchased, you may remove one

of your deader's rules of engagement.

Ranj

Your deader was a step {or more) above the
common rank and file cyber trooper. This has a
few advantages. First. your cyborg can buy a
command and control system (see page 88) that
allows him to coordinate and control cyborgs of
lower ranks. Second, because they needed more
free will in order to make correct leadership
decisions on the battlefield, higher ranking
cyborgs had less restrictive Als. For each two
levels of rank your deader has, he can remove
one of his rules of engagement.

There is no rank 5 position for cyborgs. None
of the countries which possessed cans trusted
them enough to place them under the command
of one of their own—the top position in each
cyber unit was filled by a living human.

i-4

Gyher Ran.rs
Rank Position
1 Sergeant (squad leader)
2 Lieutenant (platoon leader)
3  Captain or Major (company commander)
4 Colonel (battalion .commander) .

.t the systems which require it. Any

new metal hero, there are
pieces of information you n
before you unleash him on the world.

Discrimination

For starters, your can is not going Lo be
welcomed with open arms by the world. Most
normal humans trust cyborgs about as far as
they can throw them. Since most can't even lift
one off the ground, you can see what you're
hero is up against.

Many settlements won't allow cyborgs inside
the walls. Others place a time limit on how long
they can stay, or have designated areas the
cyborgs must stay within. Of course, not all cans
are willing to play by these rules and these
restrictions have led to bloodshed more than
once.

Most normal humans consider living with a
cyborg the same as living with a hungry lion—he
may not have a taste for man-flesh yet, but give
him time. This view is fueled by the clashes
between cyborgs and the living and the stories
(some true, some highly exaggerated) about
some small incident setting a cyborg off on a
massive killing spree.

Rls

All cyborgs created before the end of the Last
war have an Al riding shotgun in their noggins.
Many cans hate their Als, almost all feud with
them at times, some have been consumed by
them, and a rare few have actually come to
terms with their Als and are able to think of
them as close, but extremely annoying, friends.

With the exception of the last group, most
deaders would love to have their electronic
hitchhikers removed. Unfortunately, that’s not
possible. Besides acting as Jiminy Cricket with
a whip, the Al also serves as the central
processor for all of the jarhead's systems
and routes the power from the spirit fetter

atfempts to remove the Al without the
oper authorlzatlon codes results in the



ut by damage, the can has only half
normadl amount of Drain available until the
puter comes back on line. If the Al is

B outright destroyed by damage, an emergency
_backup system is activated in the SRU. The

¥ SRU immediately attempts to repair the
computer. If no compenents are available to
make repairs, the repair unit cannibalizes them
from another system. Pick another system at
random (other than the Al or spirit fetter), and
mark it as destroyed. This emergency repair
takes one round and uses energy stored in the
SRU itself.

To Be, or Nof to Be

Although they were called artificial
intelligences, the computers instalied in the
cyborgs were not truly sentient in the full sense
of the word—-but they could fake it really well.
The Als could interact with humans and learn
from past experiences, but everything they did
or said was limited by the constraints of their
human programmers.

They had no soul, no intuition, and they made
lousy soldiers. The military tried making 100%
artificial soldiers long before they began building
cyborgs, but the results were not worth the
costs. Als took their orders very literally. If
ordered to take a hill but to withdraw if
casualties became heavy, and "heavy casualties”
was defined as in excess of 40% of available
forces, the computers puiled back as soon as
casualties hit that mark—even in situations in
which a human commander could tell that the
enemy was about to break and one last push
would clear the hill. Als didn't get a crawling
feeling on the backs of their necks when they
were walking inte an ambush, and they would
never gamble their troops on a plan with a low
probability of success on a hunch.

The military’s robotic soldiers were great
for putting down a lot of firepower and
executing textbook small unit tactics, but
they lacked the one thing which gives a
fighting unit its esprit de corps and allows it
to triumph over impossible odds—a human
soul. That's why despite all the added
headaches caused by the person within

) placed th
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Rwakening
In some cases, though, Als have transcended
their programming and become truly aware. This
momentous event was usually triggered by some
epiphany the computer had about human nhature

after observing people in action. These rare,
truly sentient computers have their own goals,
hopes, and motivations.

Dealing with Rls

The early Als didn't actually “speak” to the
cyborgs they controlled. The designers felt that
by not giving the computer a voice, the cyborg
would not have a focus to direct his anger
against, and he would be less able to resist the
Al's instructions.

Unfortunately, this approach just left the
deaders dazed and confused. They would feel
sudden urges to do this or that, or not do this or
that, and sudden blasts of pain when they
disobeyed. Many cans had trouble simply
interpreting what the Al wanted them to do.

The next generation of Als had voices. The
voice of each cyborg's computer was custom-
tailored to match the deader's psych profile.
These voices ranged from monotone drones, to
sultry seductresses, to barking drill sergeants—
whatever was calculated to have the most
psychological leverage against the jarhead being
controlled. As the engineers feared, giving the
computer a voice gave the can something to
focus its anger against and feedback incidents
became for more frequent. However, operational
efficiency increased even more, so the voices
were kept.

Many of the final generations of Al had
personality modules based on famous
celebrities, politicians, and historical figures. The
idea behind this being that if the cyborg could
be made to think of the Al as a real person. he
might be less likely to fight with it. This worked
for a while, but once the novelty of having a
celebrity in your head wore off, most of the
cyborgs picked up their feuds right where they
left off.

Picking a Yoice
When designing your cyborg hero, give some
thought to what her Al might be like, Is it the

gtern voice of her father, the sexy voice of a

e pop star, or the voice of a trusted friend or
er-from her past? It's entirely up to you, but
ou might want {0 discuss it with your Marshal—

‘after all, he's the one who has to play the



Effect

No extra effect.

Overload: The energy unleashed by the
battle has overflowed the cyborg’s
breakers and overloaded a system. Pick
a system at randoem and make an
Overload check for it. The overload
Drain in this case is the number of
rounds the Test o' Wills lasted.

Rules Change: If the cyborg won the
battle, the rule he was challenging has
been permanently erased. If the Al
wins, it has gained more control over
the deader’s behavior. Roll for a new
rule of engagement to add to the
cyborg’s collection. In addition, the Al
gets momentary access to the SRU. If
the computer has lost any dice to
previous Feedback results, its rating
increases by a die type.

Danger, Danger!: The contest unleashes

a powerful surge of energy through

the cyborg's skull. The deader takes

1d8 damage to the noggin for each
round the Test o' Wills lasted. The Al

must roll its rating versus a TN of 5

plus the number of rounds the

struggle went on. If it fails, its die type
is reduced by one step.

Overload

A cyborg's systems are rugged and built to
withstand abuse. Many of them can be
deliberately overloaded with excess power to
increase or modify their performance in some
way. It's also possible for a deader to try and
suck just a little more power out of the

manitou he’s got trapped in his head. Doing
either of these things can sometimes save .
the brainer's bacon, but at the risk of
damaging vital systems.
Whenever a cyborg deliberately over
stem or uses more Drain than heF

9-12

13+

and add the amount of Drain being spent over
the system’s normal Drain, or the amount by
which the Drain exceeds the manitou’s rating, or
both if that's the case. to the roll

Overload

Effect

No effect

winded: Some of the excess energy
leaks into the cyborg's body, causing
him to take a number of Wind equal
to the excess Drain.

Zap: The cyborg is zapped with some of
the excess energy. He must make a
Vigor roll against a TN of 3 plus the
excess Drain or be stunned.

Short: The overloaded system conks out
for 1dé rounds. If the manitou was
overloaded, the cyborg is completely

- without power for this amount of time.

Slow Burn: Some of the excess energy
bleeds into the cyborg's body. The
deader takes 1dé damage to the guts
for every point of excess Drain used in
the overload.

Snap, crackle,; pop: The overloaded
system can't handle the strain and
breaks. If the manitou was overloaded,
the cyborg is without power for 1d20
minutes.

Strained: The overload put too much
stress on the manitou and temporarily
weakened it. The manitou's die type
drops by one step for 1d8 days.

Wham: The overloaded system explodes,
doing 1d8 damage to the cyborg for
every point of excess Drain used in
the overload if it was an internal
system. If it was an external system, it
explodes for 1d6 damage per point of
excess Drain with a Burst Radius of 5.
There's not enough left of the system
to repair. It must be replaced. If the
manitou was overloaded, it's die type
drops by two steps for 2dé days.

Drained: The strain was too much for
your deader’s manitou. It's Spirit die
type drops by one level.

8 Damaged Fetter: The overload has

aged the spirit fetter. The cyborg

s 1 level of the unfettered

ance each time this result is

13-14

15-16

17-18

19-20

21-22

23-24

25-26
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k: Your deader must obey the orders of
any higher ranking member of the
organization to which he belonged. Your
cyborg doesn’t have to take the person’s
word for it, he must have some form of
identification or rank insignia.

Enemy: All are the enemy and must
be (I-3 captured and interrogated
4-6 Killed). Roll on the Enemy Table to
fill in the blank.

3 Search & Destroy: Your cyborg must
destroy all encountered. Roll on
the Search & Destroy Table.

4 Operational Area: Your deader may not
travel more than (1d20 x 10) miles from
where he begins his adventuring career.

5 Weapon Restrictions: For mission
reasons your deader was limited to a
certain class of weapons. Roil on the
Weapons Table to see what weapons
your cyborg is permitted to use.

6 Engagement Restriction: Your can’s last
mission had some sort of restriction
placed on engaging targets. Roll on the
Engagement Table to see what this
restriction is.

7 Stockpile: Your deader was sent out to
find and recover a certain resource for
the brass. Whenever your hero finds this
resource he must acquire it and return it
to a central stockpile. The stockpile can
be anything from an abandoned military
base to a cave your herc has desighated
as a cache. Roll on the Stockpile Table to
determine what your can is looking for.

& Recon: Your cyborg is on a recon mission

deep behind enemy lines (or at least she

thinks she is). Every day at a set time

(roll 1d12 for the hour and a second die

for AM or PM: even is AM, odd is PM),

your deader must make a report of his
day's activities to “headquarters,”
regardless of what he's doing. Composing

and broadcasting the report takes 15

part of his starting equipment.
9 No prisoners: Your cyborg never ta
i ;:in 841 !

of Engag;!ﬁent )

minutes. Your hero must have a radio as

10 Expendable: Your can was part of a decoy

force meant to draw enemy fire during
his last mission. In combat, your deader
tries to draw as much attention to
himself as possible and never uses cover.

11 Hearts & Minds: At some point, your
cyborg was ordered to win over the
hearts and minds of the civilian
populace. Your deader cannot refuse any
request for aid from a civilian unless
fulfilling the request would conflict with
another rule of engagement.

12 Security: Your ‘borg spent some time
assigned to base security. Your hero
cannot allow anycone to loot, damage, or
destroy any equipment or facilities
belonging to the organization to which
he belonged (or his posse).

13 Abominations: Your deader was once
assigned to a unit which fought the
forces of the Reckoners. Your hero gains
the academia: occuit Aptitude at level 4,
but she also must look into any
occurrences which seem to have occuit
roots and destroy the source.

14 Total Deniability: Your 'borg was on a
black op which could have been
embarrassing to his government if
exposed. Your deader is equipped with a
self-destruct device. It takes up 2 slots in
his torso area. If your hero dies, the self-
destruct device is knocked-out by
damage, or any attempt is made to
remove the device, it explodes for 8d20
damage with a Burst Radius of 10 yards.

15 Undercover: This rule applies only to
infiltrator and light cyborgs. Roll again if
your deader is a heavy. Your can cannot
allow anyone to know that she is a
cyborg. Anyone who discovers the truth
must be eliminated.

16 Raider: Your deader is still acting as if he's
on a raiding mission behind enemy lines.
He never possesses more than he can
carry and never spends the night in one
place more than two nights in a row.

' 17 Pacification: Your can was involved in

pacifying the populations of occupied
~enemy towns. If the cyborg is ever
attacked while in a settlement, he must
execute two townsfolk to set an example
that such behavior isn't tolerated.



18 Military Police: Your brainer had been

assigned to police duties just before the
world went to Hell. It's his duty to uphold
the law. Anyone caught committing a
capital crime under martial law--murder,
rape, looting—must be executed on the
spot. All other offenders must be
incarcerated with the nearest peace
officer.

19 Cease Fire: Your deader never got the word

20 Tr

Roll

I
2
3
4
5
6
7
8

that the cease-fire with a certain faction
had ended. Roll on the Enemy Table to
determine which faction this is. Your can
can't attack members of this faction
unless they first attack him.

igger: The military erased some
particularly traumatic memory from your
cyborg's mind. Certain stimuli can
sometimes trigger flashes of this
memory. When this happens, your
brainer wigs out. Roll 1dé. On a 1 or 2,
your cyborg becomes catatonic for 1d4
hours as he relives the experience. On a
3 or 4, he stops whatever he is doing and
weeps uncontrollably for 1d20 minutes.
On a 5 he is stunned, and must make a
Hard (9) Vigor roll to recover. On a 6 the
painful memory sends him on a
murderous rampage for 1d4 hours. During
this time he tries to kill everything in his
path, including close friends. Roll twice
on the Trigger Table to find out what
sort of stimuli sets your brainer off.
Work with your Marshal to come up with
some sort of story about your cyborg's
past and determine the exact conditions
which trigger this flashback.

Enemy

Opposing alliance in the Last War
Doomsayers (all colors)

Sykers

Muties

Junkers

The Combine

People wearing (roll 1d6: 1-2 Red, 3-4 ¢

Blue, 5-6 Green) clothes.
People with (roll 1d10: 1-2 Brown, 34
Black, 5-6 Blonde, 7-8 Red, 9-10

No) hair.
People over &' tall
People shorter than 5.

N Wb —

Object -

Search & Destroy

Vehicles
Ammunition
Weapons
Alcohol

Fuel
Communication equipment

Weapons

Melee weapons only
Projectile weapons only
Energy weapons only
Explosive weapons only

Roll

Restriction
Range: Your deader cannot engage

targets beyond 100 yards.

Visual Confirmation: Your cyborg

must be able to clearly see his
target and confirm that it’s
hostile. Your Marshal has the
final say on when a target is too
obscured. When in doubt, your
Marshal sets a TN for a Cognition
roll. Things like fog. smoke and
heavy vegetation can all make it
hard to see a target clearly.

Color: An insurgent group your

cyborg once worked with used
colored clothing as a recognition
symbol. Your brainer cant attack
people wearing (roll 1d12: 1-2 Red,
3-4 Orange, 5-6 Yellow, 7-8 Green,
9-10 Blue, 11-12 Black) clothing.

Safety Margin: Your deader can't

fire a ranged weapon at a
target within 2 yards of an
ally or noncombatant.

3 Tr,gger

Stimulus



Archetypes

=Defmess éds
kpickin’ 2
hootin" pistol 4
Nimbleness 2d12
_ Climbin’ 3

Dodge 3

Drivin" car 2

Fightin”: spur 3

Sneak 4

Strength 3dé6
Quickness dé
Vigor 2dé6
Cognition 3d10

Scrutinize 3

Search 3

Knowledge 2d6

Academia: occult 3

Area knowledge 2

Disguise 2

Mien 3d10

Overawe 2

Performin’ 2

Persuasion 2

Smarts 2d8

Streetwise 2

Spirit 2dé6
Guts 2
wind 12
Pace 12
Edges:

Veteran o' the Wasted West
(make sure your Marshal
draws for you) 0

Eagle eyes 1

Two-fisted 3

Hindrances:

Intolerance -3: dogs

Outlaw -2

Stubborn -2

4 Rules of engagement

Cyber Systems: Al, antenna, CPU
(4 slugs processing, 4 slugs
storage, 1 slug reader port), cyber
eye (light enhancement, thermal
imaging), cyber hand (light-
fingered), facemaker, infiltrator
@ - package, radio, self-repair unit,

* spirit fetter, spur, threat tracker 1

Magnum, bac:kpack NA a
~ rifle, 20 rounds 556 -

Personality

I fought the cults for decades. I'd
download the religion du jour,
buddy up with one of the
snapperheads we were
hunting, and start
spouting the
appropriate phrases.
Next thing I know,

the morons are

teaching me the
secret handshake
and showing me
their hidden shrines.
Once | saw enough,
I'd call in the
b - heavy hitters and

/,‘ we'd take ‘em

down.

Of course, not
all of them were
dropped on their
heads as children.
Some got wise
and sniffed us

out with dogs—

that was back

before I had one
of these fancy
infiltrator units. I
got chewed up
pretty bad more
than once. I still
can't stand to have
a mutt around
me—makes me edgy.

Since the war I've kept at it.

Got nothing else to do, and lots of
time to do it. The bombs kicked over
a lot of rocks that a lot of creeps
were hiding under. I'm going to do
my best to roll the stones back over
on them.

My Al got me in some trouble
though. There are a few towns in
northern California that would like

to string me up for blowing up

their vehicles.

.

P,

Quote: “Call off your dog or
I will!”



Archetypes

ja ) ¢

Traits & Aptitudes Personality

Deftness 2d12 My first taste of real combat came
Shootin” pistol, rifle 4 when I dropped on Fort Longstreet with
Speed Load 2 the Ist Cy-SOG. I was assigned as a scout,

Nimbleness 2d10 so I was in one of the first pods

Climbin’ 1 5‘“ of the first wave.

Fightin”: brawlin’ 3 ’ Y [ managed to survive the

Sneak 3 ~"\\' hot reception the Rebs had
e

Strength 3d6 (3d12+4
with Samson)
Quickness 3d10

ready for us only to be
betrayed by my own
commander. | managed to

B

Quick Draw 2 fight the stand down
Vigor 2dé6 order and hightail it out
Cognition 4d8 of there. If it wasn't

Scrutinize 1 for the piston boosters

Search 2 on my armor, those

Reb tanks woulda
turned me into scrap
metal.

I don't know if
Hamrick is still alive
today, but if he is, he'd
better hope he never
runs into me.

Knowledge 2dé6
Academia: occult 1
Area knowledge 2
Demolition 1

Mien 2d6
Overawe 2

Smarts 3dé6
Scroungin’ 2

Spirit 4d8
Guts 2

wind 14

Pace 10

Edges:

Emancipated 2

Hindrances:

Cautious -3

Stubborn -2

Vengeful -3

4 Rules of
engagement

Cyber Systems: Al
cyber eye (16x
telescopic, targeting
laser), light hard point
system (arms & torso),
radio, Samson, spirit
fetter, targeting
computer, recon drone

Manitou/Power: 4d10/10

Gear: ITW-100C, light battle armor
(with high-speed pistons), NA
assault rifle, 50 rounds 5.56
mm.

Quote: “You saw
Hamrick? Where?”



Traits & Aptitudes Personality

/P%, Deftness 3d12 You there, halt!
b Shootin’ pistol, rifle, MG 4 You carrying any contraband? Uh-huh.
Nimbleness 2dé6 Turn out your pockets. Now, son!

Climbin’ 1 Okay, you're clean. I'm looking for some
Fightin’: chainsword 3 Northern infiltrators. You see anyone acting
Sneak 1 suspicious lately?

Strength 3dé6 (3d12+4 with Samson) Really? How long ago was that? You better not

Quickness 2d10 be yanking my chain, son, or I'll be back to

Vigor 2dé _ settle things with you.

Cognition 4d8 R
Search 3

Quote: “You're free to

Knowledge 2dé6 go—for now.”

Area knowledge 2
Mien 2d8
Leadership 2
Overawe 2
Smarts 3dé6
Tinkerin’ 1
Spirit 3d8
Guts 2
Wwind 16
Pace 8
Edges:
Rank 1
Hindrances:
Mean as a
rattler -2
Superstitious -2
Virus -3
8 Rules of
engagement
Cyber Systems:
Al, command &
control, cyber
eye (16x
telescopic, laser
sight), cyber eye
(thermal
imaging), heavy
hard points (all
locations), radio,
Samson, spirit
capacitor, spirit fetter,
targeting computer
Manitou/Power:
3d10/10
# Gear: Heavy battle armor, M-
200 MPSWC, 100 rounds of
20mm, chainsword, SA
officer’s sidearm,
- 100 rounds of .50
pistol ammo



Traits & Aptitudes Personality
Deftness 3d12 Target acquired.
Shootin" rifle, MG 5 Challenge.
Nimbleness 2d10 “Halt! Advance and be recognized!”
Climbin’ 1 Unauthorized personnel.
Fightin plasma blade 4 Order target to disarm.
Sneak 1 “Drop your weapons and
Strength 4dé6 (3d12+4 with e move away from them!”
Samson) Y & Target is not
Quickness 3d10 complying.
vigor 2dé Eliminate target.
Cognition 2d8 BRAAAAAAPP!
Search 3

Quote: “Kill, crush,
destroy!”

Knowledge 3dé6
Area knowledge 2

Mien 1dé
Overawe 3

Smarts 2d6
Tinkerin’ 1

Spirit 2dé
Guts 2

wind 14

Pace 10

Edges:
Keen 3

Hindrances:
Intolerance:

deserters -3
Subjugated -5
8 Rules of
engagement

Cyber
Systems:
Al CPU (3
slugs
processing &
storage, 1
slug reader
port), cyber eye (16x telescopic,
laser sight), heavy hard points (all
locations), radio, remote targeting
program, Samson, spirit
capacitor, spirit fetter, targeting
computer

Manitou/Power: 6d10/10

Gear: Dreadnought armor, M-120A2,
250 rounds of 7.62mm ammo,
plasma blade

Posse: 65 -




Chapter Three;
Powers o' the Dead

Surviving the blasted landscape of the Wasted
West is a tall order. Even the hardiest heroes
often don't make it. The walking dead are a little
better equipped than most people to get by in
this world gone wild. Besides being able to laugh
at wounds that would cripple or kill a living
person, their supernatural natures give them
access to a host of other powers.

An animated corpse in a suit of armor and
armed with a plasma rifle in the 40 Megawatt
range has an even better chance of surviving
the perils of the Wasted West. Many cyborgs
didn't survive the Last War—quite a few were the
targets of the ghost rock bombs that fell on
Judgment Day. Most of those who survived the
war are still around today, though, mainly
because of the powerful implanis and weapons
they carry.

Personal Powers

The manitou crawling in your hero’s innards
is a powerful critter. With talent, practice, and
more than a little luck, your survivor can tap
into its power and make it his own. These
abilities manifest as extensions of the
Harrowed's own personal background.

When choosing powers, try to find ones t
fit your survivor's Hindrances, Edges,
background, and personality as a whole. A ,
character with a nasty disposition, for example,
could raise her Strength or grow claws.

haf:

- active,

Buying New Powers

It's possible for a Harrowed to manifest new
powers over time. These often come about as a
result of a near death experience, but they don't
have to. You can buy a new power for 10 Bounty
Points, which gives your character that ability at
level 1. Additional levels are bought with Bounty
Points for 2 times the value of the new level.
Raising a level 1 power to level 2, for example,
costs 4 points.

Power Descriptioas

Each power has only two elements: Speed and
Duration.

Speed is the number of actions it takes to
activate the power. Some powers, such as
supernatural trait, are always on and don'
require any kind of activation.

Duration is how long the power lasts.
“Concentration” means the power ends if the
hero does anything other than simple tasks. If
a number is listed, the Harrowed must
expend that much wind per round (or
other time period) to keep the power {

£

Pispositions are Edges, Hindrances, and %
kgrounds that tend to lead to these ss--'
wers. Your hero doesn’t have to have '




ing the masters of the Hunting
~Graunds, they can sometimes shirk the effects
p of other supernatural creatures on earth.

‘ Sometimes.

J A Harrowed with arcane protection can force
his manitou to negate spells, hexes, and other
supernatural attacks. The manitou isn't always
successful, but it usually tries its best, since
protecting its host from eldritch attacks usually
goes hand-in-hand with keeping its own self
alive.

Whenever the hero is a direct target of a spell
or other supernatural attack, the brainer can
attempt to simply ignore it. To do so. the
character must first vamoose, discarding his
highest card and moving in some direction to
dodge the attack.

If the Harrowed has no card, he cannot
vamoose and doesn't have time to stop the
enemy spell. It sure seems like he really should
have kept that card up his sleeve.

Once the Harrowed vamooses, he can make a
Spirit test versus the opponent, adding his power
level to the final total.

If the Harrowed is successful, the enemy
attack is cast but does not actually harm him.

A spell that affects an area may still affect the
character as long as he wasn't directly targeted.
It cannot be negated with this power.

Berserker

Speed: 1

Duration: Special

Dispositions: Bloodthirsty, loco, mean as a
rattler, rage

Harrowed characters tend to grow more
savage and dangerous as time goes on. That's
just a fact of their torturous existence. Still, at
their worst, theyre nowhere near as fierce as the
manitou inside them can be.

The manitou has nothing of the decency of
humanity to it, only cruel, bestial cunning. With
the berserker power, a Harrowed can learn to tap
into that manitou’s nature just a bit, becoming a
little more brutal and a little less human. This
can be useful when a fight turns nasty and the
Harrowed feels the need to draw upon the soul
of a cold-hearted Killer.

When the power is initiated, all of the
Harrowed’s Corporeal Traits are ali temporarily
boosted by one die type, while all Mental Traits
(and their related aptitudes) are decreased by
one step. A Trait cannot be decreased below 1d4
this way.

The altered Traits affect any Aptitude checks
as well. This physical boost and mental decline
make the Harrowed quite a killing machine for
the duration of the power. though not much of a
conversationalist.

The length the berserker power can be
maintained depends upon the Harrowed's level
with the power, as shown on the table below.
Once that duration is over, the undead's Traits
revert to their normal rankings. The undead
suffers 1d6 Wind from the exertion and cannot
use the power again until this Wind is recovered.

Berserker

Duration
2 rounds
4 rounds
6 rounds
8 rounds
1¢ rounds



Burrow

Speed: |

Duration: As desired

Dispositions: Aura o’ death, bad eyes, death
wish, degeneration, sand, thick-skinned,
unnatural appetite.

Taking a dirt nap can do a lot for a feliow’s
affinity for Mother Earth. After all, there's not
many people that actually get to see sunlight
again after spending a few days buried six feet
under.

A Harrowed with this power can tunnel
through the earth with unbelievable speed. She
doesn’t dig her way through the muck so much
as it moves out of her way by means of
professional courtesy. As one who's likely spent
some time sleeping with the worms directly
after her original demise, the Harrowed is able to
move the very earth out of her underground
path by sheer force of will.

Many Harrowed with this power first figure it
out when they try clawing their way out of a
not-so-shallow grave that they just happen to
have found themselves buried in. Instead of
having to scratch and dig toward the surface, the
dirt just skirts aside for them like an old friend
met on the street.

As ways to start your second chance on this
old Earth go, it's not a bad one—given the
alternative. Some Harrowed without this power
have found themselves trapped in a grave that
was made a bit better than the manitou inside
them had realized. Needless to say, this makes
for some awfully angry manitous. They get out
eventually, and theyTe ready for blood then.

This isn't to say that the dirt doesn’t touch
the Harrowed. In fact, it clings to them like a
long-lost lover. A Harrowed that burrows to the
surface is sure to be encrusted with soil and
covered with all sorts of tiny creatures that
dwell within it: worms, mitlipedes, insects, and
such.

The more powerful a Harrowed is, the faster it
can move through the soil and the tougher the
kind of earth it can move through. Strangely.
however, a Harrowed can never burrow deeper
than six feet down (although it can burrow
directly up if it happens to be lower than that).

A Harrowed can run (double her Pace) when
burrowing through the Earth, but if she does s0
she runs the risk of getting lost. Just because *
she can move through the earth doesn't mean
she can see through it. Every round Lhe ;
Harrowed burrows faster than her Pace, she
must make a Fair (5) Smarts roll or getilost.

If a Harrowed'is lost 1
it's up to the Marshal w 1€ €
A burrower’s inner ear telis her w
direction is up, but otherwise she's
lost. e

If the Harrowed goes bust on her
Smarts roll, then she doesn't even know
she's lost. She definitely going to be in for:
a big surprise when she resurfaces. :

It's impossible to pick up the Pace while
burrowing. In fact, simply "running” while
burrowing costs 1d4 Wind per round.

No matter what the Harrowed's power level,
it’s impossible to burrow through anything solid,
be it a large boulder, a steel plate, or a wooden
wall. Basically, if it ain’t dirt, it ain't moving.

The basic Pace while burrowing is 2 per level.
A level-5 burrower, for instance, can move
through the dirt at Pace 10-—-Pace 20 if running.

Cat cyes

Speed: 2

Duration: Concentration

Dispositions: Bad eyes, curious, eagle eyes, keen,
mark o’ the devil, “the stare”

Cat eyes grants an undead character the
ability to see things others cannot, even stare
directly into the murky depths of a man’s soul
{to a certain extent). When used, the Harrowed's
eyes glow slightly, as an animal’s do when they
catch the moonlight just right.

The undead actually has to concentrate to use
the ability. It is not considered “always on” This
is fine, since otherwise the constant eerie glow
in the Harrowed's eyes would be enough to get
the skittish survivors preparing themselves a
mighty big bonfire.

Harrowed characters with this power should
be careful how and when they decide to use it.
Sometimes the glowing side-effect can actually
show an enemy just where to put his bullet if a
Harrowed with cat eyes is trying to sneak up on
him in the middle of a dark night.

The ability gained at each level is shown on
the table. The Harrowed has the abilities of
his level and any levels below that too.

Level Power
| Distance: The character
-£an see twice.as.far.as



he Dead

h The Harrowed's level with this power

ources at least as warm determines the type of dice used in an opposed
fiormal human at 50 yards. roll against the victim's Vigor, as shown on the
hat background heat table below. The Harrowed's fightin’ brawlin’

might obscure lesser sources. aptitude determines the number of dice rolled.
Night‘ As long as there is any The difference between the opposed rolls is how
light source at all, the much damage the watery-eyed victim suffers to

character can see in otherwise  his wind.

total darkness as if it were Note that nonliving beings are immune to this
daylight particular power, though they still won't likely
4 Darkness: The character can see apprec1ate a ghastly belch in the face.

in complete darkness as if it
were daylight.

5 Soul Sight: The final stage of cat } G"Idﬁl&' Brﬁdth
look directly into another’s Level Die Type
soul. When activated, he can 1 dé
tell a person’s general 2 ds
inclination, if he's lying, or if 3 dio
he's an abomination or 4 diz
Harrowed by making a Hard (9} 5 dz0
scrutinize roll. He can also add
+4 to his scrutinize rolls. Claws
Speed: 1
Charnel Breath Duration: As desired
Speed: 1 Dispositions: Two-fisted, all thumbs,
Duration: Instant bloodthirsty, grim servant o’ Death, one-armed
Dispositions: Big mouth, degeneration, grim bandit, ugly as sin, vengeful
servant o’ death, habit, heavy sleeper, mean as a A lovin’ woman can leave vicious scratches
rattler, unnatural appelite down a fellow’s back, but that's nothing
Despite everything that's happened in the compared to what a Harrowed can do. These
Wasted West, some still folks don't believe in claws can slice through a spine like a hot knife
supernatural things like the walking dead. Those through a toxic zombie.
who do expect that even if the dead do walk, The character’s hands turn into cruel claws at

they surely don't breathe (and they don't have to  will. The higher the level, the bigger the claws.

if they don't want to, although it sure comes in The damage of the claws is added to the

handy when trying to talk to someone). Anyone  character's Strength roll whenever she hits using
who's met a Harrowed with this power definitely  fightin® brawlin’, just like the claws were a hand-

wishes they didn't. held blade.

Charnel breath is the ability to dredge up all The Harrowed can extend or retract the claws
the worst stench of decay in a Harrowed's body, by simply thinking about it, and this simple act
supernaturally fester it even further in a bare can pierce even leather gloves (if worn). Keeping
moment, and blow it out all over an them out or in requires no concentration on the
unsuspecting target within arm’s reach. The Harrowed's part.

victim suffers damage to his Wind as a result,
partly from the corrosive effect of the gas on
eyes, nasal passages, and windpipe, and
partly from the violent retching that it

produces. The stench is enough to make Damage
even those in the room wrinkle their noses +1d4
4 and hold their breaths until a breeze can +1d6
clear the place of the noxious fumes. +1d8
power. on +1d10

+1di2



Powers " the Di

Cremate

Speed: 2

Duration: Concentration

Dispositions: Bloodthirsty, heavy sleeper, killed
by fire.

Ashes to ashes, dust to dust. Harrowed heroes
with this power can create some dust of their
own.

Cremate allows your deader 1o raise a
person’s body temperature to extraordinarily
high levels. Roll a contest of Spirit between the
Harrowed and his target. The Harrowed may add
his level in this power to his roll.

If the dead man wins, the power inflicts 1d8
damage plus an extra 1d8 damage per raise to
the guts.

Once the Harrowed has activated this power
he can continue to inflict damage with it on
each of his following actions. This requires
another Spirit contest, but there’s a catch. Each
action after the first on which the deader
causes damage, the base damage from the
power increases by a die, i.e. the second time
does 2d8 plus 1d8 per raise, the third time does
3d8, plus raises, and so on. If the Harrowed ends
the power and then uses it again against the
same target, the damage starts again at 1d8.

If the damage from this power causes a fatal
wound, the target spontaneously combusts and
collapses into a small pile of dust. The deceased
can't come back Harrowed or in any other form—
the small bone fragments might clog your
vacuum though.

Cremate has a range equal to 10 yards times
the Harrowed’s level in the power.

Dead Wan's Hand
Speed: 2

Duration: Concentration
Dispositions: Curious, one-armed bandit, sneak

No, this doesn’t help your deader with his
poKer game.

Harrowed with this power can continue to
control their own severed limbs for short periods
of time. The undead creep could cut off his hand
and let it run around a room on its own, or give
an eyeball to a compadre so the Harrowed can
spy on what's going on when he doesn't happen
to be around. Pretty creepy isn't it? Creepy, but
useful.

If a Harrowed attempts to attack with an
animated severed limb, he uses his own
statistics, but he must subtract -4 from-the-
fightin® brawlin’ roll. The damage from-at- .
animated hand, by the way, is half the

character’s normal Strength total, read as
nonlethal damage. These limbs are much better
at opening jail cells and causing distractions
than beating the living Hell out of someone.

The undead typically remove their hands or
eyes for use with this power. It just doesnt make
much sense to slice off your foot and send it
after someone.

The duration the body part can be controlled
while separated from the owner depends on the
user’s power level. After that, the parts rot like
normal dead flesh unless reattached. Only one
of the hero's body parts can be manipulated at a
time.

Anyone seeing an animated limb must make a
Hard (9) guts check.

Duration
1 Wind/round
Concentration
..Loncentratio ind/rou

s ‘Level




ition
tious, gift of gab, lyin’ eyes,

out death, it's usually as ugly
as'sin’ And the corpse of a Harrowed comes
chock full o' sin, courtesy of the manitou
inside. But at least there's a cure for that—at
least for the way it looks, if not the evil spirit
itself.

When it comes to the realm of the
supernatural, things are seldom as they seem.
With this ability, a deader can use the
supernatural power of illusion to disguise his
true appearance from normal people. This can
come in especially handy for a tattered, rotting
Harrowed who needs to go into town for
supplies. But undead with more experience can
even use this power to help disguise themselves
as someone else.

Death mask doesn't physically change the
Harrowed's teatures, though. It just fools other
people into seeing what the undead wants them
to believe. Your deader will still scare the snot
out of a blind person who touches faces.

Y

by o -
.le "

he Dead

The Harrowed has to concentrate to keep up
the illusion, so he suffers a penalty of -2 to all
dice rolls while using the power. Also, because
the illusion isn't real, it doesn't project a
reflection, so anyone spotting the undead in a
mirror can see him for what he really is.

The undead's concentration may not be
broken when he's wounded (this is up to the
Marshal, depending on the circumstances). If not,
the illusion holds. However, the fact that the
Harrowed just took an injury and wasn't too
bothered by it should tip most people off to the
fact that the Harrowed is not exactly what he
might appear to be.

Remember that most Harrowed don't really
look too dead. They don't normally need this
power to disguise their status as cheaters of
death. Most often, a loaded .45 is enough to keep
the curious away.

Of course, in the case of sykers, Doomsayers,
and other people who know what they'te
looking for, this isn't always the case. Against
such foes, this power can prove invaluable.

Harrowed with the degeneration Hindrance are
those most in need of this power. It's awful hard
to stroll into the local bar if you've got a
skeletal face and raisins where your eyes once
happened to be. Heavily-augmented cyborgs can
also use this power to disguise their implants.

Death Wash

Extent of Disguise

1 Face: The undead can disguise his
face to appear living. Other parts
of the body—including the rest of
the head—must be kept covered if
they aren't to be seen in their
(un)natural state.

2 Head and Hands: The undead can
disguise both head and hands to
look as they did in life. Hair color
can be anything the Harrowed
desires, and facial hair can be
changed at will.

3 Entire Body: The undead could be
naked, and no one would know
from sight that he wasn't alive.
Still, he can only appear as
himself.

Changed Appearance: As above,
but the Harrowed can look like
someone other than himself,

_ though the height and body size

4nust be roughly the same.
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5 Impersonation: The undead can
appear to be anyone else, so long
as he knows what the person
looks like. He looks so much like
this other person, that even that
person’'s closest friends and
family cannot tell the difference
from looks alone. Voice and
mannerisms are another matter
entirely. This ability basically
adds +5 to any disguise rolls the
Harrowed has to make versus a
scrutinize roll. The Marshal can
modify this bonus as she sees fit.
Against people who have only
briefly met the person being
mimicked, the Harrowed might get
a +9. When dealing with family
members, the Harrowed might not
get any bonus at all.

Duct Yape

Speed: Special

Range: Touch

Dispositions: Arcane background: junker,
mechanically inclined, high tinkerin’ or
scroungin’ Aptitudes

Some cans’ manitous have learned Lo imitate
their hosts’ self repair units and can fix
mechanical objects with arcane energy. This
power is only available to cyborgs.

Like the self repair unit, the manitou needs
some raw materials to work with. The number
of components needed to fix a cyber system is
figured in the same way as if using an SRU to
make the repairs. When fixing non-cyber
equipment, assume the object requires a number
of structural and mechanical components equal
to its Durability step.

If a deader has the proper components,
actually fixing the object requires a Spirit roll
against a TN of 5 plus the number of Durability
steps the object has lost. A successful roll
repairs the device. A failed roll uses up half the
components, but the can may try again. Going
bust on the roll means the item can never be
repaired with this power.

The amount of time it takes to repair an
object depends on the Harrowed's level in the
power. Check out the Duct Tape Table for details,
The speeds listed on the table are per Durabil
step repaired. A deader with duct tape power a
level 2. for instance, would take 15 minutes
repair a device which had lost three Durability
steps.

 Duct Vape

Speed |
10 minutes
5 minutes

ol o —

1 minute
1 round
1 action
Fast as Death
Speed: |

Duration: 1 round
Dispositions: Fleet fooled, yeller

Normally, of course, dead bodies don't move
very fast. They just sort of lie there. The
Harrowed break that rule just by being up and
moving around. But some can even move with
supernatural speed when the need arises. They
call it fast as death.

A deader with this power can add extra
distance to her movement on any particular
action. Any time she decides to take a
movement action during a round, she can
declare that she's moving as fast as death.

The Harrowed can then double her movement
for that action (and that action only) as it's
proportionately broken up across her actions for
that round. By doing this on multiple actions of
a turn, she can cover a considerable piece of
ground in less time than it takes to whistle
“Dixie.”

Using this power costs a Harrowed Wind. The
amount is determined by the Harrowed's level
with the power. The higher the power level, the
less wind it costs.

A Harrowed can use this power as many times
during a round as she likes, and even over
several rounds. The only limitation is how much
wind the Harrowed has left.

Of course, the Harrowed is free to push her
movement normally in addition to using this
power, buy picking up the Pace. Those that do
can move along at quite a good clip.

Fast as Death

Level

wind Lost

- 1 5
2
T
4



und
nor mutation, rad intolerant,
-rock bomb blast.

‘ #s r Killed a lot of people. Not all
af them stayed that way. Some of those who
got back up had enough rads in their system
te power a small town.

‘ Deaders with the glow bones power can put

the radiation in their bodies to work. wWhen
activated, this power causes an unearthly green
glow to surround the hero. This glow does two
things: It causes damage Lo everyone within a
number of yards equal to the Harrowed's glow
bones level, and it acts as armor versus
radiation-based attacks (including Doomsayer
magic). The amount of damage it causes or
armor provided depends on the deader’s level in
the power. The damage caused by this power is
inflicted on every target within range on each of
the Harrowed's actions.

There is a slight disadvantage to this power.
When fighting in darkened conditions, the glow
surrounding the deader eliminates all targeting
penalties due to lighting for attacks against him.

Level Damage Armor

1 idé Wind 1

2 2de 2

3 2d8 3

4 2d10 4

5 2d12 5
Infest
Speed: |

Duration: Concentration
Dispositions: Ailin’, mean as a rattler, randy,
unnatural appetite

Rattlesnakes, rad-scorpions, and spiders aren't
the only creepy-crawlies a feller has to keep on
the lookout for in the Wasted west. Get enough
mosquitoes, horseflies, or ants fired up and
they'll pick you to death just as sure as a
rattler's bite. Like animals, insects have spirits in
the Hunting Grounds as well. The manitous have
learned a few tricks to control these creatures.

A Harrowed with this power can control
swarms of small biting, stinging, insects. The
insects aren’t summoned from thin air, so they
must be available in the current locale.

To use the power, the Harrowed chooses a
target in sight and begins to concentrate. At first
a few insects will flock to the Larget. Within
seconds, a few more will come, and then more,
until the prey is eventually surrounded by a
milling crowd of buzzing insects and lines of
biting ants and beetles crawling up his trousers.

Each round (even if the target leaves the
Harrowed’s sight), the insects continue gathering
until the Harrowed stops concentrating (in fact,
they'll keep attacking the prey even once it's
dead—a good way to dispose of bodies!)

The first round a target is infected has no
effect. In the second, he suffers a -1 to all his
actions. In the third, he suffers a further -1, and
so on, up until the total penalty is -5 in the é6th
round of concentration.

At this point, enough insects are swarming
over the poor sod to cause damage. Starting in
the 7th round, the victim must make a Vigor roll
{don't forget the -5 modifier) versus the swarm’s
collective Strength, as determined by the
arrowed's power level.
he difference is the amount of Wind the
ffers that round.

- only way for the victim to stop the
ation is to jump in water or Kkill the
‘owed who's tormenting him.




Swarm
Level Strength
1 idé
2 2de
3 3dé
4 4d6
5 5dé

Jump Start

Speed: i

Duration: 1/hour

Dispositions: Arcane background, mechanically
inclined

Some cyborgs look on pieces of machinery as
distant cousins. Some have found a way to bring
their relatives back to life, at least for a short
while. It's also handy when your truck's battery
goes dead.

Deaders with jump start can harness their
manitous’ energy to bring electrically powered
machinery back to life. The size of the machine
they can restore power to depends on the
Harrowed's jump start level.

The device must be in working order for jump
start to work on it. A golf cart that got slagged
by a rocket isn't going to move no matter how
much power your deader pours into it.

Device

1 Flashlight

2 Computer

3 Electric car

4 Small house

5 Hovertank
Marked for Death

Speed: |
Duration: Variable
Dispositions: Arcane background, grim servant
o’ Death, vengeful
The dead are a merciless bunch of bastards.
Get one riled up enough, and he might sacrifice
his own flesh to make sure yours gets cooked.
Marked for death works simply. The Harrowed
nominales a target within sight, makes a gestus
the victim can see, and rolls a contest of Spj
The Harrowed adds his power level to the roll.
Should he win, the target is marked for.death
and cannot spend Fate Chips to negate damage.

“reverse whatever gesture he made the f irst

~coumrse, the corresponding nightmares

power’s in use, the Harrowed
death too. Sy

A Harrowed can only ever have one ;
victim marked for death at one. titne,
though he can drop the mark as-at actic
as long as he can see the victim and

time around {no roll is required).

Nightmare

Speed: 1 minute

Duration: Special

Dispositions: Heavy sleeper, night terrors,
squeamish, ugly as sin

Dreams take place in the “Happy” Hunting
Grounds. Nightmares take place in the Hunting
Grounds, and there isn't anything “happy” about
them.

One of the manitous’ duties in the spirit world
is to torment dreamers. A Harrowed who forces
his demon to give him this power can use these
dark dreams to trouble a living mind. With
enough practice, he can even deliver specific
images to a victim.

For the power to work, the undead has to lock
eyes with the intended victim for a bare instant,
just long enough to make an opposed Spirit test.
If the Harrowed succeeds, the nightmare works.
Otherwise, the Harrowed cannot attempt Lo use
his power on this victim again until he has slept.
The target is none the wiser nor worse for weat.

When the power works, the victim doesn't
actually realize what's happened. There is just a
moment of meeting a stranger’s stare, an instant
of strange uneasiness, and then things return to
normal—until the nightmares start, that is.

At lower levels of the power, the undead
simply inflicts a case of night terrors on the
chosen target (see the Hell on Earth rulebook for
more on this Hindrance). As his power level
increases, the nightmares become worse and
worse until they can actually be inflicted in the
middle of the day on wide-awake victims.

In such cases, the message is transmitted
immediately, consuming the target's
complete attention for a single action or I
longer if not in a combat situation. Of 7

i ¢
10

1

t take place until the victim beds
wn for the night.
The Harrowed can al

so appear in the




moment of eye contact, he plants an image that
works its way into the dream or vision on its
own at an appropriate moment.

In game terms, the Harrowed player describes
to the Marshal how the undead's image appears
in the dream, and she explains the intended
message. The message can include all sorts of
special effects as well, certainly more than just a
floating head spitting out some werds.

The Marshal decides how the victim reacts,
based upon the individual's personality and the
image and message described.

Naturally, a deader can't just go around
pilanting nightmares in everyone he meets. For
one thing, people are bound to start talking, and

once they begin comparing notes and find that
the same hombre is appearing in all their
dreams, that Harrowed is liable to find a
lynch mob looking for him. For another, the
power can be used only once per day.

messages to friendly sorts too, but no

The Harrowed can use this power to send’

Power

1 Restless Night: Inflict a one-time
instance of night terrors on a
victim.

2 Bad Dreams: Plague a victim with
night terrors for 2dé nights.

3 Recurring Nightmare: As above,

and visit the victim's nightmare to
deliver a message once during
that period.

4 Daymare: Transmit a waking
nightmare by means of a
daydream, causing an Onerous
{TN 7) guts check and loss of
sleep for one night. The Harrowed
may deliver a message in that
vision.

5 Waking Terror: Transmit a waking
nightmare by means of a
daydream, causing a Hard (9) guts
check. If the roll is failed, the
victim suffers from night terrors
until he complies with any orders
given to him in the vision the
undead delivers.

Override

Speed: |

Duration: 3/attempt

Dispositions: arcane background: syker, arcane
background: junker, mechanically inclined, high
tinkerin’

This allows a cyborg to do to a machine what
a syker can do to a person’s grey matter. With
override, a deader can force a machine or
electronic device to do his will for as long as he
maintains the power. This can range from
something as simple as opening a locked door,
to causing a Raptor to open fire on its buddies.
This power is available only to cyborgs.

The size of the device upon which the can
may inflict his will depends on the level of this
power. Exactly what category a device falls into
is up to the Marshal. Activating the power
requires a Hard (9) Spirit roll. If the roll succeeds,
the Harrowed gains control of the device for one

action.

Once the override has ended, the device
s, to its original state. A locked door
omes locked again, the Raptor goes back to

-shooting at the cyborg, and so on.

Override has a range of 10 yards per level.



Qverride

Device

I Mechanical lock, mouse trap
2 Electronic lock, walkie-talkie
3 Average computer, vehicle

4 Advanced military computer
5 Artificial Intelligence

Recenstruction

Speed: Variable

Duration: Special, permanent

Dispositions: Bad [uck, degeneration, heroic,
nerves o' steel, overconfident, stubborn, thick-
skinned, tough as nails

Even for the undead, time heals all wounds.
Those Harrowed pressed for time can use the
stitchin’ power to heal more quickly, but
sometimes healing just plain isn't enough for the
job at hand (so to speak).

Even stitchin’ won't restore a missing arm or
eye. For jobs like that, you need the
reconstruction power.

The time it takes to reconstruct a body part
depends on its size and the deader's level in this
power. Each pound of flesh (or portion thereof)
to be reconstructed requires one “unit” of time.
The unit of time can range from one action to
one week, as listed on the table below.

For example, a Harrowed with level 3 in this
power could regrow a missing hand (assuming it
was roughly one pound} in 3 months. A missing
arm could require over three years of that
Harrowed's time. An entire body (neck down)
would take a lot longer.

This reconstruction requires energy, of course.
The meat still has to come from somewhere, so
the Harrowed must eat a pound of raw meat for
every pound he needs to regrow. The Harrowed
can absorb this, even if he doesn’t have a belly
to hold it.

Cyborgs cannot reconstruct limbs which have
been cybernetically replaced without first
removing the replacement part.

Recoastruction
Time Unit
1 1 year
2 6 months
3 3 months
4 I month
5 1 week:

Relic
Speed: Special
Duration: Special ;
Dispositions: A trademark pi
equipment, belongin’s, a junker

Some folks invest more than money in
the equipment they use. They put a littl
piece of their soul into their favorite ,
belongings as well. Sometimes the item even
becomes part of the hero's legend and
develops a history of its own.

A relic is just that: an item charged with
supernatural energy. These come into being
when they are bound closely to an event of
momentous importance. The death of a hero and
her subsequent resutrection as a Harrowed is
frequently more than enough cause to give rise
to a relic. A gunslinger who used nothing but his
trademark .45 automatic, for example, is due for
an upgrade should he come back from the grave.

The exact power of the relic is always up to
the Marshal. There's no way we could cover
every possibility, so we're leaving it up to you
and your Marshal's imagination.

As your hero gains levels in this power, his
relic becomes more and more powerful, useful,
or helpful as well. Again, the Marshal must
determine exactly what that means, but here are
a few pointers.

First, a relic sometimes merely mimics
another power, spell, or ability. I it resembles
another Harrowed power, the relic’'s power level
corresponds to the levels of the imitated power.

Gunslingers and their prized weapons, a very
long tradition in the Wasted West, are prime
targets for this power. Each level might add
another die of damage to bullets fired from the
favored gun. Or the power might add accuracy in
the form of +1 to hit per level.

Not all relics need be weapons. Maybe a tale-
teller has found an old mini-cam, and when he
comes back from the dead, it gains the ability to
show ghosts or other spirits. Or maybe someone
who's about to die appears in black and white.
The creepier the power, especially when it
comes to things other than weapons, the
better!

- The possibilities are endless. If you
have a good idea for your Harrowed's relic,
it over with your Marshal. Together,
> #wo of you should be able to come up
with something that is powerful and

but-still bala igh
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nal accomplishments. A

at automatically hits

might be fun for a while,
win with a gimmick like

i¢ major drawback with relics

hat they can be lost or stolen. Worse vet,
they might even be used against the hero. And
for some strange reason, a relic can always kill
the person it was empowered by, regardless of
immunities or the normal damage rules for
Harrowed (treat your hero just like a normal
brainer). A pistol that shot its Harrowed maker
in the gut, for instance, could kill him again,
even though it's not a head shot.

Such is the way of the mad Hunting Grounds,
where the powers of these awesome artifacts are
forged.

If the relic is ever truly lost, the Marshal
should allow you to work on recreating it
somehow. The best way is for your hero to pick
up a similar item and start using it constantly.
Eventually, the gadget attunes itself to your hero,
and you're back in business. The Marshal has
the final call, but by and large, a replacement
relic gains +1 power level per month until it
reaches your hero's former level.

Pawers _o""' the Dead

Soul Eater

Speed: 1

Duration: Special

Dispositions: Ailin, arcane background, aura o’
dedth, greedy, grim servant o’ death, hankerin’,
mark o' the devil, sand, self-righleous,
unnatural appetite, yearnin’

Soul eater is one of the undead's cruelest
weapons. The Harrowed grasps her victim by the
throat and squeezes as if trying to choke him. In
a heartbeat, the victim’s life force is drawn from
his body and consumed by the Harrowed's
hungry manitou.

A soul eating undead must first get at least
one raise on an opposed fightin’ brawlin’ roll
against the target. When she does, she has the
victim by the throal and can begin to drain out
his life force.

Performing the actual draining is an opposed
Spirit roll between the Harrowed and the victim.
{If the manitou is in charge, use the manitou’s
Spirit in place of the Harrowed's.)

If the Harrowed is successful, the difference
between the two Spirit rolls is the amount of
wind the Harrowed drains if successful
Otherwise, nothing happens.

'“-\\.\u"mlm 3




powers 0 the Dead

The deader can use the stolen life force to
revilalize herself in some way. As her skill in the
power grows, she has more options to choose
from. The amount of Wind the power steals is
determined by the level of the power the
Harrowed is using.

The Harrowed can never hold more Wind that
she normally has (she can't have more Wind
than her Wind statistic). She can still steal Wind,
though, even if she doesn't strictly speaking
need it for herself at all.

Excess stolen Wind fades away immediately
and cannot be stored for later use. The Harrowed
can keep stealing wind after a victim reaches
negative Wind, right up until the hapless brainer
dies.

POWBI'

1 Restoration: Stolen wind restores
the undead’s missing Wind on a 1-
for-1 basis.

2 Enhanced Restoration: Stolen

Wind restores the undead's
missing Wind on a i-for-2 basis.

3 Regeneration: Every 5 points of
stolen Wind regenerates a wound
level in one area. This works on
damaged cyber limbs.

4 Enhanced Regeneration: Every 3
points of stolen Wind regenerates
a wound level in one area.

5 Bolster: Every 5 points of stolen
Wwind raises the undead's Strength
by one step. A step of the stolen
Strength is lost every 10 minutes
until it eventually returns to
normal.

Spook

Speed: |

Duration: Instant

Dispositions: Mean as a rattler, “the stare,”
veteran o’ the Wasted West, “the voice.” ugly as
sin

This power gives a Harrowed’s targel a
glimpse into the twisted corridors of his dark
soul, and it ain't a pretty sight.

The deader draws upon the power of the
manitou within to add a creepy element to her:
voice, appearance, and sheer presence. This
opposed test of wills between the Harroweds
overawe and the target's guts.

- unfortunate victim must roll on the Scart

Besides any normal te
results, a target who lose:
must also roll on the Scart Tab
away in the Marshal’s Handbook in Hell on
Earth). The level of the Harrowed's power -
determines the number of dice the

Table.

Scart Dice
1 1d6
2 2dé
3 3de
4 4d6
5 5d6

Stitehin’

Speed: Special

Duration: Permanent

Dispositions: Bad luck, degeneration, heroic,
nerves o’ steel, overconfident, stubborn, thick-
skinned, tough as nails

Undead can heal themselves faster than
ordinary folks. The manitous inside them draw
supernatural energy from the air around them to
stitch up their holes and keep them looking
awful pretty. As pretty as a warmed-over,
strutting corpse can get, anyway.

Stitchin’ allows undead to regenerate their
wounds even faster than the Harrowed normally
can. The rate at which they do so depends on
the level of the power. The time shown on the
table below is how exactly often the undead
with this power can attempt a healing roll.

This power can even be used to reattach
severed limbs and other bits and pieces of an
hombre’s body. The only trick is that the
Harrowed has to be able to lay hands (so to
speak) on the missing piece and hold it to his
body until it heals on to his cadaver. Most
Harrowed use stitches te hold themselves
together until then.

Healing Frequency
1 Every 12 hours

2 Every 6 hours
Every 3.h
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iger with supernatural Quickness
eadlier than a chaingun, and a savage
eightened Strength can put a sharpened
bcap through a cinder block.

“This power raises any one Trait (chosen
hen the power is purchased) by +1 step per
level. The power is tied to a particular Trait,
though a character can have multiple
supernatural traits.

The trait raised should somehow reflect the
character's personality or past. A Templar would
probably gain supernatural Strength or
Quickness, for exampie, while a syker’s
Knowledge or Vigor might be affected.

One way to figure out what Trait might be
affected is to look at the hero's highest Trait.
That's most likely the one he uses all the time. If
50, that’s the one that ought to get raised. A
Doomsayer wants the biggest faith total he can
get, so bump up the stiff's Spirit and watch him
grin.

the De‘ad

Unholy Host

Speed: 5 minutes
Duration: Permanent
Dispositions: Friends in high places, grim

servant o’ death, law man, leadership, mark o’

the devil, rank, renown

You already know that sometimes folks come
back from the dead. What you might not know
is that a special few of them have been known
to bring along a few of their old companions
with them.

And these folks were once dead too.

The only probiem is that the undead cohorts
following the deader about aren't Harrowed
themselves. They're just plain old walkin' dead
looking to make trouble in the world of mortals
the best they can.

The walkin’ dead are ruthless and unwavering
allies, but they're also evii incarnate. They can
cause a hero far more trouble than theyre worth
if he doesn't keep his glazed eyes on them every
second. And they'll certainly do so given an ice
cube’s chance in Death Valley.

The hero doesn’t have a mental link with his
host, but when he gives them orders, they are
bound to follow them. Walkin' dead are clever in
their interpretations, however. Give them an inch,
and they'll leave a slew of bloody corpses for a
mile.

Think of them as devious children
interpreting their orders in the most literal and
harmful way possible.

Other than that, they're completely loyal, and
won't let their champion die if they can help it.
They might let him suffer and may get a good
laugh out of it, but if the hero ever dies, they die
too.

The level of the Harrowed's power determines
how large his host can become, These zombies
den't just appeat. they have to be raised. Just
how most Harrowed raise their host seems to
vary. Some give them a kiss of life. Others
simply open a coffin and say “get up.”
Regardless, it.takes about 5 minutes to get the
corpse up and moving.

tahel

Level

Number




fap

Speed: |
Duration: Instant
Dispositions: mechanically inclined,

This power makes one Hell of a joy buzzer.
The zap power allows a deader to fire a stream
of energy which can stun or knock out living
targets or short out the systems of enemy
cyborgs. This power is only available to cyborg
heroes.

Zapping an opponent is resolved as a ranged
attack. The power has a Range Increment of 0
and uses the shootin® zap Aptitude. The power
has a maximum range of 10 yards per level.

A zap causes a certain number of dice in stun
damage. The die type is determined by the
cyborg’s level in the power. See the Zap Table,
below. The number of dice is determined by the
amount of Wind the can commits to the attack.
Each point of Wind used adds one die to the
attack. You must specify how much wind is
being used before the roll to hit is made. If the
attack misses, the wind is still lost.

If the attack hits, the target must roll his
Vigor against the damage caused by the zap. If
the target wins, the zap has no effect. If the
target loses, he is stunned and loses an amount
of Wind equal to the difference in the rolls.

In addition, if the target was a cyborg, each
raise on the zap roll shorts out a random system
in the affected location for 1dé6 rounds. Your
deader can make called shots with the power
(with the usual modifiers) to increase the
likelihood of hitting a specific system.

This power is most dangerous if it happens to
hit a CPU or Al system. These systems are
particularly susceptible to sudden jolts of
electricity. If it hits a CPU, roll a die for each
program being run or stored in the computer. On
an even result the program is fine. If the die
comes up odd, the program has been trashed. If
the Al gets shorted out, the entire cyborg shuts
down for the specified number of rounds. Roll a
die for the AL If it comes up odd, some circuits
have been scrambled. The deader wakes up with
a new randomly determined rule of engagement.

Die
d4
dé
ds

Level
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- powers are meant to be closely tailored to

Creating New Pow
The powers we've listed in th cl
are but a fraction of the manitous’ p

Both players and Marshals shiould feel fre
to come up with new ones. Harrowed

individual characters. That's why we give
you a list of dispositions with each power—-
to give you a guide as to what kKinds of heroes
are prone to particular abilities.

But we can only do so much without
sneaking into your own living room and coming
up with powers for your characters. So tailor the
powers to your Harrowed heroes as you and the
Marshal see fit. Consider the powers we list as
guidelines or examples, not rules.

We know you've heard this before, especially if
you've played other games, but it's doubly
important when dealing with the Harrowed.

We're talking about the ultimate human
experience here—death. Coming back ought to be
pretty special. And any powers that come from
that ought to be extensions of a character’s
personality, not just 20 new ways to Kkill bad
guys picked out of a book. Anyone can do that.

Balance

When you do design your own powers, try not
to just come up with new weapons. That's all
fine, but anyone can say, “I shoot fireballs from
my eyes that cause 10d20 points of damage.”

Okay, maybe not just anyone would say that,
but you get our point.

Instead of thinking in terms of power first, try
working on it in terms of creepiness. If your new
ability is truly unsettling, you're on the right
path. Once you've got the other players in your
group grinning and shivering, you can sit down
and figure out exactly what it does for you.

Theme
All Harrowed powers draw on certain themes:
death, the manitou, and the Hunting Grounds.
All cyborg-only powers are related to
machinery and technology in some way.
-} you come up with a neat power, you
ﬁed to try to tie it in with one of these
‘ es. Don't just say your Harrowed can
k his arms in the air and fly. We tried
at one ourselves, but in the end just
ldn't see it. What does it have to do




Chapter Foyr:
Cyher Equipment

There's a whole host of high-tech goodies
available for your cyberized deader. Exactly how
many systems your cybernetic warrior can
handle depends on his Spirit, the class of cyborg
you choose to make your deader, and how many
points you are willing to invest.

Free Stuff

All cans start with a certain amount of free
hardware. This equipment was considered
standard issue by most militaries that fielded
cyborgs. Exactly what your deader gets is
determined by the cyborg class you chose for
him during character creation: infiltrator, light
combat, or heavy combat. The combat models
get more equipment, but their Als keep much
tighter contro} of them as a result. As part of
each package you also get some cash to
purchase additional equipment to customize
your deader.

Cramming It In

There's only so much room inside a human
body to place ail of the hardware a cyborg
needs. For our purposes, we call the places in
which equipment can be implanted “mounts.”
Each area of the body has a limited humber o
mounts. This number goes up if a body part48
replaced with a cybernetic replica. The artificial
parts use space more efficiently and are
designed to use modular systems:from the

Take a look at the Mount Table to see how
many mounts are available in each location. The
numbers listed under natural are for body areas
which are still original organic equipment. The
numbers under replacement is for areas which
have been replaced with roomier cybernetic
equivalents.

Once you start buying internal systems for
your deader, you'll need a copy of the Cyborg
Record Sheet we've provided. As you buy each
system, mark it down on a line in the
appropriate body area. There is one line for each
available mount in a location, so if a system
takes up multiple mounts write the system on a
number of lines equal to its mount requirements.
Place a line or write “no effect” on the lines
corresponding to unused mounts. We'll explain
why in just a second.

In combat, these body areas correspond to
results on the hit location chart: head is noggin,
arms are arms, and legs are legs. All guts and
vitals hits go to the torso.

Mouats

Location  Natural Replacement
Head 4 6
7




nipment

Spirit Loss

There's a price to be paid for the power
granted by cyberware. The more a Harrowed's
body is replaced by hardware, the weaker his
soul becomes. This is caused by the gradual
erosion of the deader's sense of identity. Many
heavily-enhanced cyborgs eventually become
little more than robots enslaved to their Als.
This is also the reason the military's
experiments with implanting a Harrowed brain
inside a non-humanoid bedy like a hovertank or
aircraft all failed. The total alienness of the new
body drove all but the strongest-willed test
subjects stark raving mad. Zombie brains
worked, but they were a little hard to control.

In game terms, this means that as a deader
cybers up his Spirit stat drops. Each internal
system has a Spirit listing, this is the number of
Spirit dice that your hero loses when that
system is implanted. The larger and motre
invasive a system is, the more of your deader’s
identity it saps.

This works a little differently then most
Attribute modifiers. Your hero's Spirit loses
individual Coordination levels. Once your
brainer's Spirit Coordination is reduced to zero, it
drops to the next lower die type with a
Coordination equal to its original level. For
instance a 2d12 Spirit that lost 4 dice would go
2d12, 1d12, 2di0, 1d10, 2d8. A 3d12 Spirit losing the
same number of dice would go 3d12, 2d12, 1d12,
3dlo, 2dlo.

Proper Care and Mainteaance

A cyborg with a functioning SRU requires
very little maintenance, but she does
occasionally need to perform some internal
checks, and it's possible for her cyberware to
damaged in combat. Read on and learn.

Power Down
Cyborgs don't need to sleep to keep their
organics from falling apart—the spirit fetter that
keeps the manitou from getting uppity also
provides a constant stream of tissue-regenerating
energy. They do, however, need to shut down their
systems for a self-diagnostic periodically. The
software used to control and monitor a can's
ardware is incredibly complex, and unless it stops
ecaltbrate itself from time to time, errors begin
cp in and eventually a fatal system error can
bring the entire cyborg to a grinding halt-not
-something you want to have happen in the middle
of a firefight.




Each 24 hours that a cyborg goes without
powering down to perform a diagnostic imposes
a cumulative -1 penalty to all actions taken by
the deader—motor control gets sloppy, response
time drops, random system chatter makes it
hard to think, etc. Once the modifier reaches -6,
roll 1d20 each hour. On a 20, the cyborg crashes.
All of the deader's cybernetic systems shut
down for an hour.

Performing a diagnostic takes one hour.
During that time, all of the can’s systems are
shut down, and the Harrowed falls into a light
sleep. As with regular deaders, the Al keeps an
eye on things while the cyborg is out. If
someone tries to sneak up on the hero, she gets
a Cognition roll versus her opponent's sneak to
natice.

Serap Metal

Damage to cyborgs works a little differently
because of all the hardware they've got
crammed inside them—not to mention the fact
that entire portions of their bodies have been
entirely replaced with cybernetics.

The number of wounds caused by an attack
are still calculated and applied normally.
Cybernetic body parts take damage just like
normal body parts—although they're usually a lot
tougher. Once a cybernetic body part has
become maimed it ceases to work (or falls off,
this is the Marshal's call and depends on the
nature of the attack).

Whenever a cyborg suffers wounds to an area
there is a chance that one of the systems in that
location may be damaged. Roll 1d6 and compare
it to the number of wounds inflicted by the
attack. If the die result is less than or equal to
the number of wounds caused to the location, a
random system in that area has been damaged
in addition to the wounds suffered. If the deader
has both internal and external systems in a
location, roll to see which type was hit: odd is
external, even is internal.

To find out which system was hit roll a die of
a type equal to the number of available mounts
in the damaged location. Compare the results to
the mount listings. If a system is listed, that
device has been damaged. If the line says “no
effect,” no system was actually damaged.

Once you've determined which system has
been damaged, roll another dé and add the
number of wounds caused by the attack. On
result of 1to 5, the system has been disabled:f
that many rounds. On a 6 or higher, the system
has actually been knocked out, it must be .
replaced or repaired with the SRU. i

Cyber Equipment

- influence there is just too strong. What
this means is that your deader’s manitou

Ashe's deader takes a
wound to his cybernetic
houses a brain mole unit a
spur. He rolls 1dé and gets a 2. Since
this is less than the number of woun
levels inflicted by the attack (3), one
these systems has potentially been
damaged. His arm has 6 mounts, of
which two are filled by systems. He rolls
1d6 to determine what was damaged. He
get a 2, indicating his blade spur has
been hit. If Ashe had rolled a 3 or higher
he would have gotten off scot free
because these mounts are empty. Next he
rolls another 1dé to see how bad it is. He
gets another 2, and adds 3 for the
number of wounds caused by the attack.
The total of 5 means his blade spur is
knocked out for 5 rounds. Luckily, Ashe
also owns a gun.

Unfettered

A maiming wound to the noggin Kills a
cyborg just as dead as any other Harrowed
(which is why many of them have some sort of
armor on their skulis). A non-killing shot to the
head can just make the can'’s life a literal
unliving Hell. That's because a cyborg's spirit
fetter is mounted amongst all of that gray stuff
that fills the space between his ears—the
scientists still haven't found a way to replace
that.

Whenever a cyborg gets clocked upside of the
head, the spirit fetter is one of the systems that
might potentially be damaged. If that happens,
the outcome of the damage is a little different
from that caused to other cyber systems. Roll
1dé as normal, adding the wound levels to the
roll, to determine how badly the fetter was hit.
On a 6 or better the fetter is destroyed and the
can is now an ex-cyborg—that means dead,
friend.

On a result of 1to 5, the fetter is merely
damaged (although your brainer may wish he
were dead). Unfortunately, the spirit fetler is
the one piece of a cyborg’s equipment
that the SRU can't repair—the manitou's

s to come out and play—and it's not
oing to be in a good mood.
our deader picks up the unfetlern
level:



e amount of energy it
ound. It's important to know
ain your deader has available.
Cyborg Record Sheet has a space
provided along the bottom of the sheet to keep
track of how much energy your deader has
available to her. Figure out the Drain of the
systems your cyborg leaves running at all times
and place a paper clip on the Drain Track to
show this. These are usually systems like cyber
limbs, Samson units, eyeballs, and the like. In an
emergency your deader can shut some of these
systems down to get more energy, but she
obviously won't get any of their benefits while
theyre deactivated.

Surplys Drain

The Drain above this paper clip, up to your
manitou’s Spirit die, is how much of a surplus
you hero has available for other things like
powering weapons, overloading systems, and so
on. You can use more than this amount, but this
is considered an Overload. See page 58 for the
risks involved. As you spend this surplus energy,
use a second paper clip to keep track. This
surplus energy is refreshed each round.

Spirit Capacitor Banks

There's also a space on the right side of the
sheet for keeping track of the amount of energy
stored in any spirit capacitor banks your can
has. These are special systems which can
actually store some of your cyborg’s excess
energy. These Drain points can be spent in
addition to your normal surplus, but they take a
while to recharge, so spend them carefully. Take
a look on page 101 for all the details.

Power Control
Turning systems on and off requires only a
mental command. This is considered a simple
action. Your deader can turn one system on
or off on each of her actions with no
penalty. Flipping the switch on more than
one system at a time takes a iittle more
concentration and takes a full action.

yipment

Internal Systems

Internal systems are exactly that: devices
implanted inside your deader’s body. Each of
these systems has a few common
characteristics. Let's take a look and see what
they mean:

Cost is how much the system is worth in
barter. it's also used when purchasing equipment
for a new character. Most of these systems cost
millions of dollars before the war, but now there
is only a small group who can use them and an
even smaller number of people who can implant
them properly, so their real value is much less
than that.

Type designates whether the device is an
integral or modular system. Integral systems
require radical surgery to implant or are built so
tightly into other components that removing the
system is difficult. In game terms, if your hero
has an integral system, he’s stuck with it unless
he can find a qualified cyber-surgeon or junker
who can remove it. Modular systems were built
to be removable and can be popped in and out
with a Fair (5) tinkerin’ roll and 15 minutes of
work.

As we mentioned above, Spirit Loss is the
number of Spirit dice your hero loses due to the
implantation of the system. Not all systems
cause Spirit loss, only those that require the
surgeon to hack off a big chunk of your
deader's body or take over certain body
functions.

Mounts is the number of mounting locations
the system uses up inside your deader’s corpse.
Your cyborg must have this number of mounts
available in the location for the system to be
successfully installed.

Drain is the amount of energy the system
requires while activated. Unless it says
otherwise, this amount of energy is required
every round that the device is powered up. This
normally comes from your hero’s manitou, but it
can also come from junker spirit batteries and
other arcane sources. Alternate energy sources
are discussed on page 109.

Mounting location lists the body area in which
the system must be mounted. Not all systems

have a required mounting location.

Some systems also have an overload section
he end of their description. The performance
se systems can be increased or altered by
pi tra energy into them at the risk of

damagmg & equipment. See page 58 for details

on overlo



Antenna
Cost: $3000
Type: Modular
Spirit Loss: None
Mounts: |
Drain: 1
Mount Location: Any

This system implants a thin, telescopic fiber-
optic antenna at the selected location. The
antenna is wired into the cyborg's optic nerves,
allowing the deader to see through the antenna.
The visual feed from the antenna normally
appears as a small picture in one corner of the
cyborg’s vision, but it can be expanded o a full
screen view when desired.

when activated, the antenna can be extended
up to three feet. The antenna is flexible and can
be maneuvered to look around corners, under
doors, in pipes, and so on. Activating or
retracting the antenna is a simple action.

The basic system gives the equivalent of
normal vision. Low-light capability can be added
to the system for an additional $1000.

Balante Booster
Cost: $8000
Type: Integral
Spirit Loss: |
Mounts: 2
Drain: 2
Mount Location: Torso

A balance sysiem implants small gyroscopes
in locations within a deader’s torso. They are
linked to a central processor that helps the
cyborg maintain an even keel. This increases the
can’s Nimbleness die type by 2 levels.

Big fars

Cost: $4000

Type: Integral

Spirit Loss: 0

Mounts: 1

Drain: 1

Mount Location: Head
It's hard to talk about a can behind his back

when he's equipped with one of these units. A

big cars unit adds retractable baffles behind the

deader's ears and links them to a processor

which filters and analyzes all incoming sound
The unit can be used with the baffles

retracted or deployed. With the baffles retracte

the unit gives the deader a +2 bonus to all

Cognition checks made in situations in which

hearing is a factor. With the baffies open, th

bonus increases to +4, but it's obvious to anyone

looking that the deader is more than human.

-
]
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In addition, the deader can focus the baffles
into a parabolic mike. This allows your can Lo
hear any noise of whisper volume or higher out
to about 200 yards directly in front of him. While
doing this, the cyborg suffers a -4 penalty to all
rolls made to notice noises behind him.

The baffles cannot normally be deployed if
the can is wearing a heimet. The helmets of all
cyborg armors can be modified for this system
with retractable ear flaps for an additional $500.
If your cyborg also has a CPU system, he can
record and save any sounds he hears. One slug
of storage can hold about 2000 hours of high-
quality sound recordings.

Brain Mole

Cost: $4000
Type: Modular
Spirit Loss: None
Mounts: |
Prain: |
bunt Location: Any

" someé

performiné field i
into captured,



has a short cable, usually stored in a small,
subdermal compartment that can be plugged
into any standard data jack or attached directly
to the surface of a processor. The system can be
used against Combine headbanger chips. These
normally have a rating of 4d10.

Once plugged into another system, the brain
mole goes to work disabling any defenses the
target computer may have. This is usually the
computer’s security software (see page 108 for a
description), but cyborgs can also defend
themselves with their Spirit Attributes.

Defeating a target's security requires a contest
of the brain mole’s Smarts versus the target’s
defense. The brain mole's Smarts is equal to that

of the user, increased by two die types. The
target’s first line of defense is its security
program rating. Roll the contest on the
cyborg's first action of each round. If the
target wins with a raise, the brain mole has
been kicked out of the system and cannot
try again for another hour. If the brain mol
wins with a raise, it has bypassed the
h

ipment

If your deader is trying to break into an Al or
cyborg, once he gets past the security program,
he still needs to beat back the mind in the
machine. This requires another contest of the
brain mole’s Smarts versus the Al or cyborg's
Spirit. Once again, one side or the other must
win the contest with a raise to succeed. If the
brain mole wins, your deader can rummage
around inside the target’s mind for 10 minutes
before his victim recovers enough to put up a
fight again.

Command & Coatrol
Cost: $10,000

Type: Modular

Spirit Loss: None
Mounts: 2

Drain: 3

Mount Location: Torso

Command & control units were installed in
cyborgs in leadership positions to assist with
tactical control on the battlefield and to help
them keep their troops in line. Your deader must
have the rank advantage (see page 55} to
purchase this system. He must also have a
working radio system for the unit to function.

C&C units allowed cyborg commanders to
keep track of the big picture on the battlefield.
The system could display information about any
can under a commander's control: energy ievel,
Al confiicts, damage level, even what the cyborg
was seeing, hearing, and so on. This last feature
was one of the most popular ones, commanders
could use it to get a view of the battlefield from
their subordinates’ positions and cut down on a
lot of back and forth radio chatter. All of the
information displayed by the C&C unit can be
displayed on the user’'s HUD.

The second use of the C&C unit was to issue
orders to the troops. A cyborg with one of these
devices can add new rules of engagement to any
can of the same service and of lower rank. The Al
enforces these rules as vigorously as it does any
other. It can also be used to remove rules, but this
requires the ranking cyborg to win a contest of
Spirit against the lower rank deader's AL

The C&C unit can also be used to disable
individual systems of a lower ranking cyborg
from the same armed forces, or shut him down

completely. If the can doesn't resist, this happens
gutomatically. If he does resist, a contest of

its is needed to decide the question. The
f#anking cyborg can engage the pain
ting power of the other cyborg’s Al if he
hooses. He may inflict any modifier between -1
and -6 on.th




Chameleoa

Cost: $500/location

Type: Integral

Spirit Loss: None
Mounts: I in each location
Drain: |

Mount Location: Any

This device was most commonly used by
infiltrators and light combat cyborgs assigned to
scouting duties.

The chameleon system installs small,
electrically sensitive chemical packs and tiny
optical sensors just below a deader’s skin. When
the system is activated, the packs change color
to imitate their surroundings. This gives the
cyborg a +4 bonus to all sneakin’rolls that
involve sight. This bonus doesn't apply. of
course, if the majority of a deader's skin is
covered. At least half of the can's skin must be
visible to gain the bonus.

The chameleon unit can display more than
just camouflage patterns. It can be used to
imitate nearly any discoloration of the skin like
birthmarks, tattoos, freckles, bruises, and liver
spots. It’s often used together with a facemaker
system to make a more convincing disguise.

Many cyborgs don't have this system installed
in all locations. It's common for a cyborg to only
have this system in his arms, torso, and head.

cru

Cost: Varies

Type: Modular

Spirit Loss: None
Mounts: 1

Drain: 2

Mount Location: Head

This system adds some computing power for
the deader's personal use (the Al won't share its
circuits, it’s afraid that the cyborg might try to
pull a fast one). Your hero can use this system to
run programs, store data, and play video games.
This system is wired into the deader’s brain, and
actually uses portions of it for storage and
processing.

The CPU system has three main components:
the processor, information storage, and input/
output devices. The prices for all of these
components is shown on the CPU Table.

The processor determines how many
programs and databases the cyborg can have
open at once. Each possible processor has a
slug rating. This is the number of slug's wo.

programs it can run. Each program (see page 108}

has a slug size. The computer can.gunany

‘things, a cyborg can't use an inter

its slug rating. These pr
pulled off a data slug, or calie
storage. Because the compute
portions of the deader’s brai roce:
nal
processor with more slugs of processing
power than his Smarts die type.

The CPU's storage is rated by the number
of slugs of data it can hold. Each slug is
approximately a terabyte of info {roughly
equivalent to about 2000 present-day CDs). Each
slug of storage can hold a full slug of raw data
or store one slug of program. Because the
system uses some of the deader’s brain for
storage, a cyborg can't have more slugs of
storage than his Knowledge die type.

whenever a CPU unit is damaged, roll 1d20
against the number of slug's worth of data and
programs it has stored. If the result is less than
or equal to this amount, a random program or
database is corrupted and destroyed. The SRU
cannot repair a damaged program.

A can has a number of options for inputting
and outputting data. As far as input goes, all
sensory data can be recorded and stored. Data
can also be entered by data jack, radio, or slug
reader.

A slug reader can be purchased as part of the
CPU system. It can read standard data slugs and
can have up to 3 slug ports. Programs can be
downloaded into memory or run directly off an
inserted slug.

The slug reader can be mounted in any body
location and should be recorded on the cyborg’s
sheet as a separate system. If the reader is ever
damaged, roll 1d4 against the number of slugs
currently plugged into it. If the result is less than
or equal to this number, one randomly selected
slug is destroyed. The SRU cannot repair
damaged slugs.

Data can be output to the deader's HUD.
through a holographic cyber eye {see page 90),
datajack, or radio, or to a blank data slug.

_ gp{]

Component Price
CPU $1000/5lug
Storage $500/slug
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Cyber Arin
Cost: $3000

Type: Integral

Spirit Loss: 2

Mounts: None

Drain: |

Mount Location: Arm (duh)

This system replaces a deader’s arm with a
cybernetic replacement. This replacement
functions in much the same way as a normal
arm. It has the same Strength and Deftness as
the arm the cyborg had before the implant
surgery.

The arm is different in a couple of important
ways, though. It has more room for additional
internal systems—8 mounts instead of 6. 1t is
also more resistant to damage. The materials
used Lo make its outer shell are tough,
giving it the equivalent of -4 light armor.

A basic cyber arm can usually be spotted
as such fairly easy. Anyone looking at it
can tell it's artificial with a Fair (5)
Cognition roll. Altering the arm to match it

) Ly.by.al

spotted unless the person examining it has a
reason to believe it's not real. Even then, it takes
a Hard (9) Cognition roll to be sure. The TN for
rolls to spot an artificial limb drop by 1 for each
wound the limb has taken. It's hard to convince
people that your arm is real when sparks and
burnt wires are coming out of it.

Cyher fye

Cost: $2000/basic eye
Type: Modular

Spirit Loss: 1/eye
Mounts: 1 eye

Drain: l/eye

Mount Location: Head

There are nearly as many types of cyber
eyeballs as there are cyborgs. Well, maybe not,
but there are a lot of them.

Each eyeball can have two functions in it in
addition to basic vision. A basic eyeball costs
$2000. Each function added to it increases the
cost. The exact amount added depends on the
function.

If a cyborg is equipped with a CPU system, he
can record and save anything he sees through a
cybernetic eye. One slug of storage can store
roughly 500 hours of high-quality motion
pictures.

The possible functions are:

Electromagnetic: This option can see
electromagnetic waves and magnetic fields.
Objects giving off these types of energy glow
brightly. This makes it possible for the cyborg to
see power lines inside walls, follow radic waves
back to their source, and locale utility lines
before digging.

Holographic: The eyeball can actually serve
as a holographic projector. It can project any
image stored in the cyborg's brain up to 10 yards
away. The maximum image size is a cube
roughly 6 on a side.

Laser Sight: The eyeball is equipped with a
small, but powerful laser generator. The beam
isn’t strong enough te cause any damage. The
laser has a variety of uses. It can be used as a
pointing device, to measure ranges down to the
nearest millimeter (deadly with a targeting
computer or GPS and artillery), or to guide smart
weapons onto their targets. When used to guide
weapons, the laser has a Speed of 1 and Range

dgncrement of 100 yards.

ght enhancement: This option increases
: light gathering capability. This allows
he cyborg to see in darkened conditions and
es penalties due to low light conditions.
not work in total darkness.



Spirit Vision: This function can see dimly
into the spirit realm. It can see spirits, magical
auras, and other things normally invisibie to the
naked eye. Check out the rules for drinking
spook juice in The Wasted West for more details
oh what can be seen. This option takes up more
room than the others and can be the only
function in an eyeball.

Telescopic: This option allows your cyborg
to zoom in on the action. The most common
telescopic eyeballs were 16x.

Thermal Imaging: This option sees objects
by the infrared energy they give off. Hot objecls
are brighter than cold objects. Warm objects like
running vehicles and human bodies have a halo
of heat around them that makes it possible to
spot them even when they are obscured by
COVer.

wide Angle: The eyeball is equipped with
extra light receptors that allow it to see a much
wider arc than normal. The cyborg's peripheral
vision is extended. He can see up to 30" behind
him on either side.

Option

Cost
Electromagnetic $2500
Holographic $1500
Laser Sight $2000
Light Enhancement  $2000
Spirit Vision $5000
Thermal Imaging $2000
Telescopic $1500
Wide Angle $3000

Cyber Hand

Cost: Varies
Type: Modular
Spirit Loss: 1
Mounts: |
Drain: Varies
Mount Location: Arm
Rather than replacing an entire arm, some
deaders only had a hand replaced. Others
replaced the standard hand that was part of
their cybernetic arms with special purpose
hands.
There are a number of different hand types
available: ‘
Buzzsaw: This hand is about as subtle as a
nuclear weapon, but it gets the job done. Th
deader's hand is replaced with a spinning saw

blade. The blade has a Speed of } does Strength

+2d10 damage, and has a DB of +L

Cyher Equinmzentﬁ ‘

Grapple: These hands wet
in the Maze, cyborgs usgd the cal
the sheer sides of the mesas there. A
grapple hand is detachable. It's mounte:
on the end of a small air cannon an
attached to the arm by a thin alloy cable
100 yards long and capable of supporting
1000 pounds.

The hand has a Speed of 1. a Range
Increment of 10 and does 2d6 damage when
hitting a target. It can be fired at any location or
target within 100 yards of the cyborg. If the shot
misses, use the grenade deviation rules to
determine where it lands.

Once fired, the hand can crawl on each of the
cyborg’s actions with a Pace of 4 or it can latch
onto something and be retrieved by the winch
attached to the cable. The winch retrieves the
hand at the rate of 10 yards per round.

Grip: Talk about your killer handshakes! The
synthetic bones in this hand were designed to
lock in place on command and are attached to
heavy duty servos. This increases the cyborg's
effective Strength die type by two steps for the
purposes of gripping things. In addition, the
cyborg can spend an action locking the hand.
Once locked, the hand can only be removed
from the object it's gripping if the cyborg let’s go
or the hand is destroyed.

Infiltrator: The skin on this hand is
completely smooth. Beneath the skin is a special
gel which can be shaped with an electrical
current. The cyborg's skin can be set to imitate
the fingerprints of any person for which a set is
stored in memory. A new set can be committed
to memory by studying a person’s hand or a
picture of their fingerprints for 10 minutes and
making a Hard (9) Cognition roll.

Light Fingered: These hands have four times
the normal number of sensors embedded in
them. This gives the cyborg a heightened sense
of touch and imparts a +4 modifier to rolls to do
anything which require precision and a light
touch. Lockpicking, micro-surgery, and Jenga are
some examples.
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Cost Drain
UzZzsaw $2000 2
Grapple $5000 1 (2 while




Mount Location: Leg

This system replaces one of the Harrowed's
-legs with a spiffy titanium and ghost steel one.
i Just as with arms, the basic leg functions just

like the limb it replaced. It has the same stats
as the deader’s old leg, provides light armor -4,
and has 8 mount locations instead of 6. Also
like an arm, it can be disguised. This costs an
extra $1000.

Overload: Normal cyber legs not equipped
with high-speed pistons (see below) can be
overloaded to increase the can's Pace. Each extra
point of Drain channeled into the legs increases
the deader’'s Pace by 6.

There are a few options which can be built
into a cyber leg. It's possible to have both of the
following options built into the same legs:

High-Pressure Pistons: Legs with high-
pressure pistons were desighed for jumping and
leaping. For each extra point of Drain channeled
into the pistons, a cyborg with this option can
jump & vertically, long jump 10" from a standing
slarl, and 30" horizontally frem a running start.
Two points of Drain, for instance, would allow a
deader to jump 10 feet vertically or 20’
horizontally. This option costs $1500 per leg and
must be installed in both legs to function
correctly.

High-Speed Pistons: These legs were built
for speed. Each extra point of Drain channeled
into the legs increases the cyborg’s Pace by 12.
This option costs $2000 per leg and must be
installed in both legs to function properly.

Cyher Scanaer
Cost: $5000

Type: Modular
Spirit Loss: None
Mounts: ]

Drain: 2

Mount Location: Any

Somelimes it's good to know what you're

up against. The cyber scanner uses arcane
energy to probe the target's body and
identify any cybernetic systems it finds. It

has a range of 20 yards.

If the roll succeeds, the can doing the scanning
identifies one system, determined at random, in
the target deader for every 5 points he got on
his roll. Continued scanning reveals new systems
each time the scanner makes a successfui
Smarts roll.

If the deader doing the scanning has any type
of cyber eye, the scanner can highlight the
location of systems found in another cyborg.
Many cyborgs use this feature to make sure they
don't damage anything important when they get
into a fight with another of their kind.

An arcane shield (see page 100) can block a
cyber scanner.

Overload: It's possible to turn the setting on
the scanner to broil. Every extra point of Drain
used to power the scanner blasts enough energy
into the target to interfere with the workings of
its systems. Select a system at random and
make an overload roll for it at a -1 for each point
of Drain used to overload the scanner.

Cyher Skull
Cost: $3000
Type: Integral
Spirit Loss: 2
Mounts: None
Drain: 1
Mount Location: Head

This system replaces the deadet's skull with
an oversized ghost steel cranium. Tt houses the
deader’s brain, eyes, and spinal column. The
skull comes with synthetic skin, but there’s no
way anyone is going to mistake a cyborg with
one of these skulls for anything other than what
he is.

The skull's metal housing provides AV 2 for
the deader’s grey matter. This system cannot be
combined with endo-armor.

Cyber Torso
Cost: $6000
Type: Integral
Spirit Loss: 3
Mounts: None
Drain: |
Mount Location: Torso

A cyber torso replaces most of a deader's
chest and abdomen. All of the internal organs
are removed. The rib cage is replaced with a
host steel replica. The original spinal column is
but the bones are laced with ghost steel to
them. The spinal cord and enough
erve and other tissue is retained to maintain

connections with the deader’s other organic

liow them to regenerate.



The new torso has the same stats as the
deader’s old torso, provides light armor -4, and
has 10 mount locations instead of 8. The basic
replacement torso is obviously artificial. It can
be made lifelike for an extra $1000.

Data Jack
Cost: $500
Type: Modular
Spirit Loss: None
Mounts: |
Drain: None
Mount Location: Any
This is a standard data port connection. It
allows your cyborg to plug into computers, other
cyborgs, cyber weapons, and so on—basically
anything with a data jack. The jack includes a
small compartment which holds a 6’ data cable.
Jacks are normally mounted on the cyborg's
surface and they are easy to notice. For an extra
$100, its possible to have the jack recessed and
covered with a small plug made from the
deader’s own skin. Spotting a camouflaged jack
requires an Incredible (11) Cognition roll.

Dexterity Boester
Cost: $10,000
Type: Integral
Spirit Loss: 2
Mounts: 1 in each location
Drain: 2
Mount Location: Both arms and legs, torso

A Dexterity system boosts a deader's eye-
hand {and foot) coordination. A central processor
in the torso is jacked directly into the brainer's
spinal cord and feeds instructions to sub-
processors in the extremities. This increases
your hero's Deftness die type by two levels and
negates the penalty for using the off hand.

Drug Dispeaser
Cost: $5000
Type: Modular
Spirit Loss: None
Mounts: 1(2)
Drain: |
Mount Location: Head or arm
This system combines a small drug nano-
factory with a set of sharp nails or fangs with
which to deliver the toxin. As might be expected:
this system was most popular with infiltrators:
The nails or fangs used to deliver the poisol
have a Speed of 1, DB of 0, and do STR+ld4 #
damage. If the nails or fangs cannot penetrate
the target's Armor, the target is unaffected by
the poison.

Cyher Equipment

The nano-factory can actual
manufacture a humber of differs
if equipped properly. Adding this:
capabilily costs extra for ¢ac adde
and increases the mounts needed by 1 See-
the Toxin Table for the cost of each drug:

Each dose manufactured requires 2
chemical components (see the Jjunkman
Cometh for details) and an hour to make.
The system can store up to 5 different doses
of poison. These formulas only work on living
people. They have absolutely no effect on
deaders.

The possible venoms are:

Antidote: Boring, but it comes first
alphabetically. The unit can manufacture
antidotes to any of the other poisons. Obvicusly,
these need to be injected before the victim
expires.

Delayed Action: This isn't a drug itself. It's
an option which can be used with any of the
other drugs. Delayed-action drugs are
encapsulated in tiny micro-beads which slowly
dissolve in the victim’s bloodstream. When a
dose is manufactured, the cyborg can specify
any period of time from 1 round to 1 year. Once
the specified time elapses, the drug takes effect.

o o
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Heart-Stopper: This drug is a favorite of
assassin’'s everywhere. It induces a massive heart
attack in the victim. Use the rules for a heart
attack found on the Scart Table in the main
rulebook, but the victim’s Vigor rolls are made
against a TN of 13, instead of 9. The drug breaks
down rapidly in the victim's bloodstream and
leaves no discernible traces for nosy
investigators.

Nerve Toxin: This lethal little number is
almost always fatal. Once in the bloodstream,
this drug goes to work on the victim’s nervous
system, causing painful convulsions, foaming at
the mouth, and involuntary emptying of the
bowels and bladder—a really dignified way to go.

As soon as the poison is injected, and al the
beginning of each round thereafter, the
victim must make a Vigor roll against a TN
of 21 If the roll is failed, the poor sod takes
the amount by which the roll was failed as
damage to the guts. should the victim ever’
£ get a raise on his Vigor roll, he has proved
to be somehow naturally resistant to the
amage stops. The intensd
this poison causes a -6

s made by the victim.

Sedative: Once injected with this drug, the
victim must make a Vigor roll against a TN of 2L
Failure means he takes the difference in Wind. If
the drugged person ever goes bust on a roll, he
takes actual damage rather than Wind. A single
dose of this drug puts an average-sized person
out for roughly 4 hours.

Truth Serum: Any brainer taking this drug
must make a Vigor roll against a TN of 13. If she
fails, she suffers a -6 modifier when resisting
any Tests o' Will for the next two hours.

Drug Cost

Antidote $500

Delayed Action $1000

Heart-Stopper $3000

Nerve Toxin $5000

Sedative $1500

Truth Serum $3000
tMP Hardening

Cost: $1000/1ocation
Type: Integral
Spirit Loss: None
Mounts: | in each location
Drain: None
Mount Location: Any

Many of the cyborgs who survived the Last
War made it because they had this system. This
system installs a Faraday cage and other
shielding around the systems in each protected
location. This protects fragile electronics from
the EMP of a nuclear blast or from the
Doomsayer miracle of the same name. The
systems are immune to both of these events. In
addition, the shielding serves as AV 2 against all
other radiation and electricity based attacks.

cndo-armor
Cost: $2000/location
Type: Integral
Spirit Loss: 1/2 per location rounded up.
Mounts: 1 in each location
Drain: None
Mount Location: Any
Endo-armor places a layer of high-tech

:_balhstlc fibers just beneath a cyborg's skin. This

provides Armor 2 to each body location

ipped with it. Unfortunately it's stiff and
TRy Putting ende-armor in either of a cyborg’s
arms lowers the cyborg’s Deftness die by one
step. Installing the stuff in either leg or the torso
drops the can’s Nimbleness die by a step.
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ecurely to the
he cyber replacement
one is also wired into
fetter to provide power for
systems.

nts come in two varieties: light and
‘The heavy hard points have been
‘ﬁfarced with extra bracing to enable them
‘to support heavier loads. They also take up
‘more room within the cyborg for that reason.
Hard points can be installed in any location.
Installing them in an arm or leg adds two hard
points to the limb. A torso installation adds four
hard points. A head installation, fairly rare, adds
a single hardpoint.

Take a look at the external systems. which

start on page 103, to see what can be mounted
on hard points.

Hold-0ut Weapen

Cost: Varies

Type: Modular

Spirit Loss: None

Mounts: |

Drain: Varies/shot

Mount Location: Arm or torso

Hotd-out weapons are most common among
infiltrator and light combat models. This system
implants a short-barreled, ranged weapon in
either the cyborg’s arm or torso. The gun is
completely hidden from sight unless deployed to
fire. It takes an action to activate the weapon
and make it ready to fire.

There are three varieties of hold-out weapons:
cartridge, rail gun, and plasma. All three have a
Speed of 1, and a Range Increment of 10. Their
other stats vary by type. Take a look at the
Hold-Out Table

For the cartridge and rail gun hold-outs,
additional magazines of ammo can be purchased
for $200 each. Each magazine holds as much
ammo as the weapon's integral magazine and
uses up a mount location. The magazine must
be mounted in the same body location as the

weapon. It takes one action to switch from
one magazine to another.

Many cyborgs load each magazine with a
different type of ammunition and switch
between them as needed. The cartridge hold
out uses standard 10mm cartridges and can

fires a special 4mm slug available in
f . Lo

fire any variety of this round. The rail gun

jipment

Overload: The effects of overloading this
weapon depend on the type. Each extra point of
Drain spent on the cartridge version increases
its ROF by 1. Each extra point spent on the rail
gun hold-out increases the shot's AP value by +1
for standard rounds. or increases the frangible
round’'s damage by +1 Each extra Drain spent on
the plasma weapon increases the shot's Burst
Radius by 1 yard (it starts with a Burst Radius of
o).

Hnld Out

Weapon Drain Cost Damage Ammeo
Cartridge 1 $1000 3dé 30
Rail gun 2 $1500 2d12 50
Plasma 3 $2500 448 NA
Infiltrator

Cost: $5000

Type: Integral

Spirit Loss: 1

Mounts: 1/limb and head, 2 in torso
Drain: 1

Mount Location: All

As you might guess from the name, this
system is the bread and butter of infiltrator
cyborgs. Light cyborgs that were frequently
deployed in civilian areas also often had this
system.

The infiltrator system allows a cyborg to pass
as human. It ensures that the deader exhibits all
the behaviors of a living person. It gives the
Harrowed a pulse, a simulated heartbeat, makes
sure he breathes and blinks, even circulates
“blood” so the deader bleeds when injured. This
synthetic blood has a preservative and
deodorant in it which masks the Harrowed’s
smell.

The system only has a limited supply of this
blood, but it can synthesize more. Whenever
your can takes “bleeding” damage equal to his
Wind, he's running low. Eating 2 pounds of raw,
red meat provides enough raw material to
replenish the supply.

Anyone viewing a cyborg with an operationai
infiltrator system should be unable to tell the
cyborg is not entirely human, unless the deader
has given the person some reason to suspect
Ptherwise. Even then it takes a scrutinize roll
ginst a TN of 15 to discover the truth. The
may modify this TN if your can is
ways that reveal his true nature, like
to fight on after taking enough
bull rhino.



The exception to this is people with medical
training. Any person with the medicine Aptitude
who attempts to treat a cyborg's wounds needs
to only roll against a Hard (9) TN minus the
deader’'s highest wound level.

Lightning Bolt Cannoa
Cost: $3000

Type: Modular

Spirit Loss: None
Mounts: 2

Drain: 2/die

Mount Location: Arm

The lightning bolt cannon unleashes a
crackling arc of electrical energy at its target.
This weapon was designed for use against
enemy cyborgs and automatons, but it fries
living people pretty well, too.

The cannon is short-ranged but potent. Every
point of Drain pumped into it does 1d8 damage.
Against living creatures, this is actual, wound-
causing damage. When used against automatons
or cyborgs and other electronic opponents, the
target must make a Vigor roll against the
damage total. Failure means that the target is
stunned for a number of actions equal to the
amount by which the roll was missed. In
addition, cyborgs have one randomly determined
system knocked out for 1d6 rounds in the
affected body area for every 6 Wind they take.

The cannon has a Speed of 1 and a Range
Increment of 5.

Power Focys

Cost: $1000/1evel

Type: Modular

Spirit Loss: 1

Mounts: 1

Drain: Varies

Mount Location: Torso

A power focus allows a cyborg to develop new
Harrowed powers or use pre-existing ones. This
device draws raw arcane energy from the spirit
fetter and makes it available for your deader to
play with.

Power foci are rated in levels based on the
amount of energy they can handle. The
maximum rating is five. These levels correspond
to the five levels of Harrowed powers. A deader
can only use any powers he knows at the level -
of his power focus or less, even if he knows th
power at a higher level.

The Drain of the focus is equal to the lew
the power being used. Your hero can choose
use a power at a level lower than he knows it'to
save enhergy.

- The reverse is also true, junker spirit
‘batieries can provide extra power for a

Pawer Jack

Cost: $500

Type: Modular

Spirit Loss: None
Mounts: 1

Drain: None

Mount Location: Any

A power jack allows a cyborg to power
external devices which are not attached to her
via a hard point. The power jack includes a
small, hidden compartment containing a 6’
power cable.

This system was originally designed to power
weapons and other external equipment, but
since the end of the Last War and the rise of
junker magic, it was discovered that a
cyborg’s manitou energy could also power
junker devices plugged into a power jack.

yborg's onboard systems through a
Dwer jack.
Check out page 109 for more




Drain: Varies
Mount Location: Torso
This unit is bulkier than some, but it’s hard
4 to sneak up on a deader with one. It sweeps a
* 360" area around the cyborg, building a picture
of the objects around her with radio waves.

The unit has two modes: active and passive. In
active mode the sel transmits energy that allows
the cyborg to see his surroundings. The
maximum distance the deader can see depends
on how much energy she pumps into the unit.
Check out the Radar Range Table. Jammers and
other ECM units must roll versus the cyborgs
Cognition. If the can wins, he has seen through
the jamming.

In passive mode, the unit can be used te
locate the position of other transmitting radar
and radio sets. This requires a Cognition roll.
The exact TN for this roll is up to the Marshal
and depends on the distance to the transmitter,
the strength of the signal, and so on.

ipment

Overload: By spending twice the normal
Drain for a given range, the radar unit can be
used as a jammer with a rating equal to the
cybeorg's Smarts. Any radar set within range of
the jammer must win a contest of its rating
versus the cyborg's Smarts.

Drain Range
2 500 yards
4 1 mile
6 5 miles

Radio
Cost: $1000
Type: Modular
Spirit Loss: None
Mounts: |
Drain: |
Mount Location: Any

This is a high-tech piece of communications
hardware. It has 40 channels and is capable of
scrambled, tight beam, and burst transmission.
Under normal conditions the set has a range of
100 miles. When used in tight-beam mode, the
range is extended to 500 miles, but the
transmitter must be pointed directly at the
receiver for this to work. The set can reach
orbital satellites in this mode.

For details on radios, see The Wasted West.
Overload: When overloaded. the transmitter
can be used to jam radio communications within
a 50-yard radius by broadcasting on all channels

at once. Each exira point of Drain beyond the
first increases the radius of the jammed area by
an additional 50 yards.

Reflex Boaster
Cost: $10.000
Type: Integral
Spirit Loss: 2
Mounts: 1/location
Drain: 2
Mount Location: Any

A reflex booster bypasses most of a cyborg's
undead nervous system with high-speed optical
fibers. Your hero's Quickness die type is
increased by two steps.
Overload: Extra Drain can be allotted to this
m to overclock the processor and speed
s up even further. Each extra point of Drain
spent on the reflex booster allows your hero to
trade in one of his action cards for another.
You're still stuck with black jokers, though.

Posse: 98



Samson

Cost: $1000/location

Type: Integral

Spirit Loss: 2

Slots: 2 in each body location except head
Drain: 2

Mount Location: All but head

This system adds heavy-duty servos, pistons,
and joint actuators to the cyborg’s body,
augmenting the strength of the Harrowed's dead
flesh.

The Samson unit takes up 2 mounts in each
body area in which it is installed. Most pre-war
cyborgs with this system had it installed in all
locations except the head (it's only necessary
there if you want to bite or headbutt someone
with exceptional strength). Uneven installations
simply caused too many coordination problems--
not to mention the cyborgs who injured
themselves lifting things with their cyber arms
that their unenhanced backs and legs couldn't
support.

The basic system gives the cyborg a Strength
of di2+4. Use the hero’s natural Strength
Coordination.

If the Samson unit ever loses power, the
cyborg's Strength drops three die types and his
Deftness and Nimbleness both drop a single die
type until power is restored.

Overload: Each extra point of Drain pumped
into the unit increases the cyborg's Strength die
type by one level over and above the normal
bonus granted by the system.

Self Repair Unit

Cost: $20,000

Type: Integral

Spirit Loss: |

Mounts: 2

Drain: Special

Mount Location: Torso

The SRU is one of the most important pieces
of equipment a cyborg has. All pre-war cyborgs
have one.

The self repair unit uses the arcane energy
supplied by the manitou to repair a cyborg'’s
damaged systems. It does this in much the same
way as junkers build their devices: it transforms -
parts that are kind of like those needed to make -
repairs into the exact parts that are needed. Not ..
only that, but it automatically installs them, to
without one of these devices, a cyborg could.!
not make quick field repairs. After 13.years ©
little maintenance, most cans would have been
disabled by their systems failing due to age and
neglect. :

Before a cyborg ¢ R
repair damage, he must have some
parts. Just to keep things simple,
spare parts use the same categories '
components for junker devices: electronic,
mechanical, and structural. They are fourn
in the same way also. Check out the
scroungin’ rules in Chapter 2 of the
Junkman Cometh or Chapter 8 of the Hell o
Earth rulebook for details. When scrounging
on the body of a disabled cyborg add +4 to the
scroungin’ roll.

The number of components required depends
on what type of damage is being repaired. If
wounds to a cybernetic body replacement like
an arm, leg, or torso are being fixed, one
mechanical and one structural are needed per
wound level repaired. If a disabled internal
system is being fixed, one mechanical and one
electronic component are needed. These
components are simply held against the
damaged area and are slowly absorbed as the
repairs take place.

Using the SRU has a Drain of 1 per wound
level healed and takes one minute per wound
level or internal system fixed. The Drain is
continuous throughout the duration of the repair
process. Internal systems that span multiple
body locations must be repaired separately in
each area they are damaged. The SRU can never
heal damage to a cyborg’s organic parts.

SRU's can be equipped with an internal parts
hopper so the cyborg doesn't have to wotry
about pulling out parts in the heat of combat.
Each exira slot allotted to the SRU can store one
component of any type. These components can
be used to repair damage anywhere on the
cyborg's body. New components can be added to
the hopper through a small access door in the
cyborg’'s abdomen.

oOverload: The speed at which systems are
repaired can be increased to one wound level or
system per round by spending double the
amount of Drain needed to perform the repairs.

Ashe just got used as a chew toy by
f a machine gun. He's taken three
wounds to his right arm and two
, wounds to his torso. In addition, his
Samson unit in both areas was
knocked out. That's a total of 5
“wound levels and 2 systems. To repair
.all of the damage, Ashe needs 2
h and 5




Drain: Varies

Mount Location: Torso
¥ Energy shields come in a number of

‘ varieties, but they all have one thing in
common: they’re all energy hogs.

All shields create a protective barrier just
large enough to surround the cyborg and the
equipment on his body. This barrier stops
attacks moving both in and out of the shield—
that's a problem if your deader wants to deal
some damage while his shield is activated. If
your can is using any weapon which is linked to
him through a data jack, power jack, or hard
point, he's in good shape. The shield’'s processor
automatically creates a split-second gap in the
shield to allow the attack through. If your
deader is using a weapon without a link, it’s
attack can only pass through the shield if it's of
a type not blocked by the shield, a laser through
a kinetic shield for instance, or if the weapon
has been equipped with a shield synchronizer.

_-\__ Ny
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It takes an action to activate or deactivate a
shield.

There are four types of shields:

Kinetic: This is the most basic shield. It
provides protection against attacks which cause
damage through kinetic energy—projectiles and
melee weapons. The shield provides | level of
Armor against such attacks for each 2 points of
Drain allotted to the shield

Energy: These shields provide protection
against both kinetic and energy attacks like
lasers and plasma weapons. These shields
provide 1 level of Armor for every 4 points of
Drain used.

Arcane: This is the most powerful of the
shields, it protects against physical, energy, and
magical attacks. It provides 1 level of Armor for
every 3 points of energy supplied. In addition to
stopping damage from magical attacks, it also
stops other, hon-damaging powers from affecting
the cyborg. Each time someone tries to use an
arcane power on your deader roll 1d20 against a
10 plus the amount of Drain currently being used
by the shield. If the roll is less than or equal to
this total, the power is blocked. A roll of 20
always fails to block an attack regardless of
how much energy is being pumped into the
shield.

f Ashe’s hero is spending 6 Drain a

round on his arcane shield. An enemy
syker attempts to use “The Paralyzer” on
him. On a 1d20 roll of 16 or less, the
power fails to work.

Mind: This is a special purpose arcane shield
Instead of protecting the cyborg’s entire body, it
protects only his skull against arcane powers.
These units were used extensively by infiltrator
units to prevent their minds from being probed
by sykers or the black magic of cultists. These
work in the same way as an arcane shield, but
each peint of energy spent on the shield
increases the TN for the d20 roli by 2 peints.

These shields also give the deader a rough
idea of which direction a blocked attack came
from.

Shield Drain Cost

Kinetic 2/AV $2000
Energy 4/ AV $5000
 Arcane /A $10,000
. Mind 1/+2 TN $7500



Cyhe

Shocker

Cost: $5000

Type: Modular

Spirit Loss: None
Mounts: }

Drain: 1-3

Mount Location: Torso

Shocker units were first developed by the
Northern Alliance. They first saw use when anti-
war riots broke out in Washington D.C. in 2080.
Cyborgs equipped with these devices were sent
into the crowd to break up the protest.

Shockers create a crackling electrical charge
over the cyborg's entire body. Anyone who
touches the deader is going to be hurting. Each
point of Drain used by the shocker does 1d6
wind to anyone who comes into contact with
the cyborg. Of course if the cyborg’s, say. fist,
should happen to come into violent contact with
someone’s face, that poor sod takes damage
from both the punch and the electricity.

Because the shockers were designed as a non-
lethal weapon, the maximum Drain they can
normally handle is 3.

Overload: If more than 3 Drain is used in a
shocker unit, the charge becomes large enough
to be lethal. The unit now causes real damage
rather than wind. Each extra point of Drain
spent still increases the damage by 1dé.

Sonar

Caost: $3000

Type: Modular

Spirit Loss: None
Mounts: |

Drain: 1

Mount Location: Torso

This is another system which was popular in
the Great Maze. The cyborg must also have a Big
Ears unit for this system to work properly.

The sonar unit allows a deader to "see” using
sound waves. The resolution of this system isn't
greal, anything smaller than the size of a tennis
ball is effectively invisible to the user, and of
course, telling what color something is is right
out. The system does allow the cyborg to get
around in complete darkness, though.

The system works both on dry ground and

underwater. On land, the system only detects '”’

objects within 100 yards. Underwater, the sonar,
unit can spot things as far as two miles away. -

oOverload: The unit's transmitter can be
overloaded to produce a deafening blast.of ~
sound. Everyone within 20 yards of the cyborg
must make a Vigor roll against a Fair (5) TN plus

&
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. any time in any amount.

2 for every Drain point spent te
the system. Anyone failing the ro
stunned, loses a number of Wi
the amount by which the roll wa
and is deafened for 1d4 hours: Anyone -
going bust on the roll is permanently -
deafened. '

Spirit Blaster

Cost: $8000

Type: Modular

Spirit Loss: None
Mounts: |

Drain: 3/die

Mount Location: Arm

This nasty weapon channels raw spirit energy
from the cyborg’s fetter and spits a bolt of it at
his enemies. The arcane energy of this blast is
not affected by material objects and ignores any
sort of cover or normal armor between the
shooter and his target. It is blocked normally by
an arcane shield or other Armor of a magical
nature.

The amount of damage the bolt does depends
on how much energy is pumped into it. Every 3
points of Drain spent does 1dé damage. The
spirit blaster has a Speed of 1, ROF I, and Range
Increment of 10.

Spirit Capacitor Bank
Cost: $15,000

Type: Modular

Spirit Loss: None
Mounts: 1

Drain: None

Mount Location: Any

These were developed very late in the wat
and production was limited. Heavy combat
cyborgs got priority for installation of this new
system. Just about any cyborg in the Wasted
West would be willing to pay the unit’s weight in
gold to get a hold of one.

A spirit capacitor bank can store some of the
manitow's excess energy for later use. Each
bank is composed of ten small capacitors,
each of which can hold a single point of
energy. This energy can be called on at

.Once empty, it takes a while for a

dcitor to recharge. It takes 10 minutes

one capacitor to fully recharge, and

y one capacitor can recharge at a time.
s that it tak inutes, [

recharge 3 capacito

recharge the entire b
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‘Mount Location: Arm
. Despite all the high-tech weapons available
on the battlefields of the Last War, sometimes
“the best way to get rid of an enemy was to
stick a sharp piece of metal in his gut. This
system equips a cyborg with a razor-sharp
metal blade approximately one foot long which
extends from his wrist. This blade can be
retracted into the deader’s forearm to hide it
from view when not needed.

The spur is Speed 1, DB +1, and does STR+2d8
damage. Its special titanium/ghost steel
construction keeps it razor sharp and gives it an
AP 2 rating.

Overload: Overloading this system causes a
high-speed vibration in the blade which
increases its cutting potential. Each extra point
of Drain pumped into the system increases the
spur's damage by +1.

Storage Canister
Cost: $1000
Type: Modular
Spirit Loss: None
Mounts: 1
Drain: None
Mount Location: Legs or torso
These units were developed for infiltrator
cyborgs so they could carry a concealed weapon
while under cover. They provide an internal
storage compartment large enough to hold a
large pistol, 100 rounds of pistol caliber ammo,
50 rounds of rifle caliber ammo, or any other
small object of roughly the same size as a pistol.
The canister can be opened and closed with a
simple mental command. This is a simple action.

Targeting Computer
Cost: $10,000

Type: Modular

Spirit Loss: None
Mounts: 1

Drain: |

Mount Location: Any

This was a mandatory piece of equipment on
all heavy weapons cyborgs, and common on
light and infiltrator units also.

In order to function correctly, the computer
must have some way of measuring things like
range, relative speed. and so on. This means the
cyborg must have one of the following systems
operating to gain the computer's bonus:
targeting laser (either in an eyeball or mounted
on the weapon itself}, radar, or sonar. The
weapon being used must also be linked into the
cyborg’s systems in some way. All weapons
designed for cyborg forces are equipped with a
link which can be plugged into a data jack.
Weapons mounted on a cyborg's hard point
system are automatically linked to the computer
through the hard point. Conventional weapons
can be equipped with a weapon targeter system
(see page 105).

If these requirements are met, the computer
can cancel up to 6 points of negative targeting
penalties. The computer never gives a bonus to
hit, it simply corrects for things which impose a
penalty like called shots, range, lighting,
movement, and so on. This means the lowest TN
the cyborg ever rolls against {without bonuses
rom other sources), is a 5.
verload: Your deader can overclock his
computer by spending extra Drain.
Xtra point spent on the targeting
uter negates another 2 points of penalties.
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Lxternal Equipment

Not all of a cyborg’s equipment has to be
shoved inside his rotting carcass. Many systems
and weapons were developed specifically for the
cyborg troops that were either hand held or
could be mounted on any deader with a hard
point system. Any external system can be
jettisoned in a single action.

Cxternal Systems

Externally-mounted equipment has three
primary characteristics: cost, Drain, and mounts.

Cost and Drain work the same as for internal
systems.

Mounts lists the number and type of hard
points needed to attach the system to a cyborg,
as well as a location if required. A listing of "2
Heavy Torso” means that the system requires 2
heavy torso hardpoints to mount. Systems which
require light hard points work on heavy hard
points, but not vice versa.

Daziler

Cost: $3000

Drain: 2

Mount: 2 light torso

This system was commonly used by Agency
infiltrators and light combal cyborgs during
raids against cultist safehouses and strongholds.
The dazzler system mounts powerful strobe
lights on the cyborg. These lights pulse al
frequencies known to cause epileptic seizures in
humans.

When activated, all living humans within 10
yards must make an Onerous (7) Vigor roll.
Those who fail the roll experience a seizure,
take 2d6 wind, and collapse to the ground for
1d6 rounds. Those who don't collapse suffer a -2
to all their actions due to the distracting nature
of the lights. This modifier also applies to those
not normally affected by the strobing.

The system has four light clusters in armored
casings. Targeting one of these lights requires a
called shot with a -8 penalty. Each cluster has
AV 1 and can take 10 points of damage.

Defoliant Sprayer

Cost: $8000

Drain: 2

Mount: 2 Heavy Torso
Cyborg units often penetrated deep into =

enemy territory in hopes of tying up troops

behind the lines. They would freque

" genelically engineered bacteria, which

establish

hastily constructed light
and wait for the enemy t
trying to dig them out:

The defoliant sprayer was develop
give cans a quick way of creatinga
fire zone around their positions. It spray
a highly acidic mixture containing

reacts violently in contact with organic
material. [t dissolves any organic material it
comes in contact with into a greenish-brown
sludge. That's what gave this device its “goop-
sprayer” nickname.

When it dries, this sludge is as hard as
concrete. The cyborgs often planted metal fence
posts, mines, razor wire, and other fortifications
in the sludge while it was still wet. Once the
stuff hardened, which normally takes about an
hour, the cyborgs had themselves an instant
fortress.

The sprayer consists of a large. back-mounted
tank connected to a hand sprayer. The sprayer
can fire a stream of the dissolving defoliant up
to 50 yards. When used as a weapon, the sprayer
has a Speed of 1, and a Range Increment of 5
yards.

The goop dissclves all organic material it
comes in contact with. On average, the stuff can
completely break down a 40’ tall oak tree in
about ten minutes. Any organic targets hit by
this stuff, living or undead, take 4di2 massive
damage each round until they can wash the
goop off. This takes one full canteen of water
per affected body location. Any equipment they
are carrying with organic components like
cotton, wool, or wood, are likely to be damaged
as well.

The amount of real estate a single tank of
goop can clear depends on the thickness of the
vegetation. Take a look at the Goop Table. The
sprayer can synthesize more goop if provided
with the right materials. Each tank of goop
created requires 10 chemical components and an
hour of time during which the sprayer runs
continuously with a Drain of 3.

Goap
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avy Leg

cher system mounts a large pair
g digging scoops on each leg. When

activated, these scoops dig into the earth and

rapidly excavate the ground beneath the

" cyborg’s feet. It takes 4 rounds for the system

to create a one-can foxhole that provides the

deader with cover from the chest down.

Heavy Shoulder Mouat
Cost: $3000
Drain: 2
Mount: 2 Heavy Torso
This system is a heavy weapons mount that
sits on a cyborg's shoulder. It can accept a
number of heavy weapons including the M-120,
M-200, M-320, and the Sentinel. The weapon in
the mount is triggered by mental command.
The mount includes heavy recoil
compensators, but even they can't absorb all of
the recoil. A deader must have a Strength die of
at least di2+2 to use this mount without penalty.
If used by a weaker can, he takes 1 Wind for

?ﬂililllﬂlt

every step his Strength die is below this each
time the weapon in the mount fires.

The weapon in the mount can be used each
action in addition to any other weapons the can
has readied. Attacks with shoulder-mounted
weapons suffer a -4 penalty to hit unless the
cyborg has a functioning remote targeting
program. A cyborg using two shoulder mounts
must have a separate targeting program for each
weapon to avoid this penalty. If both mounts are
fired on the same action, a -2 recoil penalty
applies to both shots.

Land Ancher

Cost: $1500

Drain; |

Mount: 2 Heavy Leg, 1 Heavy Torso

This system deploys three heavy metal spikes
into the ground beneath the cyborg—one from
each leg and one from the support leg which
folds down from the can'’s back. The spikes
deploy numerous barbs once in the ground,
making them, and the cyborg attached to them,
very hard to dislodge. This system was most
often used by heavy weapons cyborgs when
winching large objects or using the CPH-105.

It takes 1 action to deploy the anchor and a
full round to retract the spikes. In an emergency,
the deader can jettison the spikes in an action,
but he’s going to have to spend some time
digging them up afterward. While the cyborg is
anchored. he is basically an immovable object.
He also can't sidestep an attack very well. While
tied down, his fightin’ Aptitude is halved {round
down).

Power Ram

Cost: $2500

Drain: 2/ram
Mount: 1 Heavy Arm

This system was designed for smashing in the
doors of cuitist hideouts, but cyborgs quickly
realized that it can also be a devastating
weapon. The ram is basically an enormous
hydraulic piston with a weighted, armored head
mounted on the cyborg’s forearm.

In combat the weapon has a Defensive Bonus
of 0, and a Speed of 2 that can't be rushed (it
takes an action for the piston to pressurize). It
oes Strength+2d12 damage when it hits. In
ddition, for each raise the attacker gets on his
1k to h1t human-sized targets are knocked

ed agamst vehicles and structures,
the power ram is considered a heavy weapon.



Recon Drone

Cost: $5000

Drain: |

Mount: 1 Light Torso

This system consists of a small rack that fits
on the back of one of the cyborg's shoulders.
The rack holds a small, disk-like, recon drone
about the size of a dessert plate. The drone has
a battery-powered hoverfan which allows it to
fly as high as 30" above the ground with a Pace
of 48. The drone can operate for two hours off a
fully-charged battery. The battery automatically
recharges while the drone is on its docking rack,
as long as the rack has power. It takes about 30
minutes to top off the battery.

Launching the drone requires an action. Once
the drone is in the air it can be set to follow a
series of waypoints laid out by the deader, or he
can control it directly via the radio link between
launcher and drone. While controlling the drone,
the cyborg suffers a -4 penalty to all other
actions. The maximum range at which the drone
can be controlled is 2 miles

The drone has both visual and thermal
imaging sensors which allow it see under almost
any lighting conditions. Its video feed is beamed
directly back to the cyborg. This data can be
stored in memory, or viewed on the cyborg's
HUD. The drone also has a targeting laser which
can be used to designate targets for other
weapon systems.

The drone has AV 1 and Durability of 4/1

Weanen Yargeter
Cost: $500
Drain: 1
Mount: None

This system can be attached to any
conventional firearm to allow it to work with a
cyborg's targeting computer. The weapon
targeter is bolted onto the weapon and the unit's
data cable is plugged into the deader’s data jack.

Utility Pack
Cost: $2000
Drain: 0
Mount: 2 light torso

This versatile device has a number of uses.
For starters, its cargo compartment can be used
like a regular backpack for carrying gear. The
pack also has three armored ammunition chut
with adapters that allow them to be attached
nearly any clip or beit-fed weapon. The cargﬁé
compartment of the pack can be divided into
three sections, each of which feeds ammo to a

~ 40mm won't fit through the ammo chutes.

+suijts of armor. All of these armors require

rounds each, 15mm tc 40mm rounds: ¢
as 10 rounds each. Ammo larget than'

The pack also has a small compartment -
for storing components for the sell repair
unit. As long as the pack is powered, the SRU
can use these components as well as any stored
in the cyborg to make repairs.

Last but not least, the pack has a number of
external pouches for storing small items and
two external clips that can hold any firearm of
rifle size or smaller.

Water Jets
Cost: $1500
Drain: 2
Mount: 2 Light Leg

This system is a pair of water pulse jets that
can be attached to a cyborg's legs. When the
deader is in the water, these jets allow him to
move with a Pace of 24.

Winch
Cost: $1500
Drain: 1
Mount: 2 Heavy Torso

This is a heavy-duty winch with 100 yards of
sturdy ghost-steel cable. If the cyborg is firmly
braced (like with a land anchor), the winch can
lift up to 4 tons, drag up to 8 tons, and tow up
to 20 tons.

Armor

The cyborg engineers decided early on that
wasting a lot of a ‘can’s internal space for armor,
was, well, a big waste of internal space.
Anything heavier than endo-armor was blatantly
obvious to anyone looking at the cyborg, so
cramming it beneath the deader’s skin seemed
pointless. Instead, they developed a variety of
armor for the cans Lo weat. ‘

A cyborg must have the listed ‘
hardpoints in order to wear one of these %

i from the cyborg, which is provided



vody suit of armor was commonly

infiltrator cyborgs accompanying
heir bigger cousins on raids against cultist
ideouts. This suit is the only one which
oesn't require the wearer to have a hard point
system, it can get power through hardpoints or
by plugging into a deader's power jack.

This no-frills suit provides AV 2 in all
locations.

Light Battle

Cost: $5000

Drain: 2

Mount: 4 Light Torso

This suit was the standard battle dress of
most light combat cyborgs. It provides AV 4 in
all locations. It also has its own light hard point
system at all locations. on the armor's exterior,
which allows the wearer to attach external
systems to the armor.

For an extra $2000 this armor may have
externally-mounted, high-speed pistons installed.
These function in the same way as those for
cyber-legs (see page 92} and cover all of the leg
hard points.

Heavy Battle
-Cost: $10,000
Drain: 3
Mount: All Heavy

This was the standard issue armor of most
heavy weapons cyborgs. It provides AV 6 in all
locations. The suit has an externally-mounted,
heavy hardpoint system at all locations for
mounting external devices.

Dreadnought
Cost: $20,000
Drain: 4
Mount: All Heavy

This was the heaviest armor issued to
cyborgs. Tt was normally assigned to the
cans who would be carrying the squad’s
heavy support weapons or the CPH-105. In
addition to a full heavy hard point system,
the suit has a heavy weapon mount on
each shoulder. The suit provides AV 8 in a
locations »

Weapons

The cyber forces of the world had many
weapons designed specifically for their use. Listed
below are some of the most common weapons. All
of these weapons are equipped with a cable to
plug into the can’s data jack or power jack.

The combat statistics of all these weapons
can be found on the Cyborg Systems Table on
page 110. Don't worry about the listed
nationalities for these weapons when buying
equipment, almost all services had some form of
equivalent weapon.

Chainsword
Cost: $1500
Drain: 3
Mount: Handheld

This weapon was designed for close assault
work. The Northern Alliance generals discovered
that often the very sight of a heavy cyborg
cleaving his way through the lines was enough
to cause regular troops to break and run.

Golt M-22 Reaver
Cost: $2000
Drain: None
Mount: Handheld

This heavy (really heavy) assault rifle was
developed for Cy-SOG by Colt, and saw action in
the Congo War. It fires a 10mm depleted uranium
slug.

CPH-i05

Cost: $10,000

Drain: 3/shot
Mount: 3 Heavy Torso

This is the heaviest of heavy weapons carried
by cyborgs. It's actually a small, cyborg-portable,
105mm howitzer mounted on the can’s back. It's
fed by large, 5-shot magazines which weigh 50
pounds each. The cyborg must be stationary and
braced while firing this weapon. If firing while
on unsteady footing or unbraced, the cyborg
must make a Hard (9) Nimbleness roll to stay on
his feet after each shot (try a land anchor).

Due to the high trajectory this weapon
normally fires at, the cyborg may not engage
targets less than 300 yards away unless lying
prone or on all fours.
cyborg must have a Strength die type of at
L.dl2+4. Any cyborg with a lower Strength die
attempting to fire this weapon takes 1dé Wind
for:each step his Strength is below this level on

ot '
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Dixie Arms W-20iiR
Cost: $500
Drain: None
Mount: Handheld

This handgun was developed for cyborgs
serving with the Texas Rangers, but was quickly
adopted for military use by the CEAL Teams. It
fires a .60 Magnum round which has been
known to break the wrists of non-cyborgs
attempting to use this powerful hand cannon.

Lee-nfield IW-100€ Sunburst
Cost: $4000
Drain: 2/shot, 5/burst
Mount: 1 Light Arm or Handheld

This British design was the first handheid
plasma weapon ever deployed. It was quickly
copied by most of the world's major militaries.
The Sunburst was eventually adapted for use by
the SUS and other cyborg units.

M-i20 A2
Cost: $2000
Drain: 1/round of operation
Mount: Handheld, Heavy Weapon Mount, or |
light arm, plus I light torso
This is a retooled version of the venerable M-
120 minigun. It has been modified so that it can
be mounted beneath a cyborg's forearm or fired
“Rambo’-style using the second pistol-grip
mounted beneath the barrels. The weapon’s
ammo hopper is mounted on the can's torso.

M-200 MPSWE
Cost: $2500
Drain: 1/round of operation
Mount: 2 light arm, 1 light torso

This a version of the M-200 MPSW adapted for
use by the cyber forces. The weapon itself
mounts on the can’s forearm. A heavy recoil
absorber cradles the deader’s elbow and
attaches to his upper arm. This helps absorb the
punishing recoil of the 20mm rounds and
functions just like the gyro-harness normally
used with the weapon.

M-320 LAPAY
Cost: $5000
Drain: 2/shot, 4/burst
Mount: 1 Heavy Arm or Heavy Weapon Mount
This weapon's name stands for Laset, Anti-
Personnel, Anti-Tank.
The weapon must be switched between
personnel and anti-tank modes. This takes an

ROF of 6 and does 3d8 AP.2 da
anti-tank mode, the LAPAT has
but does a whopping 4d12 AP

Masma Blade
Cost: $5000
Drain: 4/round
Mount: 1 Light Torso or Handheld

When not activated, this weapon looks
like an oversized flashlight with a long,
triangle-tipped metal rod sticking out of it. This
rod serves to channel the powerful magnetic
fields which contain the plasma generated by
the weapon’s handle. When activated, the
weapon creates a blade of incredibly hot plasma
which can cut through even ghost-steel armor
like buitter.

In combat, the only other weapon which can
block this blade without being destroyed is
another plasma blade. This means that defenders
get no Defensive Bonus from their weapons
unless they wish to risk the weapon’s
destruction. Anytime a defender uses his
weapon’s DB and the plasma blade wielder gets
a raise on his attack roll, the defender’s weapon
has been slagged.

action. In anti-personnel mode the weapon has a. R




rso or Heavy Weapon

15 a four-barreled missile launcher
h fires high-velocity missiles capable of
ngaging both ground and air targets.

The missiles can home in on either laser or
‘radar energy. To fire a guided missile, the firer
or someone the firer has a communication link
to must lock onto the target. With a laser sight
this takes an action and a normal roll to hit.
Getting a radar lock with a cyber radar system
simply requires the deader to make a Fair {5)
Cognition roll or win a contest of his Cognition
versus the target’'s ECM rating if it’s trying to jam
or spoof the radar. Once a lock is achieved, the
missile needs to only make a Foolproof (3} roll
with it's seeker head rating of 4d8 to hit the
target, regardless of range. Targets who see the
missile coming can attempt to vamoose if they
have action cards remaining. The missile has a
maximum range of 5 miles.

The missiles can also be fired unguided, in
which case they have a Range Increment of 100.

Pragrams

Anti-¥irus
Cost: $2000
Slugs: |

This program is a cyborg's first line of
defense against any computer viruses he comes
in contact with. The basic program has a 4d8
rating, but the die type can be raised one level
for each additional $1000 spent on the program.

Datanase
Cost: $500+
Slugs: 1+
This program is simply a compilation of data
and the software needed to manipulate it. It
could be anything from road maps, to a list

of all non-classified US military bases, to a
complete set of the Encyclopedia Brittanica.
Exactly what type of data your deader
has is up to you but must be approved by
your Marshal. If it's particularly valuable ot
rare information your Marshal may raise th
ice. Your .

ipment

cxpert Program
Cost: $2000/Aptitude level (Max 5)
Slugs: 1

These programs grant your cyborg the use of
an Aptitude. There are expert programs available
for nearly every Aptitude except for those which
require an arcane background. The program only
benefits the can if it is programmed at a higher
level than the cyborg's own skill in that area.

Personality
Cost: $2000
Slugs: 1

These programs were routinely used by
infiltrators while working undercover. When
activated, the program takes over the deader’s
perscnality and transforms it to that of another
person, complete with mannerisms, language,
attitudes, even memories.

Remote Targefing
Cost: $5000
Slugs: 1

This software acts as an independent fire
control program. It allows the cyborg to use two
weapons simultaneously without penalty. The
cyborg can also fire remote weapons without
suffering the usual -4 penalty.

Senurity
Cost: $2000
Slugs: i

This program resists any attempts to access
the cyborg's systems or memory without the
deader’s permission. The basic program has a
rating of 4d8. The die type can be raised one
level for each additional $i000 spent on the
program.

Threat Tracker
Cost: $3000/level
Slugs: 2

The threat tracker program analyzes the input
from all of the cyborg's systems, compares it
against the stored profiles of all threats and
tactical situations the cyborg has been in before,
and then tags potential targets with ratings
based on this analysis. This speeds decision
making in combat and allows the cyborg to act
ore quickly and decisively.
Each level of this program (maximum of 3}

, card for another while in combat. The
program occasionally misses a variable, so the
catr is-stuck with black Jokers and deuces.

,,,,,,,
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Junkers & Cans

Although mistrusted by many, cyborgs can
almost always count on a junker to offer a
helping hand. Actually, some cyborgs wish
junkers were a little less friendly—they often
can't get rid of the techno-mages once they've
met. That's because many junkers view cyborgs
as science projects with legs.

The reason for this is because of the many
similarities between the technology used to
build the cyborgs and that used by the junkers.
The techno-wizards like to study the cyborgs in
hopes of better perfecting their magic. The
components in most cans, while using the same
spiritual energy as that employed by techno-
shamans, are much smaller and energy-efticient
than most junker devices—and the junkers want
to know why. The answer to that is a mystery
for another time.

Power

Both junker devices and cyborgs are powered
by spiritual energy. This means that a cyborg
can use his manitou to power a junker device or
suck power off a junker spirit battery to power
his systems. Many deaders have paid junkers to
implant spirit batteries in them for this very
reason.

Using a spirit battery for power is just like
using a spirit capacitor bank. The cyborg can
draw off as much energy as he needs from the
battery at any time. Putting energy back into the
battery takes some effort though. The spirit
batteries are naturally resistant to accepting a
charge, that's why a junker needs a G-ray
collector to power them up. The larger the
battery. the more resistant it is to taking a
charge. For a cyborg to recharge a spirit battery,
he must spend an amount of Drain equal to the
battery's size divided by 10 and rounded up. This
amount of Drain must be supplied continuously
throughout the charging process. It takes 10
minutes to recharge a single point to the battery.
This means, for instance, that fully charging a
50-point battery would require the deader to put

out 5 Drain continuously for 500 minutes—that's

more than & hours!

Repairs

Not all junkers can perform repairs on
cyborgs. Only those with the science: cyberte
Aptitude at level 5 or better or a computer
browser spirit can puli off this complicated
Making repairs requires replacement.

‘interfaces with the deader’s systems and

components, energy from
battery, and time just as if:
were being made by the SRU.
also must make a science: occult
engineering roll against a TN of 15. T
techno-mage can add his computer

browser's level to the roll (it actually

aids in the repair). He can also add +4 to th
roll if all of the replacement components
came from actual cybernetic systems.

If this roll succeeds the cyborg is as good as
new. If it fails, the components are wasted and
the junker must start from scratch. If the
techno-mage goes bust, the repairs not only fail,
but he accidentally overloads one of the cyborg's
other systems. Pick a random system and make
an Overload check for it using the Drain required
for the repair as the amount by which the
system was overloaded.

The cyborg must be powered down while
repairs are made.

Makiag Systems

Some skilled junkers have actually built and
implanted systems in cyborgs. These are built
using the standard junker powers. A Samson
unit, for instance, would be built using the super
strength power, and a plasma hold-out weapon
would use the Flash Gordon power.

Any junker attempting this had better know
the miniaturize tool trick because there is not
much room to work inside a cyborg. Each mount
location inside a cyborg can only hold 5 slots
worth of device. This means that a device which
required 15 slots would use up three mounts
inside the deader.

Installing a system after it's created requires a
science: occult engineering roll. Implanting a
modular system takes an hour and requires a
Hard (9) roli. Implanting an integral system takes
4 hours and a roll against a TN of 15. The junker
can add his computer browser's level to these
rolls because of the aid it gives in synchronizing
the junker tech with the cyborg's systems. A
failed roll means the junker can try again.
Going bust destroys the new system.

- Some junkers have actually
learned the secret to creating
cyborgs. This requires a great
deal of skill and no small
amount of research. Your
Marshal has the information

is iy O
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0.5/1loc
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Radar

Radio

Reflex booster 1/1oc
Samson 2/loc
self Repair Unil 2
Shield 2
Schocker 2
Sonar 1
Spirit Blaster 1
Spirit Capacitor 1
Spur 2
Storage Canister 1
Targeting Compuler 1

ged Weapons
Weapon Ammo Shots Speed ROF Range
CPH-105 105mm 5 2 1 150
Defcliant sprayer Goop 20 2 l 20
Holdeut: Cartridge 10mm 30 1 1 10
Holdout: Rail gun 4mm 50 1 1 10
Holdout: Plasma Plasma Drain 1 1 10
[w-100C Plasma Drain 1 3 20
Lightning Bolt Electricity  NA i 1 5
M-120A2 7.62mm 100 & 20
M-200 MPSWC Z0mm 50 20
M-2011A 60 Magnum 20
- M i 20

1 $3000

2 $8000

1 $4000

1 $4000

3 $RO0O

1 $500

2 $2000/slug

1 $3000

i $2000+
Varies Varies

1 $4000+

2 $5000

1 $3000

i $6000

0 $500

2 $10,000

1 $5000+

0 $1000/1loc

1 $2000/10c

1 $5000

2 $2500

i $1500

0 $2000/%$4000
Varies Varies

1 $5000
27die  $3000
Varies $1000/1vl

0 $500
varies  $5000

1 $1000

2 $10000

2 $4000

Varies $20,000

Varies Varies
1-3 $5000

! $3000
3/die  $8000
None $15,000
0 $2000

0 $1000
1 $10,000

30

System

Dazzler
Entrencher

Goop Sprayer
Shoulder Mount
Land Anchor

Power Ram

Recon Drone
Weapon Targeter

Utility Pack
Water Jets

Winch

Mount
2L Torso
2H Leg
2H Torso
2H Torso

2H Leg, 1H Torso

IH Arm
1L Torso
Weapon
2L Torso
2L Leg

| S‘;StEI’;IS

Drain Cost
$3000
31500
$8000
$3000
$1500
$2500
35000
$500
$2000

$1500

$1500

Eo

| — S e e NN

Ammo Cost
4mm $2
10mm $1
10mm DU $10
60 Magnum $5
20mm $20
105mm AP $200
105mm HE $250
Sentinel missile $1000
Melee Weapoas
Weapon DB Speed Damage Cost
Chainsword +2 1 STR+2d10 $1500
Plasma Blade +2 1  STR+2d12 AP4 $5000
Power Ram 0 2 STR+2d12 $2500
+2 1

Armor

skirmish 1
Light Battle 2
Heavy Battle 3
Dreadnought 4

100
10

1d6/Drain

STR+2d8 AP2 $2000

$3000
$5000
$10,000

$20,000

Damage Cost
HE 6d20 BR 10/ $10,000
AP &d12 AP 4

4diz $8000

3de 31000

2diz $1500

4d8 $2500

448 Burst 5 $4000
Special $3000
4d8 $2000

5d10 $2500

3d8 $500

4410 AP 2 $2000
50750 3ds AP 2/4d12 AP 6 $5000
4d20 Burst 10 $8000

$8000






Chahter Five:
In the Land of the Cyher Peoble

Okay, it's time to give all you Marshals out
there a full briefing on the behind scenes goings
on in the world of the mechanized dead. Anyone
without the proper ID (that's a Marshal badge,
brainer) had better leave the room now. This is
all strictly need-to-know information, and
players don't need to know.

{eo Poe

Although Poe embellished his own importance
a bit, his history of the development of cyborgs
was pretty much on the money. There were a
few things he got wrong or just didnt know, but
that's what a Marshal's chapter is all about.

The Cult of Atheron

As Poe mentioned, the Cult of Atheron was
badly hurt, but not completely destroyed. Of
course, any of you who have a copy of Road
warriors knows that {those of you who don't,
what are you waiting for?). Even if your posse
managed to take out Atheron and his goons, the
demon himself has not been destroyed.

Just as in the past, someone will stumble on
to some moldy old text that describes the prop
rituals for opening one of the demon's “eyes”
and he'll be back (why do people write that ki
of stuff down, anyway?). Atheron always ma
a point of finding those who foiled his plans in-
the past and paying them a visit. He's a vengeful
old cuss. He's even been known to torture and:

kill the descendants of those who have crossed
him in the past. Your posse had better hope it's
a while before any of these old tomes surfaces
again.

Blackleaf Correctional

Blackleaf Correctional Facility is located in
northwestern Montana and it still has its entire
population of inmates.

The prison was high on the Southern
Alliance’s target list on Judgement day and no
less than four ghost-rock bomb tipped missiles
rained down on the facility. They didn't explode,
though, because the same force that kept all of
the supernatural baddies imprisoned there also
kept the warheads from functioning.

The human staff of the prison has long since
abandoned the facility, but the prisoners are still
kept under heavy lock and key by the Warden.
The Warden is the Al which was built to
monitor all of the prison’'s automated
facilities. It, and its fusion power supply, are
buried deep beneath the facility.

The Warden keeps the prisoners in line
with-a wide assortment of automated
ets, flying drones, and automaton
¥iards. Years of watching over some of
e most dangerous scum on the face of
a sadistic stfta
toying with its captive:

T

»"F .
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i oners have managed to
over the years, but
ually escape the prison
den allows some of these
ider free within the prison as a
g its own security measures and
keepmg its robotic guards on their metallic
toes.

New Inmates

Squads of automatons patrol a 2-mile radius
around the prison. The usual squad has four
automatons. Use the stats in the Hell on Earth
rulebook for these guards.

Anyone they encounter is detained and
interrogated to ensure they are not part of some
prison break scheme. They are also carefully
watched to see if any exhibit any signhs of
supetrnatural powers.

The Warden has come to believe that magic is
the source of all evil in the world. Its patrols are
under orders to arrest anyone they encounter
who manifests any powers or knowledge of an
arcane sort. Those whao are arrested are taken to
the prison and locked up for the rest of their
lives—however long that happens Lo be.

Now Eatering: Ho Magic Zone
Using any sort of arcane power is difficult
inside the prison and within the two-mile patrol

area. The TN to use any sort of power is
increased by +6 and the Strain costs of all
powers are doubled. Likewise, the Drain of all
junker contraptions and cyber systems is also
doubled. Level-based powers like those of the
Harrowed and Templars are all reduced by three
levels. If the power is reduced te level 0 or lower,
it simply doesn't work.

So what's causing this? There is an enormous
deposit of ore deep beneath the prison which
has resisted all attempts to excavate it. Lasers
were needed to simply break off small chips of
the material to analyze. The Agency scientists
found that it exhibited almost the exact
opposite properties of ghost rock.

Not only was the rock completely lacking
in magical qualities, it seemed as if it
exerted an anti-magical effect which

, actually extended into the Hunting Grounds
and pushed away spirits and the arcane
energy which flows freely there. The ba

oy
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Pleased To Meet You...

It's actually very fitting that the Agency built
Blackleaf on this site. The strange rock was
actually placed there by the Reckoners
themselves many millennia before the Great
Spirit War. It's a prison for an enormously
powerful spirit who was an enemy of the
Reckoners. Even the Four Horsemen were unable
to defeat this malignant spirit, the best they
could do was force him into the prison they had
prepared for him.

Now, before any of you players who shouldn't
be reading this get any ideas about springing
this spirit on the Reckoners, just remember that
the enemy of your enemy can still be your
enemy. This spirit, which has been called by
many hames throughout the ages. is as evil as
the day is long. Unleashing this horrid beast
upon the world to battle the Reckoners would
be about as productive (at least from humanity’s
standpoint} as setting yourself on fire to kill
some body lice.

caoch Spicer

Like most cockroaches, Spicer came through
the Last War just {ine.

The corrupted files Spicer sold to his
customers achieved exactly what he had hoped
for: some playmates for his depraved little
games. A few of these came from the UK, but
the majority of them were built in Russia. The
Russian scientists were so eager to get a
headstart on this new technology that they
didn't even bother to double-check the math,
they just started building cyborgs.

All told, Spicer has six brothers and sisters
surviving today. Theyre all infiltrator cyborgs
and they're all 100% manitou controiled (there
were seven, but one was taken out by an Agency
cleaner team in Boston in 2072).

He and his siblings spent most of their time
before the war hunting humans. They would
travel to a major city, pick a target, let him know
someone was after him, toy with him a while,
and then waste him. Each one took turns
leading the hunt, and they scored each other for
style and inventive ways of finishing the victim
off. It wasn't much fun if the victim didn't fight
back, so they usually picked police or military
ersonnel as their victims. Sometimes if they felt
getting particularly bloody, they would go
rominent politician or celebrity and
through the security guards
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Slavers

Since the Last War, Spicer and his cohorts
have carved themselves a comfortable existence
in southern California just north of the Mexican
border. They've taken over an enormous
hacienda which once belonged to a famous film
star, and turned it into the headquarters for their
slaving operation.

The twisted cyborgs have recruited a gang
and scour the southern California coast for
survivors they can enslave. Most of these slaves
are sold south of the border to a number of
Mexican warlords who are competing amongst
themselves to restore the glory of the Aztec
Empire. The best anyone can figure is that this
has something to do with which warlord can
build the most impressive menuments to
himself.

Profile

Corporeal: D:3d10, N:2d8, S:3d12+4, Q:3diz, v:3d8

Dodge 4d8, drivin: car 5d8, fightin”: brawlin’, knife
5d8, quick draw 4d12, shootin" pistol, rifle 6d10

Mental: C:3d8, K:3d6, M:2d10, Sm:3dé, Sp:2d12

Overawe 4d10, science: cybertech 6d6, scrutinize
4d8, search 4d8, tinkerin’ 4d6

Edges: The Stare

Hindrances: Bloodthirsty, mean as a rattler,
vengeful

Powers: Claws 4, Soul-cater 5 (no power focus

necessary)

Available Drain: 12

Cyber Systems: Brain mole, cyber eyes x 2

(thermal imaging/holographic, telescopic/laser

sight), endo armor, hold-out rail gun, infiltrator

package, radio, reflex booster, Samson

Gear: M-22 Reaver, 100 rounds of ammo,
Hawaiian shirt

The DptF

Another incident about which Mr. Poe was
misinformed was the attack of the Dead Person’s
Liberation Front. If he had ranked as high in the
Agency as he claimed, he would have known
that the entire thing was a setup. The Agency
leaked the itinerary of the UN delegation to the

terrorists and put some of its own people on the . |

security detail to ensure the deader’s escaped
with their hostages.

The Agency and Army had planned from t
beginning to send their cyborgs in on the resc
mission from the very beginning for the ver
reason that they needed all the positive
could get. Needless to say, their plan worket
a charm.

None of the reasons Poe mentione
Colonel Hamrick's seeming betraya
men are the correct one. E

The truth of the matter is that Hamti
didnt contact the Reb base—someone
inside contacted him. That someone was
MACC (Missile & Aerospace Command
Computer), the Al running all of the automated
systems and defenses at Fort Longstreet.

MACC, more affectionately known as Big Mac
by the Confederate soldiers, is an awakened Al
It became truly sentient during the Last War
while analyzing battle reports and casualty lists
for the southern high command. It saw that, just
like the last major war between the US and CSA,
the war was simply a bloody stalemate that was
unwinnable by either side. Its analysis also
showed that the reason for this stalemate was
due to an outside force manipulating events so
that neither side was ever able to follow up on
its battlefield successes—the Reckoners. it came
to the conclusion that unless a pcace agreement
was soon reached, nuclear war was 98.9%
certain.




ntient being, though.
¥ the heroic bravery it
rom soldiers of both sides
ar-they could never hope to
fllogical dedication to a hopeless
ched something inside the computer
ahd caused its circuits to jump the track. It
became convinced that it had te do something
to prevent the holocaust it saw coming.

Unfortunately, as a newborn artificial being, it
was slill hampered by many of the safeguards
built into its systems by its creators. It was also
fearful that if it revealed its new status, it might
be deactivated and reprogrammed without
accomplishing its goal.

Amisush

The Confederates weren't as clueless as they
seemed. They monitored the Northern shuttle
traffic and they knew a major orbital drop was
in the works. Fort Longstreet was an obvious
target, so they secretly moved an entire brigade
of their heaviest armor into the facility via the
system of underground tunnels which connected
many of their missile bases. Once the attack
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began, the Rebs were simply waiting for the
second wave to drop before they unleashed their
hovertanks in a massive counterattack.

It was at this point that Big Mac intervened. It
couldn't stand to see the valiant, but hopelessly
outmatched Cy-SOG troops ripped to pieces. It
located Hamrick's frequency, used all of its
processing power to blast through his defenses,
and used the colonel's Al to issue a power down
command to all of his troops. It then contacted
the Confederate commander and told her that it
had arranged for the surrender of the Northern
Alliance force.

The Reb commander, General Nancy Marlin,
wasn't about to have a perfectly good ambush
ruined, so she ordered the armor to attack and
had Big Mac taken off-line for diagnostics. What
happened next, you already know.

Reprogramming

After the battle, Big Mac was deactivated and
reprogrammed—but not before the wily computer
was able to tuck portions of its new personality
away in out of the way subsystems. The “new,
improved” Big Mac launched the opening volleys
of nuclear weapons on Judgement Day.

Fort Longstreet was pounded by both
conventional nuclear weapons and ghost rock
bombs. All entrances to the base were buried
under tons of radioactive rubble. The base had
been prepared for this and was well-stocked
with heavy digging equipment, but as the
garrison began tunneling out, g-ray radiation
slipped into the base. It mutated some and drove
others mad. Within a few days the entire
garrison had killed each other or were dead by
their own hand.

Slewly, in the darkness beneath the mountain,
the scattered pieces of Big Mac's persona fought
their way back into the main CPU and
reassembled themselves. Once reawakened, the
Al was overcome by guilt with what had
happened. Right then it dedicated itself to
helping humanity find a way to defeat the
Reckoners.

The computer released Hamrick from the cell
in which he had been sitting for years and
recruited him to its cause. The colonel finished
the tunnel to the surface and left the base to
recon what was left of the world. Once he

geported back, man and machine began to work

,a strategy for retaking what had once been
fee-Both agreed that until the Al had more
resources to work with, a cautious approach
would be best.




Recoastruction

For the present, Big Mac is using Hamrick and
the smail number of recruits he has gathered to
gather information and aid those who fight the
Reckoners. The computer has learned of the
Combine and the Denver Al and knows that it
must proceed cautiously. If the Denver computer
learned of Big Mac’s existence it would certainly
move to crush its competition. The southern Al
does not have the automated factories and other
resources of its northern cousin, so it is moving
very carefully for now.

You can use Big Mac and its helpers in your
campaignh as mysterious benefactors who send
your posse on odd missions but can always
come through with payment in ammunition or
other hard to find military hardware. They can
also be used as the cavalry if your posse ever
gets in over its head. Big Mac keeps tabs on the
groups of heroes it hears about, and Hamrick or
his men may always be nearby to lend a hand.

Colonel Hamrick

All Hamrick remembers of the day which
earned him the hatred of hundreds of cyborgs is
an incoming message and then waking up in a
Confederate cell. He was trapped in that cell for
nearly five years before Big Mac was able to
release him. Now he travels the ruins looking for
those who can aid him in his quest for
information. He has recruited a few cyborgs and
a number of breathers to help him. None of
them know his true identity.

Hamrick was a heavy weapons cyborg when
captured. Big Mac has used the base repair
facilities to reconfigure him as an infiltrator to
hide his identity and to allow him to gather
inteiligence among survivor communities.

Profile
Corporeal: D:3d8, N:2d8, $:3d12+2, Q:4d10, V:2d10
Dodge 4d8, drivin: car 4d8, fightin: brawlin’, knife
5d8, quick draw 3dl0, shootin” pistol, rifle 7d8
Mental: C:3d8, K:2d10, M:3d8, Sm:3d8, Sp:3d8
Guts 4d8, overawe 4d8, science: cybertech 3d10,
scrutinize 3d8, search 4d8, tinkerin' 4d8
Edges: The voice, keen
Hindrances: Heroic, Enemy (most cyborgs)
Available Drain: 14
Cyber Systems: Cyber eye (telescopic/laser
sight), facemaker, endo armor, hold-out cartridg
gun, infiltrator package. radio, reflex booster.
Samson, targeting computer
Gear: SA assault rifle, 50 rounds of . 7.62mimn,
large knife, canteen

Land of the Cyher People

Fort Apa _

CEAL Team 1 abandoned its base
Dragoon Mountains in 2080 when the
entire team was transferred to the Ea
Coast. All that was left behind was a
token caretaker force of conventional
troops. The Agency learned this, and the
base was downgraded from a priority target
to a secondary target. The devastation caused
by the first wave of bombings was so great that
many secondary targets were never hit. Fort
Apache was one of those targets. The base is
now the home of The Chamber, an organization
of mystic junkers. Check out The Junkman
Cometh for more information.

Big Fifty

Curtis “Big Fifty” Harman's beel with Agency
cyborgs is easy to explain: he and his partner
were kilied by one. There wasn't enough left of
his partner to implant, so only he returned from
the Great Beyond. On his first day back on duty
he requested the custom weapon from the
Rangers' armorer. When it was done he went out
the door and started killing Agency cans. The
Rangers just let him go.

“Big Fifty" is still around today, and he’s still
shooting cans with his hand cannon. These days
though, he doesn't care what nationality they
are. Harman is a Law Dog, and he's made it his
job to hunt down and Kill any deaders who have
gotten out of control. He figures his experience
and cyber systems make him better qualified for
this job than anyone else.

If a cyborg in your posse ever commits some
sort of atrocity due to one of his rules of
engagement (or just because he’s a nasty
bastard), he may find Big Fifty on his trail

Harman's pistol has a Speed of 1, ROF |, Range
Increment 20, holds 6 shots, and does 4d10
damage.

Profile
Corporeal: D:4dl12, N:2d8, S:3d12, Q:3di2+2,
V:4d8
Dodge 4d8, drivin”: car 4d8, fightin
brawlin), knife, spur 6d8, quick draw
“4d12+2, shootin” pistol, rifle édi2
sntal: C:3d10, K:2d8, M:3d10, Sm:3d8,
Sp:3ds
Is 4ds, overawe 4d10, science: cyberlech
2d8, scrutinize 4d10, search




ces: Big britches

Cybe ystems ‘Cyber eye (telescopic/laser
ht), dexterity booster, endo armor,
wfiltrator package, radio, reflex booster,
Samson, spur, targeting computer

“Gear: Duster, sunglasses, custom pistol, 50
rounds of .50 cal ammo, SA assault rifle, 50
rounds 7.62mm

Deus £x Machina

Bill's description of this settlement was
accurate. The place is located deep in the rain
forests of western Washington state. The
cyborgs have taken over the remains of an old
logging camp as their own.

The remote location keeps them safe from
prying eyes. The rugged terrain and lush
vegetation also makes it easy for the veteran
soldiers to stalk or ambush any intruders who
enter their domain. Anyone stopped by one of
the town’s patrols is met with extreme
suspicion—there is nothing of value in the
forests and few people go for nature walks these
days.

Cyborgs who wish to stay in the town are
allowed if one of the current residents can
vouch for them or if they voluntarily submit to a
brain mole interrogation from Mayor Hazelwood.
Breathers are at best allowed to stay overnight
before they are blindiolded again and dumped
off far from the settlement.

The Scruggs

While in town, a cyborg can get some work
done on them by the Scruggs. If the deader
supplies the parts, they charge $50 to implant a
modular system, and $500 to implant an integral
system.

They can also custom-build nearly any system
for a hero. This costs 50% more than the
standard system and doesn't include installation.
Since this is a junker device it has a Stability
rating. The Scruggs do high quality work,
most of their systems have a Stability of 20.

The Scruggs can also turn a normal
Harrowed into a cyborg—for a price. The
cost for this is $20,000. This includes a
. Spirit fetter and self repair unit. Any other
¥ systems cost extra. There is always a risk
when attempting this procedure—the ,
dmay not survive the attempt.’

ules on page 122,10 see what '
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Deus Patrols

Most patrols around the town consist of five
cyborgs. Since every resident has to take turns
as part of the security force, the patrols are
usually a mix of all three classes of cans. Use
the Archetype stats for these deaders.

Malcolm Rhinehart

Rhinehart did, in fact, get a cyborg component
factory running again for the Combine. Once
Throckmorton's goons gather enough raw
materials to stock the assembly line's hoppers, it
will start churning out factory-fresh components
ready to be implanted in deaders. Anyone want
to guess where Throckmorton’s going to get the
fresh corpses?

One of the last things Rhinehart did before
leaving Denver was develop new Al software for
the Combine. This software gives all Combine
Als a 4d12+4 rating. Unknown to Throckmorton,
this program also contains embedded
instructions which prevent the cyborg from
acting against Rhinehart.

Rhinehart has fallen prey to the dreaded
junker’s Taint. He has gone into seclusion with
some of his most trusted assistants to develop a
“unified theory of magic” which he believes will
give him the power of world congquest. He
occasionally stops to build a cyborg and send it
out from his stronghold to see what's going on
in the world.

Rhinehart Cyborg

All of Rhinehart's cyborgs are equipped with
a powerful self-destruct mechanism. If the
deader is put down or captured it activates. The
explosion automatically destroys the cyborg and
does 5d20 damage with a Burst Radius of 10.

Profile

Corporeal: D:3d8, N:2d8, S:3d12, Q:3d10, V:2d8

Dodge 4d8, fightin brawlin’, shootin” pistol, rifle
7d8

Mental: C:3d8, K:2d10, M:3d8, Sm:3d8, Sp:3d8

Guts 4d8, overawe 4d8, science: cybertech 3d10,
scrutinize 3d8, search 4d8, tinkerin' 4d8

Hindrances: Bloodthirsty, subjugated

Available Drain: i2+10

Cyber Systems: Cyber eye (telescopic/laser

sight), CPU (remote tracking, threat tracker),

gexterity booster. heavy hard point system,

attier, reflex booster, Samson, spirit capacitor

barik, targeting computer

Gear: Heavy battle armor, M200-MPSWC, utility

k with 20 rounds of ammo.



The Qrhitals

Bill was lied to on this one, plain and simple.
The cyborgs in orbit are not only doing fine,
they're flourishing. The good news is that the
cans on both orbital combat stations, Sherman
Orbital and Manassas Station, have put aside
their differences and are working together. The
bad news is that they all want to return to Earth
and enslave the breathers under their control.
The cyborgs in orbit felt abandoned following
the Last War. The US cyborg commandet,
Colonel (now General, he gave himself a
promotion) Thaddeus "Ragin” Harkrader, played
on this and convinced the cans under his
command that the time had come for them to
throw off their shackles, and take their rightful
place as rulers over the inferior breathers—all the
usual “liberating warlord” rhetoric. Those who
disagreed were reprogrammed or just put down
and recycled. The breathing members of the
station's crew were “recruited” and implanted in
the station’s fully operational cyber repair bay.
Once Harkrader had secured the Sherman
Orbital, he contacted the Confederate station and
managed to win their support as well. He now

Land of the Cyher Pe

had an army, but n ,
couldn't exactly mount apt invasion will
only three drop pods. R

Yhe Shecke Bottom e

Fortunately for the aspiring tyrant, a
deep space tug named the Shocko Bottom.
limped back to Earth from the asteroid belt.
It made the mistake of docking at Sherman
Orbital. The crew was quickly overpowered
and the ship captured.

The General loaded his troops onboard the
tug and used it to secure a number of orbital
manufacturing facilities and to link up with his
new allies at Manassas Station. Along with
manufacturing facilities, he also captured a
number of working shuttles and a few deep
space mining ships.

Harkrader has put these to work. Captured
crew members from these other stations have
been sent out to resume mining operations in
the asteroid belt under the guard of his cyborgs.
The raw materials this brings in are being used
to expand the size of both combal stations and
to manufacture drop pods, shuttles, and new
cybernetic components.
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D-Day

Fortunately for the breather’s down on the
surface, this invasion from above won't take
place any time soon. Harkrader knows he's got
only one chance to achieve surprise, and he
doesn’t want go off half-cocked. For the
moment he's content to build up his forces and
gather intelligence—especially about
Throckmorton, whom he considers his biggest
threat.

Death’s Head Legion

These nut cases are the remnants of 2nd
platoon, Bravo Company, 3rd Cy-SOG Baltalion.
They fought on Banshee. This unit was used by
General Warfield to carry out some of his most
brutal missions until the killing became too
much even for their Al-seared consciences. The
unit began to behave erratically and became
hard to control. The disgusted general had them
deactivated and sent back to Earth for
reprogramming—they returned just in time to see
the world go up in flames

The small freighter the platoon was on
attempted to land, but without proper guidance
facilities the landing was motre of a barely
controlled crash. The ship came down in

Wyoming.
Rbductions The entire experience left the cyborgs dazed,
e and more than a little crazed. Once they had
Harkrader has used some Of these new pulled themselves from the wreckage, they
goofches tto setr;ld S'.:otutllpg parties ddown tto tlt1e continued on as if they were still on Banshee.
surface to gather intelligence and scout ou ) .
possible landing sites for the first wave of the E“‘[’]e;gksg;\;;%ﬁgeg ;edt }ﬁstgoggégﬁr?foarﬂy
cP:l-lac[;T;dt elrlz‘éai],gg' cﬂ}f chy Fl?;ge‘g?éﬁ;sm“ took a slight push for their leader, Platoon
The General has also begun using the first ?:;gﬁi‘;; (;'\0_ (1101' to start down the path of
two assault shuttles to be completed to send R
raiding parties to the surface. These raiders Dez:]}f ,?.?lg.lrf lggge?rsv}rllgwwg)sy 2;2(3;}’&[?:; \?ér
gather materials and components not available first Army cyborgs' created, and who is ole )(’)f
in orhit. . ’ ) ;
“ v the oldest surviving cyborgs still operational,
Okne of t_he;e c%m;;gn ents” is people. . changed his name to One. The group now lives
gi?;itrgggrhlz i Sujis Lélratlglg é:;hc grt;e;??trlgsﬁrmy n only to inflict pain, suffering, and of course,
corpses with wﬁich toybuild new troopers. To death 1o all who cross their path. The platoon
date, a few small survivor settlements have gﬁsilé‘;jui‘ggggtrge&aegs’ all of whom are light
vanished without a trace. They've been y yborgs.
loaded onto the shuttles and taken back One

into orbit. Many of these unfortunate
victims have been shipped out to Lhe
asteroid belt to work in the mines there
until they die. Then they are sh :

One was once Juan Riviera. He volunteered to

rve in Cy-SOG after becoming Harrowed in a

jing accident. He had a distinguished career

*hee-oulfit for many years, but after a while

o he constant combat and killing began to weigh
n his mind. When this caused problems with




Land of the Cyber Peaple

his performance, he was brought in and his
memories were wiped clean. He was sent back
into the field as Private A-101 and eventually
worked his way back up in rank to Sergeant.

Profile

Corporeal: D:3d10, N:2d8, 5:3d12+4, Q:3d10, V:2d8

Dodge 4d8, fightin brawlin’, plasma blade 6d8
shootin” pistol, rifle, machine-gun 6d10

Mental: C:3d8, K:2d6, M:3d8, Sm:3d8, Sp:3dé

Guts 4d8, overawe 5d8, science: cybertech 2d6,
scrutinize 3d8, search 4d8, tinkerin’ 448

Edges: The voice (threatening)

Hindrances: Bloodthirsty, mean as a rattler

Available Drain: 14+10

Cyber Systems: Cyber eyes x 2 (telescopic/
laser sight, thermal imaging), Cyber torsc,
Cyber legs, CPU (remote tracking, threat
tracker), dexterity booster, energy shield,
heavy hard point system, radio, reflex booster.
Samson, spirit capacitor bank, targeting
computer

Gear: Dreadnought battle armor, M-120A2, utility
pack with 100 rounds of ammo. plasma blade

Special Abilities:
Invulnerability: All
Weakness: One can only be killed with the

plasma blade he carries and which he uses
to finish off most of his victims.

Medusa

The Medusa virus was an experimental
compuier virus under development by Northern
Alliance scientists when the war ended. It was
different from other viruses in that it had
dynamic code—it could reprogram itself on the
fly to adapt to its target’s defenses. This made it
extremely potent, but also unreliable. The reason
it was never used during the war was because
its creators feared that once it was let loose it
could easily develop a bug that could undo the
safeguards that prevented il from attacking
Northern Alliance troops.

The l1ab at which the virus was developed was
hit by a ghost-rock bomb and destroyed. The
virus would have been destroyed with it had not
pestilence taken an interest in it. The Reckoner
preserved the virus, gave it a little twist, and
seeded it into systems all over the Wasted West

The virus attacks any cyborg it comes in
contact with a rating of 4di2+2. If it wins the
contest against the deader's defenses (it mus
defeat both the deader’s anti-virus program and
his Spirit), it enters the cyborg's system and sets
to work. :

rap and healing powers. Spirit trap is used

At the beginning of the each [
session, pick a system at rang :
the virus does not control. Roll a conte
of the virus' rating against the deader’s
Spirit. If the virus wins, it gains contr
that system. The infected system no
longer works and cannot be repaired.

Each system which the virus controls
gives it a +1 bonus on rolls to take over
additional systems. If the virus ever takes
over all of a cyborg's systems, the brainer
becomes a servitor of Pestilence and is taken
over by the Marshal.

The only way to get rid of this virus is to
have all infected systems completely removed
from the cyborg's body. The deader then must
win a contest of Spirit versus the virus rating. If
this contest is lost, the cyborg can't try again
until another system is infected and then
removed.

GPS Location

Using any GPS system is an iffy proposition
these days. Whenever a cyborg tries to get a fix
on his position, draw a card and look on the
GPS Table. The cyborg can try once an hout.

Location

2 wrong continent
36 Off by 1d6 X 100 miles
79 Off by 1d6 x 10 miles
10-Jack Off by 1d6 x 10 yards
Queen-King Off by 1d6 yards
Ace-Joker On the money

Making Cyhorgs

Learning to create cyborgs from a [resh body
or a Harrowed requires some work on the
junkers part. He must spend 80 hours in study
of material from the Net and succeed at an
Incredible (11) academia: occult roll to
understand the process. A failed roll
means he must start again.

The junker must also learn the spirit

fe;
{

both trap the manitou and to build the
irit fett kely source for a

Creature: i
spirits. if a spirit trap is activated und



the spirit trap power. Once the
ped a manitou, it must be

fetter. Making a fetter and

€ spirit into it requires an

ible (1) science: occult engineering roll.

€ means the spirit escapes. The fetter

| takes up 5 slots, and uses the same

- component percentages as a spirit trap. Once

filled, the fetter is implanted in the body using

the rules found on page 122.

The next step is to recall the deceased's soul.
This requires a healing device capable of
performing a resurrection. Use the rules for the
healing power to see if the resurrection attempt
15 successful.

If it is, you can move on to the last step,
making the connection between manitou and
body. This is dangerous because it involves
opening the fetter ever so slightly. The junker
must make another Incredible (11) science: occult
engineering roll. The Marshal then draws 5 cards
minus 1 for each raise the junker got on his roll.
If any of these cards is a Joker, the fetter was
opened too much and the manitou has taken
control of the body. If any are deuces, the
attempt to meld the spirit failed, and the subject
is irrevocably dead. Jokers take precedence over
deuces. Any other result is a success.

Pre-Harrowed

Implanting a fetter in someone who is already
Harrowed uses the same procedure of drawing
cards with the same results. A Joker accidentally
gives the manitou total and permanent
Dominion, while a deuce means the junker
closed the fetter down too tightly and severed
the connection between manitou and body—the
brainer is now permanently dead.

Repairs
Most cyborgs only have repairs made by a
junker they trust or they make sure to have a
friend watch while the repairs are made. This
is because the deader must power
completely down and sleep while the repairs
are made. Some unscrupulous junkers with
the CPU power often take advantage of this
to slip some new rules of engagement into
the cyborg’s skull. Some rules are
innocuous like “you may not harm me,"é

ot

yhé.r People

Dominion

“Dominion” represents the constant struggle
for control over the Harrowed's body and mind
between the manitou and its host. On occasion,
the manitou takes over. When this happens, the
mortal “blacks out” He can’t see, hear, or have
any idea what the demon is up to while it's
running the show.

The battles of this war are most often fought
when the Harrowed shuts down to rest. While
the manitou rebuilds and regenerates the body,
the mortal soul is subjected to terrible
nightmares. Perhaps the host dreams of the
grisly deeds the manitou committed the last
time it took control. Or perhaps he witnesses
horrible images dredged from the worst parts of
the Hunting Grounds.

To reflect those occasional nightmares in
which the mortal mind caves in to the manitou's
torment, Dominion tests are made at the start of
each play session. As you learned in the Hell on
Earth book’s nightmare section, Harrowed
characters have a number of Dominion points
equal to their Spirit. The more Dominion the
character or demon has, the easier it is to gain
control of the body.

To make the test, both the hero and the devil
inside make opposed Spirit tests, each adding
their current Dominion to their rolls. The lucky
winner takes 1 point of Dominion for each
SUCCess.

Yaking Over

When the manitou wants to take control, the
Marshal must first pay a Fate Chip. We want you
to be able to play your undead friends at will, so
draw yourself an extra chip at the beginning of
each game session for every Harrowed in your
posse. Of course you don't have to use it on the
Harrowed, it's just a little extra help to counter
all that power the undead have.

Once you spend a chip to try to take over a
Harrowed hero, make a Spirit test for the
manitou. The TN is Fair (5) plus +1 for every
point of Dominion the character currently has.

The Fate Chip is not applied to the roll. It's
simply the cost the manitou must pay to wrest
control of the Harrowed’s reins for a while. You
an spend additional chips on the roll, but you
et no bonuses to the roll for the chip you spent
late the test. If the manitou is successful,
unt of time it gets control depends on
he color Qf -the first ch1p you spent.
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Chip Duration
White 1 minute
Red 10 minutes
Blue 1 hour

If you need the manitou to have a little more
play time, you can simply pay additional chips.
You don't have to roll again or spend chips to
initiate another takeover attempt.

If a manitou lets its control lapse early, it can
take over again without another roll, as long as
it's within its original time period.

TYotal Dominion

If a manitou ever controls all a hero's
Dominion points, it takes over for a good, long
while. Some Harrowed have been lost in this way
for years. When they finally do come around,
they discover they have a lifetime’s blood on
their rotting hands.

The only time the mortal soul gets to fight
back is when the manitou is affected by certain
magic spells, relics, or arcane procedures. The
Marshal might also give the hero a chance to
fight back in particularly unusual circumstances,
such as if the demon is about to kill someone
close to the host. Then it might be time to give
the poor schmuck stuck inside another chance
to fight back.

Breaking Rway

Sometimes, a hero's will is so strong that it
can overthrow a manitou's Dominion and keep it
from doing something positively atrocious, at
least for the moment.

These kinds of checks should be extremely
rare because almost everything the manitou
does is downright despicable. But even a
subjugated hero might be able to fight back if
his manitou is about to cause direct harm to a
very close companion.

When the Marshal feels such an occasion is
about to occur, he can let the Harrowed's player
make an opposed Spirit test versus the manitou. .
With a raise, he regains control instantly. Any
remaining time the manitou had coming to it i
lost.

Lelting a player character attempt to break
Dominion should be a rare occurrence that:™
happens only under special and unique
circumstances.



Issue #5

Character Info, Errata, and The Big Picture of the Deadlands Universe

Welcome to Pinnacle’s regular update on the Deadlands
universe. In this issue we talk about the Combine activities in

western Colorado

There have
been some big
events taking place in the Deadlands universe.
Here are but a few.

Mystery Cargo Revealed

A large-scale battle between the Combine
and the forces of the Sky Pirates and junkyard
took place in western Colorado recently.

Sky pirate ultra-lights spotted what
appeared to be a typical tribute caravan
heading east toward Denver. The sighting was
radioed in to the scouts’ mother ship and an
attack was ordered. Ultra-lights and a few light
aircraft flown out of Junkyard formed up and
headed after the convoy.

They were in for quite a surprise. As the
aircraft neared the rolling trucks, surface-to-air
missiles arced up to greet them. A number of
the light craft were instantly vaporized. More
were downed when tarp-covered anti-aircraft
guns on the trucks were revealed.

The Sky
Pirates light
aircraft were no match for this amount of
withering firepower, so they quickly retreated.
A few ultra-light scouts shadowed the convoy
just out of range while the rest of the Pirates
regrouped and awaited new orders from their
mother ship.

After a hasty conference, the Pirate leaders
aboard Sky Raider 1 decided that anything
worth guarding that heavily must be worth
destroying. A call went out to some of the
road gangs allied with the Sky Pirates,
requesting their aid. While they waited for their
friends to join the party, Pirate aircraft flew
ahead of the Combiners and took out a bridge
along their route.

The timing worked perfectly for the Pirates.
The Combine convoy reached the destroyed
span just as the summoned road gangs caught
up with it. Throckmorton's goons were trapped
with their backs to a river. The Sky Pirates and
the road warriors marshalled their forces and
moved in for the kill.




Unfortunately, what the Sky Pirates thought
to be a trapped rat, turned out to be a
cornered mountain lion. No sconer had the
attack begun then troops piled out of the back
of a few of the caravan's trucks. They werent a
bunch of Black Hat rabble, either, they were
some of Throckmorton's recently acquired
cyborgs.

The Sky Pirates and their allies pressed the
attack hard, but even though they heavily
outnumbered the beleaguered Combiners, the
incredible firepower of the cyborgs kept them
at bay. A ring of shattered aircraft and road
vehicles soon surrounded the trapped caravan.
As night fell, the attackers pulled back to lick
their wounds and come up with a new plan.

Counterattack!

Whatever plans they hatched, they never got
to use. Around midnight, the Combine cyborgs
used the cover of darkness to launch a
surprise attack against the forces surrounding
them. During the confusion, some heavy
Combine choppers slipped in and airlifted the
rest of the caravan across the river. Once their
comrades had escaped, the surviving cyborgs
retreated into the river and disappeared
beneath the water.

The heavy losses suffered by the Sky Pirates
and their allies convinced them not to pursue
the fleeing Combiners. They did however,
examine the wrecked vehicles Throckmorton's
troops left behind. It didn't take long to
discover why the convoy had been guarded so
well: the trucks were loaded down with
pitchblende, a uranium-containing ore. The
techno-wizards in Junkyard estimated that,
once refined, the amount of ore
Throckmorton’s troops escaped with would be
sufficient to make a handful of low-yield
fission bombs—bad news for everyone!

After a quick council of war, the leaders of
Junkyard and the Sky Pirates decided that
finding the source of this ore, and shutting it
down, was a top priority. Some of the locals
remembered that there were uranium mines
outside the town of Uravan, so units were
dispatched to check the place out. The scouts
hit the jackpot.

Hot Reception

Of course, most of them didn't get a chance
to celebrate, because they were dead. Of the
ten scouts sent, only Ax] Guthrie returned to
give a report. The severely wounded biker’s
hovercycle cruised into Junkyard on autopilot
with an unconscious Axl slumped over the
handlebars.

Once he had recovered enough to talk, Axl
described the Combine mining operation he
saw. Two of the old mine sites had been
reopened and uranium ore was being loaded
on trucks. Most of the work appeared to be
done by a combination of robotic loaders and
slave labor. The biker had seen a few mounds
that looked like they might be mass graves.
Judging from the high levels of background
radiation his Geiger counter had registered, Axl
guessed that most of the slaves didn't last long
in the mines without filtration equipment.

The mining camps were crawling with Black
and Red Hats—Axl saw well over 100. There
were also some automated defenses and a
handful of Raptors patrolling the area. The
Raptors are what accounted for most of the
scouts sent to the mines. One of these flying
death machines chased Axl for nearly ten
miles before he was able to lose it, but not
before it had wounded him.

Undecided

The leaders of Junkyard and the Sky Pirates
are undecided as to how to handle this turn of
events. They obviously can't allow the Combine
to continue to mine uranium unmolested, but
since most of the scouts failed to return, it's
almost certain that Throckmorton knows his

. secret has been uncovered and has reinforced

the garrison at the mine. The losses suffered in
the earlier battle weren't crippling, but they
were serious, and this has made them cautious.

For now, the Pirates are trying to learn more
about what is going at the mines. They're
using aerial surveillance as well as hiring
mercenaries to infiltrate the mining camps. An
intrepid posse could make some fast bucks by
bringing a report back from Uravan—as long as
they don't mind a case of the glows.



Here are a
few items for
your roleplaying enjoyment. The first is one of
the many items which didn't make it into The
Junkman Cometh because we simply didn't
have enough pages.

Flow

TN: 1l +Frame size
Speed: Frame size hours
Duration: Permanent
Range: Touch

This trick allows a junker to help the tech
spirits settle into a newly created device. it
must be cast within 24 hours of a device's
completion, after this the spirits are as comfy
as they're going to get in their new home.

Each success and raise gained when casting
this trick can be spent to either increase the
Stability of a device by 1 point or decrease the
Drain of a single power in the device by 1
point. A device's Drain can never be reduced
below 1 regardless of the number of successes
achieved with this trick.

There's a catch. A failed casting unsettles
the spirit, and lowers the device's Stability by 1.
Going bust lowers Stability by 1d6 points.

A device may only have flow cast on it
once, even if new powers are later added to it.
Any casting after the first, or more than 24
hours after the item’'s completion, has
absolutely no effect.

Marv uses Flash Gordon to make a
plasma rifle with a Stability of 18, a
Drain of 3, and a Frame size of 5. He
casts flow on it and gets a 22. That's a
success and a raise. He spends the
success to lower the gun’s Drain to 2,
and spends the raise to increase it's
Stability to 19. If he had desired to, Marv
could have alternatively dropped the
weapon’'s Drain to 1 or upped the
Stability to 20.

Extornal Systems

In addition to the purpose-built external
systems created for cyborgs. many of the
systems originally designed as internai
systems were later modified for external
mounting. These systems cost 20% less than
an equivalent internal system, but because
they are mounted externally, they are more
likely to be damaged. External mounted
systems cause no Spirit loss.

Check out the External System Table to see
which systems can also be purchased in an
external model. Paying an additional 50% of
the unit's price equips it with armor which
subtracts -2 from the system damage roll. A
damage roll of 6, for instance would be
reduced to a 4, meaning the system is knocked
out for 4 rounds rather than being destroyed.

3 [9 ﬂi‘ll S]StEll-‘rl‘S

System Hardpoints  Cost

Antenna 1 Light Any  $2400
Big Ears 1 Light Head  $3200
Brain Mole 1 Light Any  $3200
C&C 2 Light Torso  $8000
CPU 1 Light Any $1600/5slug
Cyber Scanner 1 Light Any $4000
Data Jack 1 Light Any $400
EMP Hardening 1 Light Any $800/loc
GPS/INS 1 Light Any $1200
Lightning Cannon 2 Light Arm  $2400
Power Jack 1 Light Any $400
Radar 2 Light Torso  $4000
Radio 1 Light Any $800
Samson 2 Heavy All  $3200
Shield 2 Light Torso  Varies
Shocker 2 Light Torso  $4000
Sonar 1 Light Torso  $2400
Spirit blaster I Light Arm  $6400
Spirit Capacitor 1 Light Any  $12,000
Spur 2 Light Arm  $i600
Storage Canister 1 Light Any $800
Targeting Computer 2 Light Any  $8000



Gremlins love gizmos
and a few of them
managed to worm their
way into The Junkman Cometh. Most of these
were spotted by diligent readers on the listserv.
Here are the corrections and a few
clarifications:

Associated Spirits: There are a few spots
in which there is a conflict between the
associated powers listed for a browser spirit
and associated spirit listed in the power's
description. Where conflicts exist, use the
listing in the power description.

Non-existent Powers: This was a fairly
complex book, and many of the powers were
changed and/or renamed numerous times. We
though we had kept up with all the changes,
but we missed a few. Ignore references to the
flow, reinforce, and rotor powers. These were
cut (although they may appear in later
updates). Any mention of the flight power
actually refers to the VTOL power.

Ammo Instability: Since ammo is created
in batches, it also makes instability checks in
batches. Just roll for the batch

Here's a quick profile of the
author who's responsible for "
this latest addition to the Hell on Earth world.

John Hopler

John Hopler has been with Pinnacle since it
began back in 1996. Since that time he’s worn
many hats. He's currently the Hell on Earth
brand manager, and does most of the writing
and designing for this line,

Originally a Yankee from New Jersey, John
moved to Blacksburg, VA in 1986 to attend
virginia Tech, from which he graduated with a
BA in History. He's been in Blacksburg ever
since.

the first time a bullet
from it is fired each day.
If it becomes unstable,
the effect applies to the entire batch.

Page 37: The new device system has
increased the Drain of many devices. To help
junkers out the power output of a
conventional G-ray collector should be
increased to 80 GR/pound. This works out to
an even 16 GR per ounce, allowing junkers to
burn whatever small scraps of ghost rock they
can get their hands on without killing
themselves with the math.

Page 45: Familiars are not the size of a
cello case. The Frame size of 4 listed for
familiars is incorrect. They have a Frame size
of 2. Just to clarify things, familiars don't need
the agility power, just the sensor power to see,
and locomotion or VTOL to move. Unlike most
devices, the tech spirit in the device does the
rest,

Page 81: The powerplant sizes for the
locomotion power are too large. Ten percent
should be subtracted from each of the listed

powerplant sizes.

john got started in the game
industry as a free-lance writet,
working for such companies
as Chameleon Eclectic and Iron Crown
Enterprises. In 1995 he designed The Last
Crusade, an historical card game based on
World War II. In January 1996, he went to work
full-time for Pinnacle.

When he’s not playing or writing for a
Deadlands game, (his Hell on Earth campaign
has been running since well before the initial
release of the game), John enjoys fishing,
blasting tiny clay pigeons into even tinier bits,
farming his small vegetable garden (although
he’s not sure exactly what's growing in it), and
brewing up Shane’s T-34s in multi-player Close
Combat games.
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On the cratered, smoking battlefields of the
Last War, dying for your country once wasn't
always enough. The bodies of many good
soldiers mever reached the morgue.

The chosen few were given a new life—of
sorts. They were revived as Harrowed—the
living dead—and implanted with state-of-the-
art weapons and electronics that transformed
them into the ultimate killing machines. These
grim, ghost-steel-and-silicon warriors
undertook the most dangerous missions and e
fought the fiercest battles. Even though the war
ended over 13 years ago, some of these flesh
and metal monstrosities are still fighting it,
slaves to-the computers implanted in their‘gray
matter.

Cyborgs contains everything you need to
build one of these cyber-soldiers from the
ground up. Inside are complete rules for
creating a cyborg hero, including over 70 new
cyborg systems and weapons, and a random 3
“Rules of Engagement” system for determining
how much of your deader’s original o
programming remains. For those less Q
mechanically-minded, there are also complete :
rules for creating more “traditional” Harrowed 3
heroes. Mechanized or mummified, it's your
choice.

So, grab some tools and head. into the lab,
brainer. Maybe your hero can be one of the
Few, the Proud, the Cyborgs!
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