


Warning

Violence and the Supernatural
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Please note that none of us at Palladium Books condone or encourage the occult, the practice of
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A complete, new Role-Playing Game.
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Prologue:

Welcome to the Bughouse

Dec. 31,1999:
Conversation at the End of the World

ChatHost: Whomprat has entered the room.

Jabberwocky: Hey, Whomprat.

Galadriel: Whomprat!

lurkerl00: yo whomprat. Haven't seen you in a while. What's up?
More Beer Please: Dead in here. What's going on?

Whomprat: Happy New Year!!

More Beer Please: Dude, it's not for like another 20 hours or some-
thing.

Galadriel: You on EC, MBP?

More Beer Please: Big Apple, baby! Location/Time Check!

Galadriel: Then what the hell are you doing in here this early? Don't
you have ajob or something?

More Beer Please: Home on break from college, no job, no girlfriend.
Thus, chat room and beer.

Jabberwocky: I'm from Hawaii. 1:55 a.m.

Whomprat: I'm in New Zealand. We're 17 hours ahead of you, MBP.
Y2K in T-minus five minutes.

Bruce Geering: London. Noon. Hope my boss doesn't catch me here...
Galadriel: Taylor, Michigan. Pushing six in the a.m. | can't believe |
stayed up this late.

Bruce Geering: You've been here all night?

Jabberwocky: Yeah, Galadriel is weird like that.

Jabberwocky: He chats too much and misses all his deadlines, right
Galadriel?

Galadriel: Don't remind me! ** hangs head in shame **

Bruce Geering: So, anybody here stockpile for the Millennium Bug?

lurkerl00: no

Whomprat: T-minus 2 minutes!! Haven't prepared at all. Why bother?
Galadriel: Is New Zealand Y2K compliant? Computers, power sys-
tems, things like that?

More Beer Please: Who freaking cares? | got three cases under my
bed. I'm stockpiled, baby!

lurkerlOO: IGNORING MORE BEER PLEASE

Whomprat: NZ is as compliant as everybody else is, | guess. Hard to
say. | read about how a bunch of local power stations might go down
though.

Bruce Geering: | don't think the question is if the hardware is compli-
ant, but what people are going to do.

Galadriel: | agree. We had a bunch of runs on the supermarkets be-
cause people think there will be no food. Stupid.

Whomprat: One minute until the millennium!!!!

lurkerlOO: actually no the millennium doesn't start until 2001
Galadriel: Oh, be a killjoy, why don't you?

Bruce Geering: Twenty quid says we lose Whomprat.

More Beer Please: What a stupid bet!

Whomprat: 10!

Whomprat: 9!

Whomprat: 8!

lurkerlOO: would you please stop doing that

Whomprat: 7!

Whomprat: 6!

Whomprat: 5!

lurkerlOO: IGNORING WHOMPRAT

Whomprat: 3!

More Beer Please: Lurker, you need to chill. **slides him a beer**
Bruce Geering: How did | know you were going to do that?
Jabberwocky: We lost Whomprat.

More Beer Please: Maybe he's kissing somebody Happy New Year.
Galadriel: Look at the status window, moron. He's not here. Wonder
what happened?

More Beer Please: Probably just got bumped by the server. Happened
to me three times today already.

Bruce Geering: Perhaps you should find a hobby, MBP.

Jabberwocky: This is freaking me out. What if his computer went
down?

More Beer Please: **bangs head on keyboard** HE PROBABLY

Jabberwocky: afk brb

Galadriel: Hello? Everybody still there? It got quiet all of a sudden.
lurkerlOO:stillhere

Bruce Geering: Still here.

Galadriel: Jabberwocky's been gone a while. So has Whomprat.
What's going on?

More Beer Please: Well, he didn't get bumped, if that's what you
mean.

Jabberwocky: New Zealand is down! The whole country is totally
down!

Bruce Geering: The entire country? That seems odd. | thought most of
the electronic infrastructure was Y2K compliant.

Jabberwocky: Check out the cable news if you don't believe me. They
were waiting to see what would happen in NZ because it was the first
big country to go Y2K.

lurkerlOO: he's right, oh my god he's right

Bruce Geering: afk/brb

Galadriel: Dude, the NZ government site is dead.



Chat Host: ROOSTER has entered the room.

ROOSTER: HEY EVERYONE! NEW ZEALAND JUST WENT
BYE-BYE!

Galadriel: Who the hell are you? And stop yelling.

ROOSTER: SORRY. CAPS LOCK KEY BUSTED. I'M WITH THE
HIGHTOWER. NONPROFIT INTERNET WATCHDOG GROUP.
JUST A FRIENDLY REMINDER THAT WE'RE ALL DEAD MEAT
NOW. IF NZ WENT THEN SO WILL EVERYTHING ELSE.

More Beer Please: Yeah, right. Log off, loser.

Jabberwocky: Rooster's cool, folks. I know him. What makes you say
that, about NZ, Rooster?

ROOSTER: BECAUSE I'VE BEEN MONITORING THIS WHOLE
THING SINCE 1988. | GOT A PROJECTION ON WORLDWIDE
COMPLIANCE THAT IF NZ GOES DOWN, WE CAN COUNT ON
LOSING 85% OF THE REST OF THE INFRASTRUCTURE MINI-
MUM.

Galadriel: This is tripping me out. Why did NZ go down? It shouldn't
have.

lurkerlOQ: hey where did geering go? we lost him.

ROOSTER: DON'T BANK ON IT. HIGHTOWER'S U.K. MIRROR
IS DOWN AND DARK.

ROOSTER: THIS IS BAD. WE JUST LOST SE ASIA AND IT'S
NOT EVEN MIDNIGHT THERE YET.

ROOSTER: THERE GOES HIGHTOWER RUSSIA, TOO. | THINK
WE'RE SCREWED.

Jabberwocky: Oh, man, why are things crashing prematurely?
lurkerlOO: they shouldn'tbe crashing at all

ROOSTER: THERE GOES LURKER. WHERE WAS HE OUT OF?
More Beer Please: Dunno. | thought he was in Alaska or something. If
he went down, how come I'm still up?

More Beer Please: Spoke too soon. Manhattan just lost power. What
the hell? It's like rush hour time over here. | might lose service.
Jabberwocky: This doesn't make any sense, Most of the servers out
there are totally compliant.

ROOSTER: DOESN'T MATTER. YOU CAN RUN FROM THE
CRASH, BUT THE CRASH ALWAY'S FINDS YOU.

More Beer Please: So what does **that** mean?

ROOSTER: IT MEANS THAT WE HAD ALL THIS TIME TO PRE-
PARE FOR THE APOCALYPSE AND WE STILL FAILED TO
MEET THE TEST. YOU GUYS ARE DONE FOR.

ROOSTER: GOODBYE JABBERWOCKY. WE HARDLY KNEW
YE.

ROOSTER: **SINGS** "I THINK WE'RE ALONE NOW..."

More Beer Please: You seem awfully happy about all this.
ROOSTER: | AM. I'VE BEEN PREPARING FOR THIS FOR
YEARS.

More Beer Please: Still no reason to be happy about it.

ROOSTER: IF YOU KNEW ME, YOU'D UNDERSTAND. THIS IS
JUST THE BEGINNING. WAIT UNTIL THE FOOD RIOTS KICK
UP. THAT'S WHEN THE REAL FUN WILL START.

More Beer Please: Crap! The rest of the borough's out! What are we
gonna do?

ROOSTER: UNLESS YOU'VE GOT A CONCRETE BUNKER
AND ENOUGH GUNS TO SHOOT TEXAS IN HALF, YOU
BETTER LOCK YOUR DOOR AND HIDE UNDER YOUR BED
AND NOT COME OUT FOR A YEAR.

More Beer Please: Forget that. I'm gonna get drunk. Signing off.
ROOSTER: **SINGS** "ALL BY MYSELF..."

Chat Host: 10101010 has entered the room.

ROOSTER: WHO THE HECK ARE YOU?

Chat Host: 10101011 has entered the room.

Chat Host: 10101012 has entered the room.

Chat Host: 10101013 has entered the room.

ROOSTER: HEY! YOU GONNA ANSWER?

Chat Host: 10101014 has entered the room.

Chat Host: 10101015 has entered the room.

Chat Host: 10101016 has entered the room.

ROOSTER: | AM SO OUT OF HERE.
Chat Host: 10101017 has entered the room.
Chat Host: 10101018 has entered the room.
Chat Host: 10101019 has entered the room.
10101010: Site is secure. Move on to next, secure and deactivate.
Await further orders from Swarmlord.

Chat Host: 10101011 has left the room.
Chat Host: 10101012 has left the room.
Chat Host: 10101013 has left the room.
Chat Host: 10101014 has left the room.
Chat Host: 10101015 has left the room.
Chat Host: 10101016 has left the room.
Chat Host: 10101017 has left the room.
Chat Host: 10101018 has left the room.
Chat Host: 10101019 has left the room.
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December 31, 2001:

Turn On, Tune In, Freak Out

*skrik* "Anybody out there? CQ, CQ, this Night Flyer calling any-
body in Free America, over. Ifanybody is receiving me, please pick up.
CQ, CQ, this is Night Flyer calling anybody in Free America, over."

*skrik* "So come on down to your good old Uncle Roscoe's, right
in the Heartland. We've got more guns and ammo than you can shake a
stick at, and with what's been going on lately, you better stock up fast!
And we don't take cash, neither. Only trade goods, here. That means
gold, silver, canned foods, grain, laying hens and the likes. And if you
Bugs are listenin', then come on down too! | got some bullets with yer
name on ‘'em"

*skrik* "This is WPAL, the voice of Free Michigan. We're coming
at you live from the Peninsula, where the land is free and the powder is
dry. Happy New Year, 2002! This is the big K-Man on the line, broad-
casting until my batteries geek or the Bugs come get me, whichever
happens first. And that brings me to the big question of the day: What
have you heard about these Bugs? I've got some folks telling me we've
got alien invaders running around our electrical and phone lines. I got




other people telling me it's all a big government conspiracy. And I've
got some other guy who says that it's just our way of finding anybody
to blame but ourselves for the mess we're all in.

He's got a point, you know. We hit that big brick wall on Y2K, and
once the world went dark, everybody just flipped. I'll bet you a week's
worth of D-cells that there isn't a single city that ain't got a serious an-
archy festival going on. Or a single country that isn't either at civil war,
international war, orjust plain hasn't fallen offthe deep end. This could
be it, you know. This could be the end of everything. And here | am,
spending it on the Peninsula, broadcasting to all you fine people from
Windsor to Wisconsin."

*skrik* "The following is a Federal bulletin. Looters, bandits, and
revolutionaries will be shot on sight until civil order can be reestab-
lished. A strict dusk-to-dawn curfew is in effect; violators will be shot
on sight. Please be ready to present identification to any Federal soldier
or National Guardsman who asks you for it.

*skrik* "Urn, is this thing on? Hmm. | think it's working. Well,
here goes. If anybody is listening out there, you should know a few
things. This may sound pretty basic, and ifit is, | apologize, but there
are a lot of people with zero communications now, and all of a sudden,
everybody in this country is cut off. When you think about how much
we had taken for granted with the phones and cable TV, and the
Internet and stuff, it kinds of makes you feel funny to have all that quiet
all of a sudden. That's why | think everybody has gone so nuts and are
burning their cities and starting big gunfights, and things like that. My
Mom says it's all going to blow over in about a year or so. Good thing
we built this bunker. Mom says we could hold out here forever, if we
have to..."

*skrik* " ... | say again, have sighted enemy hostiles in vicinity of
nuclear facility. Intruders are huge insects of some kind. Have made vi-
sual contact. Moving to evade. Enemies are powering what appear to be
weapons on their bodies! Taking evasive action ..." *skrik*

*skrik* "This just in: The street fighting in Los Angeles has esca-
lated into a full blown war as National Guard tanks engage mobs of
looters and anarchists armed with everything from molotov cocktails to
wire-guided missile launchers. Details at this time are sketchy, but our
field correspondents report that one tank has been destroyed already,
and civilian casualties are high. Reports of similar fighting in New
York, Washington, Dallas, Chicago and San Francisco have also come
in. More on this to come.

"But now, this: After remaining out of sight for much of the last
three months, the President is giving his first press conference, where
he is expected to address the severe downward spiral American society
has taken since the Y2K. Blackout. We bring you now to Jane Edmons,
in Washington."

"Thanks, Don. I'm speaking to you from the Presidential Briefing
Room, where the President will soon make his first National Address
since the country's communications were restored, just a few weeks
ago. In the time between the Blackout and the widespread restoration of
computer systems and communications, almost the entire country, as
well as most of the world, has engaged in a nonstop riot of senseless
destruction and violence. Many blame The Meltdown on pent-up social
ills that went unaddressed for the last several decades, while others at-
tribute it to a 'riot reflex' human society encounters every thousand
years."

"Jane, with the military in tatters, cities in utter chaos, and life as we
know it hanging by a thread, there seems to be little that the President
can say or do at this late date to mollify a scared and desperate public.
Is that the consensus there?"

"Yes it is, Don. Most of the press corps and citizens groups here
don't expect much out of the President. They have some hard questions
for him, but they expect only soft answers. He's coming to the podium
now. Let's hear what he has to say."

"Ladies and gentleman, the President of the United States."

"Good evening. As we enter our second hard year since the Millen-
nium Crisis, we find our cities ravaged by anarchy, our technology
shattered by disruptions, and our enemies taking up arms against us
both at home and abroad. These are trying times indeed, but | am cer-
tain that together, we can — no — we will prevail. Together ... what
the..."”

"Mr. President, get down! We — aargh!"

"Look out, it's coming out of the power outlet! It's — Oh god!
Nooooo..."

Gunfire echos in the background.
"Jane! What's going on there?!"

"Don, there's some kind of... of creature that has materialized in the
room! It ... it came from the electrical equipment and has Killed the
President's guards. It's horrible! It's complete chaos here. I..."

"Jane, be careful! Maybe you should get out of there!"

"Don! I'm going to aim my directional mike at the stage to ... Good
Lord, no!! The creature! It has the President by the throat! Oh, my
God!"

"Urghh —"
"What... what... do you want?"

"Beeee sssiiilent, humannn. Weee are heeere to reclaim what is
oursss."

"I don't know what you're talking about! We ..."

"Sssiiilence! Our mission is to feeeed. And for vengeance, yesss."
"Hukk-hukkk — ven-vengeance?"

"You do not remember usss, then, do you, humannn?"

"Uhg, n-no."

"Pity. It would have made our reeevenge ssso much sssweeter. No

matter. We ssshall take what we wissssh and leave your world a dead
place, as you have left oursss."

** snapping, gurgling sounds followed by a thud **

"Oh, my God! Don, that thing just killed the President! Oh my God,
oh, my God. Don, I'm the only one left in here ... a .. alive. I'm ... s0
scared. It... it's looking right at me."

"Humannn."

** The sound of sobbing, then — silence **
"Jane? Jane? Jane, answer me!"

*skrik*




2005-2006:
From the diary of Jimmy Gillis

APRIL 11, 2005

MOM SAYS | SHOULD KEEP A DIARY BECAUSE
IT WILL BE IMPORTANT TO SOMEBODY ELSE
SOMEDAY. | DONT KNOW WHY. SHE SAYS IT HAS
SOMETHING TO DO WITH A GIRL NAMED ANNE,
BUT | DONT THINK SHE'S IN MY CLASS OR ANY-
THING. | HATE WRITING THIS BY HAND. | WISH
OUR COMPUTERS WORKED AGAIN, BUT MOM
SAYS THAT IT'S TOO DANGEROUS TO USE THEM.
| COULDNT ANYWAY *“CAUSE MOM AND DAD

SMASHED THEM. THE BUGS MIGHT COME
THROUGH THEM AND GET YOU THEY SAID. IT'S
TRUE TOO. | DONT KNOW HOW. BUT THEY CAN.
I SEEN IT.

SO, THIS IS MY FIRST DIARY. MY NAME IS
JMMY GILLIS AND | AM NINE YEARS OLD. | LIVE
IN NEW YORK CITY. MY MOM SAID | SHOULD IN-
CLUDE ALL THAT BUT | THINK IT IS DUMB. |
KNOW HOW OLD | AM.

JUNE 9, 2005

I DONT GET OUT MUCH, BUT YOU CAN HEAR
LOTS OF SHOOTING AND EXPLOSIONS AND
STUFF. MY MOM IS REALLY WORRIED, AND DAD IS
JUST QUIET ALL THE TIME. | WISHED HED TALK.
IT SCARES ME THE WAY HE'S SO QUIET. BUT I
GUESS WE'RE ALL SAD. AND SCARED.

THEY SAY THE WORLD JUST MELTED DOWN AF-
TER THE Y2K THING, AND WHEN THEY FIXED EV-
ERYTHING, THE BUGS CAME AND REALLY
MESSED THINGS UP. NOW THE BUGS ARE EVERY-
WHERE. ALL ANYBODY DOES IS TRY TO HGHT
THEM OR FIGHT EACH OTHER. MOM SAYS THAT
THIS IS THE END OF THE WORLD, BUT DAD SAYS

WE CANT GIVE UP HOPE YET. HE SAID THAT THE
WORLD HAS BEEN THROUGH WORSE TIMES THAN
THIS, BUT | DONT BELIEVE HM.

FOR A LONG TIME | THOUGHT THIS WAS JUST
HAPPENING IN AMERICA, BUT | LEARNED THAT
ITS HAPPENING EVERYWHERE, ESPECIALLY IN
COUNTRIES LIKE OURS WHERE THERE WERE
LOTS OF COMPUTERS AND FACTORIES AND
TELEPHONES AND THINGS LIKE THAT. | ASKED
DAD IF EVEN PLACES LIKE THE AMAZON AND AF-
RICA HAD THE BUGS AND THE MELTDOWN, TOO.
HE SAID YES. HE SAID THAT BOTH THINGS HAVE
HAPPENED EVERYWHERE. IT'S SUPPOSED TO BE
THE WORST HERE AND IN EUROPE AND ASIA,
BUT | CANT IMAGINE ANYTHING WORSTER THAN
THIS. THERE ARE NO MORE TELEVISION PRO-
GRAMS, SCHOOL, PLAYING OUTSIDE, OR ANY-
THING. THERE ARE PEOPLE ON THE RADIO, BUT |
NEVER KNOW WHAT TO BELIEVE BECAUSE THEY
ALL SAY DIFFERENT THINGS.

DAD KEEPS CHECKING OUR GUN TO MAKE
SURE IT STILL WORKS. MOM KEEPS TELLING HM
NOT TO DO THAT, BUT HE DOESNT LISTEN. |
THINK HE DOES IT TO TAKE HIS MIND OFF THE
BAD THINGS OUTSIDE.

JULY 10, 2005

A LOT OF THE HFGHTING STOPPED ONCE THE
NATIONAL GUARD CAME IN. THEY HAD THESE BIG
TANKS AND THEY BLEW A LOT OF STUFF UP.
ONLY THEY MADE THINGS WORSTER BECAUSE
ALL OF THE CITY IS ALL BROKEN UP NOW. EVEN A
BUNCH OF THE REALLY BIG SKYSCRAPERS ARE
GONE.

I HEARD A TANK SHOT A SPECIAL BOMB AT
THE EMPIRE STATE BUILDING BECAUSE THERE
WERE ALL THESE TERRORISTS IN IT WHO SAID
THEY WERE GOING TO BLOW IT UP ANYWAY AND
THAT THE WHOLE BUILDING CRASHED TO THE
GROUND. | WANTED TO GO SEE, BUT MOM AND
DAD SAID NO. MOM WAS REAL MAD AT ME AND
SAID THIS ISNT A JOKE. | WASNT BEING FUNNY.
I JUST WANTED TO SEE. WE NEVER GO OUTSIDE
ANY MORE.

I HEARD ON THE RADIO THAT THE SAME THING
HAPPENED TO THE WORLD TRADE CENTER AND
THE STATUE OF LIBERTY TOO, BUT YOU CANT
TRUST WHAT YOU HEAR ON THE RADIO. LOTS OF
WEIRD PEOPLE ON IT. DAD SAID IT WAS ALWAYS
LIKE THAT, BUT IT REALLY GOT LIKE THAT AFTER
TV WENT AWAY.

AFTER THE TANKS BLEW HALF THE CITY UP,
SOME SOLDIERS CAME TO OUR HOUSE AND
TOLD US TO COME TO A PLACE WHERE WE
WOULD BE SAFE. MOM IS REALLY HAPPY ABOUT
THIS, BUT IM NOT. THOSE SOLDIERS WERE
WEIRD. | DONT LIKE THEM. THEY ALL HAD
THESE WEIRD BRUISES UNDER THEIR NOSES,
LIKE THEY GOT PUNCHED IN THE MOUTH OR
SOMETHING. MOM DOESNT CARE, THOUGH.
DAD DOESNT LIKE THEM EITHER.

SEPTEMBER 12,2005

MOM DIED ON JULY 11, BUT | COULDNT WRITE
ABOUT IT UNTIL NOW. | COULDNT WRITE ANY-



THING FOR A LONG TIME. | MISS HER SO MUCH
I CANT EVEN SAX. DAD DOES TOO. | THINK HE
IS EVEN SADDER THAN ME, BUT | TRY TO CHEER
HM UP EVEN THOUGH IM STILL REALLY SAD.
MORE SCARED THAN EVER TOO.

THE DAY MOM DIED, DAD NOTICED SOMETHING
WRONG WITH THE SOLDIERS WHO CAME TO TAKE
US TO A CAMP. ONE OF THE SOLDIERS HIT DAD
AND HE STARTED FIGHTING WITH THEM. THAT'S
HOW MOM GOT SHOT. | FEEL REALLY BAD ABOUT
MOM BECAUSE IF | WASNT SO SCARED |
COULD HAVE HELPED HER. DAD SAYS THERE
WAS NOTHING | COULD HAVE DONE, BUT | DONT
KNOW IF | BELIEVE HM. HE SAYS THAT SHE IS IN
A BETTER PLACE. | BELIEVE THAT, BECAUSE |
DONT THINK THE WORLD IS A GOOD PLACE ANY-
MORE.

IM REALLY SCARED AND LONELY NOW, EVEN
THOUGH DAD IS ALWAYS CLOSE BY. | KNOW
HE'S TRYING MAKE UP FOR MOM BEING WITH THE
ANGELS, BUT IT'S JUST NOT THE SAME. | WISH
SHE WAS HERE, "SPECIALLY NOW THAT WE HAD
TO LEAVE HOME. DAD SAID WE HAD TO GO AWAY
WHERE THE BAD SOLDIERS CAN NOT FIND US.
MOST OF THE STUFF PEOPLE SAID ON THE RA-
DIO IS TRUE. NEW YORK IS ALL SLOWED UP. THE
EMPIRE STATE BUILDING IS GONE AND SMOKE
RISES FROM JERSEY ALL THE TIME, LIKE IT IS
ALWAYS ON FIRE. RIGHT NOW, WE ARE HIDING IN
THE BASEMENT OF AN OLD HARDWARE STORE IN
CONNECTICUT. DAD SAYS THE PEOPLE WHO OWN
IT WILL HIDE US FOR AWHILE, BUT THEN WE HAVE
TO MOVE AGAIN. HE SAYS WE ARE GOING TO
CANADA. | HOPE IT'S A LOT NICER THERE.

NOVEMBER 28, 2005

WE ARE JUST A FEW MORE DAYS FROM CAN-
ADA. DAD KEEPS LISTENING TO THE RADIO TO
HEAR WHY THE WORLD IS SO CRAZY. HE SAYS IT
IS MORE THAN Y2K THAT DONE ALL THIS. HE
SAYS SOME KIND OF MONSTERS OR ALIENS OR
SOMETHING CAME OUT OF NOWHERE. ITS
THESE MONSTER THAT HAVE CAUSED ALL THE
BAD THINGS. THESE CREATURES EVEN DID
SOMETHING TO THE SOLDIER WHO KILLED MOM.
THAT THEY ARE TAKING EVERYBODY AWAY AND
THAT'S WHAT THEY WANTED TO DO TO US, AND
THAT IS WHY WE ARE RUNNING. | STILL MISS MY
MOM. DAD SAYS TIME HEALS ALL WOUNDS BUT |
STILL HURT INSIDE AND | DONT THINK IT WILL
EVER STOP.

WE HAVE TO WALK BECAUSE MOST OF THE
CARS DONT WORK ANYMORE AND THE GAS STA-
TIONS ARE ALL CLOSED, BURNED OUT, OR RUN
BY BAD PEOPLE, DAD SAYS. HE SAID THAT EV-
ERYBODY WITH A BRUISED NOSE IS BAD. THEY
HAVE A WORM INSIDE THEM THAT MAKES THEM
DO BAD THINGS, LIKE THE ONES WHO SHOT
MOM. WE RAN INTO SOME PEOPLE LIKE THAT
YESTERDAY, AND THEY TRIED TO TAKE US SOME
PLACE WITH THEM. WHEN WE DIDNT WANT TO
GO, THEY GOT REAL MAD AND ATTACKED US.
DAD SHOT THREE OF THEM WITH HIS GUN, BUT
THE LAST ONE RAN AWAY, WHICH MADE ME GLAD.
DAD SAID THAT WAS BAD BECAUSE NOW HE
WOULD TELL THE OTHERS WHERE WE WERE.

| LOVE DAD AND DONT WANT THE WORM-NOSE
PEOPLE TO HURT HM. | THINK WE WILL BE OKAY
ONCE WE GET TO CANADA.

DECEMBER 25, 2006

MERRY CHRISTMAS, DIARY.

WE HAVE BEEN HIDING IN A FARMHOUSE FOR
ALMOST THE WHOLE MONTH BECAUSE AFTER
THE SHOOTOUT, WE RAN INTO SOME MORE OF
THOSE WORM PEOPLE AND DAD GOT SHOT IN
THE LEG. EVER SINCE THEN, WE CAME TO THIS
PLACE, A SMALL TOWN SOMEWHERE UP NORTH.
ITS HARD TO SAY WHERE WE ARE BECAUSE WE
HAVE BEEN STAYING OFF THE ROADS, BECAUSE
THAT'S WHERE MOST OF THE WORM-NOSE PEO-
PLE ARE. THEY ARE STOPPING CARS AND
TRUCKS AND TAKING PEOPLE WAY WITH THEM. |
DONT KNOW WHERE, BUT DAD SAYS IT CANT BE
ANYWHERE GOOD. | AGREE. DAD THINKS WE ARE
IN VERMONT OR NEW HAMPSHIRE, BUT HE IS NOT
SURE.

WE ARE IN A TOWN CALLED TINTAGEL. IT'S
GOT LOTS OF FARMS AROUND IT AND NOT VERY
MANY BUILDINGS. THERE IS HARDLY NOBODY
HERE AT ALL. ITS LIKE THEY ALL JUST GOT UP
AND WALKED AWAY. THEY LEFT LOTS OF GOOD
STUFF BEHIND, TOO, SO WE CAN STAY HERE FOR
AS LONG AS WE WANT. THAT'S GOOD, BECAUSE
IM NOT SURE IF DADS LEG WILL GET BETTER
BEFORE THE SNOW COMES DOWN REALLY HARD.
IT HASNT SNOWED YET, BUT IT PROBABLY WILL
SOON. AND UP HERE, IT SNOWS A LOT.

WHEN DAD WAS SLEEPING YESTERDAY, |
SNUCK OUT OF THE HOUSE AND EXPLORED THE
EMPTY TOWN. [T LOOKS LIKE IT USED TO BE A
NICE PLACE, BUT | THINK | WOULD BE VERY
BORED TO LIVE HERE. | MISS NEW YORK CITY. IT
IS VERY, VERY QUIET HERE. ALMOST LIKE IF YOU
TRIED REALLY HARD, YOU COULD HEAR ALL THE
WAY AROUND THE WORLD. | WENT INTO THE
SCHOOL, AND | FOUND A BUNCH OF CLASS-

ROOMS THAT STILL HAD BOOKS AND PAPERS IN
THEM. | FOUND SOME LETTERS KIDS LIKE ME
WROTE BEFORE EVERYBODY LEFT TOWN. THEY
DIDNT LEAVE TOWN ON THEIR OWN. THE WORM
PEOPLE CAME AND GOT THEM. THEY MUST HAVE
KILLED A LOT OF PEOPLE TOO BECAUSE |
FOUND A GULLY OUTSIDE OF TOWN WITH THOU-
SANDS OF THEM. | DONT KNOW WHY, BUT | WAS
AFRAID. IT MUST HAVE BEEN COLD BECAUSE A
LOT OF THE BODIES WERENT HARDLY ROTTEN
OR NOTHING. MOSTLY LOOKS LIKE THEY KILLED
THE OLD PEOPLE AND A BUNCH OF GROWNUPS.
| DIDNT SEE NO KIDS, BUT THERE MIGHT HAVE
BEEN SOME. | WASNT GOING TO CLIMB DOWN
TO GET A CLOSER LOOK.

THE WAITING AND THE QUIET IS WHAT | FIND
REALLY SCARY. NEVER KNOWING IF THE WORM
PEOPLE MIGHT BE COMING TO GET YOU OR NOT.
SOMETIMES | HAVE BAD DREAMS. | THINK DAD
DOES TOO. WE TRY TO BE BRAVE FOR MOMMY.
DAD SAYS SHE LOOKS DOWN FROM HEAVEN AND
WILL WARN US IF THE WORM PEOPLE COME. |
DONT KNOW IF THAT'S TRUE, BUT | HOPE SO.
T MAKES ME FEEL BETTER TO THINK MOM IS



WATCHING US. | DONT WANT TO HAVE A WORM
SHOVED UP MX NOSE AND BECOME SOME KIND
OF ZOMBIE OR SOMETHING.

WHEN | WAS LEAVING THE SCHOOL IN TOWN, |
THOUGHT | SAW SOME PEOPLE ON THE STREET.
IT WAS DARK AND ALL | COULD SEE WERE
SHADOWS. REMEMBER HOW | SAID IT WAS RE-
ALLY QUIET HERE? | THINK IT WAS SO QUIET
THAT | COULD HEAR THINGS REALLY WELL, BE-
CAUSE THERE WAS THIS SOUND OF PEOPLE
WHISPERING AND THIS WEIRD BUZZING, LIKE
BUGS. *CEPT IT'S TOO COLD FOR BUGS. AND
THERE WAS THIS HUMMING, LIKE WHEN YOU PUT
YOUR EAR CLOSE TO ONE OF THOSE BIG ELEC-
TRICAL WIRES. | GOT SCARED AND RAN BACK
TO THE HOUSE. WHEN | GOT THERE, DAD WAS
STILL ASLEEP. THE MEDICINE MAKES HIM SLEEP
REALLY LONG, SO | THINK THAT IS WHY HE DID
NOT WAKE UP WHEN | RAN BACK INSIDE. | WISH
HE HAD BEEN AWAKE, THOUGH, BECAUSE | AM
REALLY WORRIED, AND HE'S THE ONLY ONE WHO
MAKES ME NOT BE AFRAID. HE'LL BE MAD THAT |
WENT TO TOWN, BUT | THINK | WILL TELL HIM AS
SOON AS HE WAKES UP.

I THINK IT WILL BE BETTER WHEN WE GET TO
CANADA. DAD SAYS IT MIGHT NOT BE ANY DIF-
FERENT THERE, BUT | THINK IT WILL. ALL THE
PICTURES | HAVE SEEN OF CANADA SHOW LOTS
OF TREES AND STUFF LIKE THAT. | REALLY, RE-
ALLY THINK IT WILL BE OKAY THERE.

OAN. 1, 2007

DAD SAYS | MUST WRITE THIS SO | AM DOING
IT REALLY FAST BECAUSE THERE IS NO TIME.
THERE ARE WORM PEOPLE ALL OVER THE PLACE
AND DAD HAS HIS GUN AND HE SAYS HE IS GO-
ING TO SHOOT THEM, BUT | AM AFRAID THEY ARE
GOING TO GET US.

DAD SAYS IT'S OKAY THAT WE WILL EITHER
GET AWAY OR WE WILL SEE MOM AGAIN SOON.

I AM REALLY SCARED. PLEASE GOD. SEND
SOMEBODY TO HELP US.

MOM, IF YOU ARE AN ANGEL HELP ME AND
DAD. PLEASE

PLEASE ANYBODY HELP
PLEASE

2009:
Let the Hunt Begin

Excerpted from the introduction to The Wyoming Free Irregulars’
Trainee Handbook, 3rd Edition:

Before your real training starts, it's best you know the state of the
world you want to fight for. You can't commit to something like the
Wyoming Free Irregulars without knowing all the facts. Otherwise,
you're just fooling yourself.

So, for all you slowpokes, newbies and greenhorns out there, here's
the deal. Take it from me, the old Cowgirl in charge, because nobody
else is going to lay it out this plain and straight.

Everybody thought they was ready for Y2K. Maybe they were, but
they weren't ready for the Bugs.
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When the big date hit, just about everything went down. | mean,
we're talking total systems failure. Utilities all went off-line, air traffic
control fritzed, military systems geeked out, and that was just the be-
ginning. Most of us can remember the days after, when food riots and
looting tore this country and pretty much the rest of the world, apart.
The Government did its best to lock things down, but the harder they
tried, the worse it got. It was like all the pressures of everyday life had
built up this gutful of hate in everybody and now that the system had
crashed, they could let their hate take over. This was the beginning of
the bad times. What we call “The Meltdown."

Only The Meltdown was just the tip of the iceberg. What nobody
knew then, but what we know now, was that somewhere else in the uni-
verse was an alien race of intelligent insect-things waiting for their
chance to come to this old world of ours and take it over. Yeah, you
heard me right, Alien invaders. Seems almost comical to say, but it's
true. Y2K caused a big hiccup in the world's energy grid, and some-
how, these "Bugs" were able to tap into that and create a doorway be-
tween their world and ours. A bridge through space. Millions of them
came through. Millions, worldwide.

Seems the Bugs can convert their bodies into pure energy whenever
they want, so they were able to enter our electrical lines, telephone
lines, cable lines, you name it. So when things started coming back on
line, the Bugs had the planet covered.

It was worst in the big cities and around major power plants. It
seems our multi-legged friends like to eat raw energy, and the stuff we
pump out is like a juicy T-bone to them. What's worse, the Bugs can
100% deactivate any electrical machinery just by zapping it with a
beam of bio-electric energy they fire out of small "bio-cannons” grow-
ing out of their shells. The machines they don't zap, the Bugs can enter
and take over. Within a month, at least 90% of the country's mecha-
nized Armed Forces belonged to the Bugs.

After awhile, the Bugs started rounding people up and bringing
them to their nearest MSA (Metropolitan Statistical Area) where they
were set up in big camps. Once you go in one of these places, the Bugs
hit you with some kind of mind control gas that makes you really numb
and docile, so you'll do whatever they say. They make people work for
them, but it's like you are sleepwalking. This makes it impossible for
prisoners to run away or fight them. Then, it's just a waiting game until
the Bugs insert a grubby little subspecies of themselves into your body.
A little sweetheart we like to call a Silkworm. They are about the size
of a big, fat slug, and they crawl up your nose, into your brain cavity,
and pretty much override your brain. The person you were is gone, and
your body is now the host for its new Bug pilot. And, the Grub can ac-
cess your memories and skills. See where this is heading?

Before too long, there were legions of "Bugged” humans running
the power plants and old electrical infrastructure, providing a
three-course meal to the rest of the invasion swarm in the form of elec-
trical power. As far as we can tell, there are literally millions more hu-
mans being held in a drugged stupor, waiting to be "Bugged." That's
what we're fighting for, as much as anything. To save the folks who
haven't been bugged yet. | hate to tell you, but those bugged are gone.
Their brains can not be saved. At least not by any method we know.
God knows, we've tried everything. The only hope is to rescue those
who have not been bugged yet and get them to Free America — any-
place the Bugs haven't already sunk their claws into. To free the land,
we must first free the people. Free the people, and then we can squash
every last one of the damned Bugs.

It won't be pleasant or easy. The Bugs are no pushovers. They stand
at least six feet (two meters) high, with an exoskeleton tougher than
most body armor, claws that can rend steel, and organic energy weap-
ons growing right out of their freaking bodies. Sure, they die if you
pump enough lead into them, but if they can get to a working electrical
socket or a telephone outlet, they can just convert to energy and escape.

Which brings us to sunny point number two: The Bugs like the fact
that they have a worldwide, instant deployment mechanism, and they



aren't afraid of using it. If the Bugs feel like they need help, and if they
have access to a hardline somewnhere, you've got about five minutes be-
fore reinforcements arrive. Typically, the Bugs draw down 10 rein-
forcement troopers for each hostile that's giving them trouble. If
they're feeling their oats that day, maybe they'll draw down only three
to one. Or if they are angry, you could see one hundred to one. I can't
tell you how many friends I've lost in what were supposed to be suc-
cessful ambushes, only to have a few hundred Bugs pop up off a hard-
line we didn't know was there. So if you're gonna throw down, you
better make sure you can close the sale, fast. Otherwise, you better
make sure you have a clean getaway planned out or your last memory
is likely to be a big, fat Grub nestling into its new home between your
frontal lobes. Hey, like I said, this is not an easy or pleasant job.

Now, you might also be wondering who can help us out here. Of
course, you've probably guessed the answer by now: nobody. Even if
the Bugs didn't control most of the old military hardware, they'd still
be pretty tough to beat. Sure, there are plenty of other citizen armies
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out there. And some of them are almost as tough as us Irregulars, but
the fact is, the only way we can all survive is by staying in small groups
and moving fast. Nobody has the strength to stand up to the Bugs. They
have more firepower and greater numbers than any of us. And forget
what you've heard about the loose armies coming together, because it's
not going to happen.

Don't expect those G.I. Janes in NORAD to bail us out, either.
(NORAD's where we headquartered our nuke command before The
Meltdown, for those of you who've been living under a rock.) They got
a ton of troops and hardware, but they're biding their time to strike, and
I can't say | blame them. As soon as they show their faces, the Bugs are
going to swarm them big time, so they're making sure they'll have the
weapons and the resources to make it a fair fight when that time comes.
Of course, it wouldn't hurt for them to share the wealth with us
ground-pounders in the boonies, but that's a subject for another discus-
sion.

You might have heard weird stories about the secret projects
NORAD is working on. | can't say if they are for real or not, but you
might want to keep your ears open when you're out in the field, just in
case you hear something good. We have intelligence reports that
NORAD's cooked up a corps of super-soldiers who've got Bug DNA
grafted to them, as well as a bunch of special operations people with
psychic powers. Be on the lookout for them, since they could be your
ticket to getting some significant weapons upgrades, things like plasma
projectors, chemical weapons that dissolve the Bugs but are harmless to
us, and energy weapons modeled after the Bugs' very own
bio-cannons.

But like | said, that's NORAD. As far as you and | are concerned,
they might as well be on Mars, because we've got our own backyard to
tend to. Until those guys get on their feet, it's up to us to cut every
hardline, liberate every Bugtown, and blast every Drone camp until
there isn't a single Bugged Territory left in the Land of the Free and the
Home of the Brave.

This is it, people. This is the reason why we've been put to the test.
Your fellow countrymen, and the people of the world are counting on
YOU to deliver them to safety. Let's make sure we do just that. And, of
course, Kkill as many of those damned Bugs as we can put a bullet
through.

Now, a final word to all you newbies reading this book for the first
time. Ifyou made it through The Meltdown, then you've got the guts to
survive. And if you managed to find the Wyoming Free Irregulars, then
you've got the smarts to become one of us. If you are willing to fight
the Bugs after all the bad things you heard (and believe me, they are
ALL true), then you have a head full of bad wiring, and should proba-
bly be locked away before you hurt somebody.Which makes you just
like the rest of us. Welcome to the Bughouse.

Irregulars, Hyah!

Commander Sortie McAuliffe,
Wyoming Free Irregulars; May 2009

2009: The Final Word

"Let me tell you something. You can read all the books you want,
let cowgirls like Sortie Mcwhat's-her-name up out in Dakota or some-
place tell you how tough and ready they are, whatever. Take it from
me, ‘cause | got what it takes to be a survivor. I lost my whole family
when San Francisco went up in smoke, and | even spent some time in
one ‘a those Bugtowns you hear so much about. The kKind where they
put worms in your brain to make you do what they tell you. Oh, yeah.
Ain't no picnic.

"And let me tell you, there ain't no trick to getting through it all.
There ain't! What it comes down to is there are some folks who can
survive and some folks who can't. I'm one 'a the ones who can. Mostly
on account 'a me having a bunker and a six-pack of .50 calibers to keep
away unfriendlies. If you're one 'a the ones who can't, then don't



bother looking for advice, 'cause it won't do you any good nohow.
Might as well have some fun and party until the Bugs get you or some
Splatterpunk pops a cap in your butt.

"So go on, git. Stop botherin' me.

"You still here? Fine, if | give you some advice, will you go away?
Okay, deal then.

"You want to stay alive a little longer, do the following things:

"One: Don't ever use anything electric, especially if it's plugged
into a power line or phone line or something like that. That's how the
Bugs find you.

"Two: Don't never drink any water before you boil it and put some
‘a those funny tablets in it that makes it taste bad.

"Three: Don't believe all this stuff about the 'Bug Hunt' and all.

Those idiots from NORAD are gonna end up as dead as all the other
soldier boys.

"Four: Learn to eat canned meat and fruit, and bark and such, but
don't grow no garden for the Bugs to locate. Me, | scored a trailer full
‘a them Happy Dog suppers in a can. Been livin' off them for about a
year an' a half now. Starting to like 'em, too.

"Five: Learn how to play dead. It works.

"'Six: Leam to scrounge in the old ghost towns for stuff you want.
The best way is to look around all those places you would never
thought 'a touching before The Big Meltdown.

""Seven: | forget. That's enough ta git you by. Now go away! You
bother me. | got me a manifesto to write and my supper's gettin' cold.”

— Todd Witherspoon, Self-styled "Bunker Lord of Idaho"

The Rules of the Game

By Kevin Siembieda
with additional material by Bill Coffin

Before we get into more of the setting, background and adventure of
this game world, we have to delve into the nitty-gritty of the game rules
and character creation. It's all pretty simple once you get the hang of it.
For those of you already familiar with Palladium Books' role-playing
games, you are ready to rock and roll.

For all you newcomers to role-playing or to Palladium's games, this
section describes all the basic rules you need to play Systems Failure
— and just about any other game from Palladium Books. Virtually all
of Palladium's games use the same universal rules, so learn one and
you can play them all. This also makes each Palladium game inter-
changeable with one another and creates a truly expansive gaming
Megaverse®.

How to Play
a Role-Playing Game

Role-playing games are really just an advanced form of regular
board games. In fact, they are so advanced that they no longer use a
board. Some ofthe elements are still the same. You still need paper and
pencils, dice and players, but the main thing you need to play a
role-playing game is imagination. Let's take it one step at a time.

Imagine the Scene

Picture a concrete bunker in the wilderness, somewhere in the Pa-
cific Northwest. The bunker is low and squat, like a World War 1l pill-
box. Outside of it is a sign staked into the ground that says "Piker's
Point Trading post: Ammo, Bottled Water, BeefJerky. Paper Money
Not Accepted." And outside the pillbox stands survivalist Jeb
Nescheske, wearing a flak jacket and toting a 12 gauge as he scans the
roadway for signs of life.

Can you picture the scene? Try to keep the mental image in your
head. Don't worry if you forget the details; one of the great things
about role-playing is the way your memory is improved with practice.
Now you are ready for the next step.

Imagine the Setting

A pair of horsemen gallop down the dirt road toward the trading
post. They look like U.S. Army Rangers, heavily armed and fully
equipped. As they approach, they slow their horses to a canter and hold
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their hands up, showing that they are not holding any weapons. "Greet-
ings from the U.S. Government,” one of them says. "We're here on a
Compliance Check. Any Bug trouble?"

Despite their official appearance, the soldiers seem like impostors.
Their voices are flat and emotionless, their complexion pasty, and, they
have unsightly purple bruises underneath their noses. Something sure
doesn't seem right about these boys.

Okay, we've established a setting and some atmosphere. Now let's
figure out where you, the player, fit into this.

Imagine the Character

Now here comes the tricky part. YOU are not standing before these
odd-sounding troops, nor are you next to Jeb the survivalist. Instead,
there is somebody whose eyes you see through. That person is your
character, an imaginary alter ego that serves as your playing piece for
the game. It is your imaginary character that has met with Jeb at the
trading post before the riders showed up. It is this imaginary character
who reacts and interacts with the other playing pieces — the other char-
acters — such as Jeb and the U.S. soldiers.

Normally, you will spend an hour or so developing a new player
character. Once the character has been created, you will probably con-
tinue playing the character for many weeks, months, or even years.

In our example, your character is pulling guard duty with Jeb, and
right now, you've got a bad feeling that these U.S. soldiers are not what
they appear to be.

Imagine the Action

Actually, you need one, important, extra ingredient to make a
role-playing game work: a Game Master (G.M.). The G.M. is another
player (a real person) who controls all the other characters in the game
not played by the other real-life players. In this example, you are the
only player character, and the G.M. stands in for Jeb, the soldiers, and
any other Non-Player Characters (NPCs) that enter the scenario.

The G.M. says to you, "Jeb doesn't think these soldiers are really
human. In fact, he thinks they've been "Bugged," which means they are
really alien invaders masquerading as humans to destroy your Trading
post. Jeb is thumbing the safety off his shotgun and it looks like the
Rangers are slowly reaching for their guns, too. What do YOU do?"

At this point, you must decide what your playing piece, your char-
acter, is going to do. Does he draw his guns and begin blazing away at
the troopers? Does he wait for Jeb to make a move and react to what-
ever happens? Or does he try to communicate further with the troopers
to see ifthey really are human (and friendly)? The decision is yours.



The G.M. will have your opponent(s) react appropriately to your
character's actions. Like improvisational theater, you, your fellow play-
ers, and the G.M. all play off each other's actions to build an adven-
ture/story together. That's what role-playing is, at its heart, a form of
interactive storytelling. When your gaming session is over for the eve-
ning, you and your fellow players will have a complete chapter of a
larger story locked in your memory. A story that you helped create.

What You Need To Play

Other than imagination, you will also need the following:

G.M. and players: At least two players plus the G.M. An aver-
age-sized role-playing group consists of 4-6 players, although groups of
7-12 are not uncommon. Even groups of 13 or more are possible, but
such large groups can be difficult to handle, especially for fledgling
Game Masters.

Paper and pen: For taking notes and keeping track of your charac-
ter's equipment, experience points (a way of recording his deeds and
accomplishments), and whatever other data about your character and
encounters you might feel is important (like the character's personal
history, observations, friends, enemies, etc.).

Character sheets: These can be made from a sheet of paper or pho-
tocopied from one of Palladium's supplemental sourcebooks. A "char-
acter sheet" should contain all the information about your character,
including his height, weight, skills, bonuses, special abilities, equip-
ment, etc.

Dice: Two four-sided, four six-sided, two eight-sided, two
ten-sided, and two twenty-sided. These can be purchased at most gam-
ing, hobby or comic stores. Even many mainstream bookstores may
carry these multi-sided, or polyhedral dice. You can also get them at
gaming conventions or order them by mail or over the Internet. Often
we let you know how many dice to roll with an expression like, "roll
3D6." This means, roll three six-sided dice and add the results together.
Dice are also available with four sides (D4), eight sides (D8), ten sides
(D10), and even twenty sides (D20). Dice with more than six sides gen-
erally are called polyhedral dice.

If You Have Never Played

If you've never played a role-playing game before, you're in for a
treat, because there's nothing like it.

New players should follow one golden rule: Relax and have fun.
Don't let the size or scope of this game book intimidate you. As a
player, you don't need to understand every little thing about the game
(That is the G.M.'s job). All you need to know are the basics of how to
create a character, how skills and special abilities apply to that charac-
ter, and which dice to roll when. Other players and the Game Master
should offer a helping hand and words of advice to "newbies." If you're
all new, well, just hang in there and do the best you can. The more you
play, the clearer things will get and the better you'll play.

When you first start playing role-playing games, it's natural if it
feels a little odd. The text with "D6" this and "D4" that, and lots of
other strange items may seem like some incomprehensible secret lan-
guage that you can scarcely make heads or tails of. You might need
help in rolling up your character, picking out skills and equipment, and
lots of help rolling dice. Don't worry! This will pass quickly once you
get the hang of it.

By the third or fourth time you role-play, you will probably stop
feeling like a fish out of water, if you haven't already. Heck, you might
find your first time out that you are a natural at gaming. That's what
happened when 1 introduced my wife, Alli, to role-playing. Within
hours of rolling up her character, she had practically mastered the sys-
tem and was having a great time. Chances are, you will too.
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Glossary

When | first tried role-playing, figuring out the lingo was half the
battle. So for those of you who are new to the hobby, or just new to the
Palladium role-playing system, the following lexicon should help you
get your feet wet.

Attributes: These are numbers used to evaluate the strengths and
weaknesses of your character. For example: P.P. means Physical Prow-
ess; how smooth and agile a character is in combat. A P.P. of 4 indi-
cates that the character is pretty clumsy. A P.P. of 8-11 indicates a
character would be a fairly average, coordinated person. A P.P. of 16 or
higher would only belong to characters with exceptional agility and re-
flexes. Attributes are also called "Statistics" or "Stats."

Adventure: An adventure is the heroic story that the player charac-
ter engages in. It is the responsibility of the G.M. to create and orches-
trate each adventure. To this end, the G.M. acts as a combination of
referee, narrator, and interactive story prop.

Bonuses: Many skills and abilities provide characters with bonuses
to strike, parry, dodge, save, etc. These bonuses are typically added to a
particular combat or melee action. Always be sure to include your char-
acter's bonuses, since they may make the difference between life or
death, or worse.

Campaign: A word used to describe an ongoing role-playing game.
If you play the same character with the same G.M. on a regular basis,
then you are in a campaign.

Character: Every player (except the G.M.) has a character that
serves as an imaginary playing piece. This is also called the Player
Character or PC. The G.M. has many such imaginary playing pieces.

Death: Just as in real life, characters can die. The death of heroes in
role-playing games is usually a fairly uncommon event. The amount of
death in a campaign usually depends on the individual G.M. and/or the
actions of the player characters. Players should take a fictional charac-
ter's death calmly. Remember, this is just a game. G.M.s should allow
players to roll up a new character and include it in the game as soon as
it is appropriate for the ongoing game. However, characters should not
be a dime a dozen.

Game Master: Also known as the G.M., this is the person who
controls the game "world." All the Non-Player Characters are con-
trolled by the G.M. He or she also establishes the setting and develops
the adventures, as well as serving as the general referee and rules inter-
preter.

Game Session & Adventures: Each time you play is considered a
game or gaming session. A session can last a couple of hours or half
the day. A typical game runs about 3-4 hours. A game session can be a
complete story/adventure in itself, like a single adventure comic book
story that begins and ends with that session, or it can be a "chapter” in a
much larger, continuing story.

Horror Factor (H.F.): Some creatures are so alien, mon-
strous-looking and frightening, that they exude what is called a Horror
Factor. The first melee round that such a creature is encountered, every-
body who sees it must roll to save vs Horror Factor (a 20 sided die is
rolled).

A successful save is a roll higher than the monster's H.F., and
means the defender is not impressed and may attack without hesitation
or penalty. He does not have to roll to save again until their next con-
frontation/meeting in the future.

A failed roll means the individual loses initiative and one of his me-
lee attacks for that round. He is also the last to attack. He must roll
again the next melee round. Another failed roll means the same penal-
ties are repeated. When he finally saves, he manages to gather himself
and can fight without penalty.

Megaverse®: The trademark we use to identify the multi-genre
family of Palladium role-playing games. There are currently nine game
lines that make up the backbone of the Palladium Megaverse: Rifts®,
The Palladium Fantasy Role-Playing Game®, Nightbane®, Teen-



age Mutant Ninja Turtles® & More Strangeness, Deluxe Revised
RECON®, Beyond the Supernatural™, Ninjas & Superspies™,
Robotech®, and Heroes Unlimited™. It is to this proud tradition that
Systems Failure® belongs.

Melee Round: One melee round equals fifteen seconds of game
time. Four melee rounds equals one minute.

Non-Player Character (NPC): A character that is not played by
any of the players, including villains, other antagonists, the helpless
victim, and other characters played by the Game Master (G.M.).

Percentile Dice: Also referred to as "roll percentile." This means
roll two different colored ten-sided dice (2D10). Indicate that one color
represents "tens" and the other "ones." Ifan eight appears on the "tens"
die and a three appears on the "ones" die, that's a roll of 83%.

Role-Playing Game: This is the generic term for any game with a
Game Master, imaginary characters and direct player interaction.
Role-playing games are also called RPGs, fantasy role-playing (FRP),
and adventure games.

Run: This is just a term gamers use to describe playing a game. Ex-
ample: "Kevin runs an excellent campaign,” or "l ran in Bill's game
last week."

Saving Throw: This is a roll (usually on a twenty-sided die) to
avoid some unpleasant event. For example: A character might have to
roll a saving throw to avoid being overcome by tear gas or mind con-
trol.

Scenario: This is a specific adventure that confronts the characters
in a role-playing game. A scenario is usually a story with a beginning
(hearing about a trading post that's fallen under attack by alien invad-
ers), a middle (organizing your fellow humans into a rescue party) and
an end (riding to the rescue, driving off the aliens, and saving the trad-
ing post). Most campaigns are developed around a number of scenarios.

DREATION

At first glance, a role-playing game can look intimidating. Page af-
ter page of rules and information — how can you ever learn it all?
Well, relax. First of all, you don't have to learn everything there is to
know about this game. That's why you have this handy book as a com-
panion and reference. Second, a lot of the material is fun to read, but
it's not stuff you must know. Take your time and enjoy.

The creation of a character is relatively simple, requiring six main
steps. Each is reasonably straightforward. If anything, players will get
bogged down with the large number of choices available to them. To
that end, most sections offer the option of rolling on random tables for
quick and unpredictable character creation. Of course, the players are
always free to choose rather than roll, especially if the group wants to
make character creation as fast as possible so you can all get to playing
right away.

Step 1:
Determining the
Eight Attributes & Attribute Bonuses

The first step in creating a character is to roll up the eight attributes:
Q. ME, MA,, PS, PP, PE, PB, and Spd. These represent your
character's natural mental and physical abilities. Some of the physical

skills and special abilities available to one's character may increase a
character's attributes, so it may be wise to write these numbers down in
pencil until all modifiers and bonuses are accounted for.

Three six-sided dice (3D6) are rolled to determine each attribute.
The higher the number, the greater the ability. If you roll a 16, 17, or
18, that attribute is considered “exceptional," and an additional
six-sided die is rolled and added to the total for that attribute. If another
six is rolled (very rare), roll again! This bonus die is only rolled during
initial attribute generation and does not apply to attributes raised to 16
or higher from skills, O.C.C.s., or special abilities.

Many of the physical skills will provide the character with attribute
bonuses. For example, Wrestling offers a +2 to P.S. and P.E., so if the
player has already rolled a total of 15 for P.S., he adds another two
points for a total of 17. Ifhis P.E. was 8, the +2 would raise it to 10. All
physical skill point bonuses are cumulative.

The Eight Attributes

Intelligence Quotient (1.Q.): Indicates the character's intelligence.
The exact 1.Q. is equal to the 1.Q. attribute multiplied times ten. Char-
acters with an 1.Q. of 16 or better will receive a one-time bonus to all
skill percentages, including Secondary skills.

Mental Endurance (M.E.)): Measures the amount of mental and
emotional stress the character can withstand.

Mental Affinity (M.A.): Shows the character's personal charm and
charisma. Natural leaders, with an M.A. of 16 or higher, have a bonus
to invoke trust or intimidation in others. A person with a high M.A.
may appear trustworthy to some, but intimidating to others. This may
depend on the character himself or the circumstances of the situation.
At the player's option, a character with a high M.A. may choose to be
only especially trustworthy or only intimidating. This explains how
your friendly neighborhood ice cream man and some knife-wielding
thug might both have the same M.A., but use it differently.

Physical Strength (P.S.): This is the raw physical power of a char-
acter. Any character with a P.S. of 16 or better receives a bonus to dam-
age in hand to hand combat.

Physical Prowess (P.P.): Shows the degree of dexterity and agility
of the character. A P.P. of 16 or higher is rewarded with bonuses to
dodge, parry and strike.

Physical Endurance (P.E.): Demonstrates the character's stamina
and durability. The amount of physical punishment and resistance to fa-
tigue, disease, poison and magic are determined by P.E. Characters
with a P.E. of 16 or higher receive bonuses to save vs coma, death and
toxins.

Physical Beauty (P.B.): An indication of the physical attractiveness
of the character. A P.B. of 16 or better will be rewarded with a bonus to
charm or impress.

Speed (Spd): The character's Speed times 20 is the number of
yards or meters he can run in one minute. Speed X5 is the number of
yards/meters covered in a melee round (15 seconds). Dividing the dis-
tance covered in a melee round by the character's number of attacks in-
dicates how far he can move on each attack.

Attributes Beyond 30

Mental Endurance (M.E.), Intelligence Quotient (1.Q.), Mental
Affinity (M.A), and Physical Beauty (P.B.) normally max out at 30.
Bonuses do not increase should the character have a number higher
than 30.

Physical Strength (P.S): Some characters will acquire a P.S. at-
tribute beyond the limits of the bonus chart. This is usually reserved for
those who have been augmented in some way (either through genetic
modification, cybernetics, or some other form of enhancement). Occa-
sionally, even normal (albeit exceptional) humans can exceed a P.S. of
30 through a combination of very lucky dice rolls and selecting physi-
cal skills that provide P.S. bonuses.



In these cases, the damage bonus for a P.S. beyond 30 continues to
accumulate at a rate of +1 per each additional P.S. point. Thus, ifa P.S.
of 30 provides a damage bonus of +15, then a P.S. of 31 gives a dam-
age bonus of+16, P.S. 32 is +17, P.S. 33 is +18, and so on. A P.S. of
40 is the absolute limit for normal humans. NORAD Splicers, a special
kind of character with special powers, are the only human characters in
this game likely to have a P.S. of 40 or higher.

Physical Prowess (P.P.): The bonus to strike, parry and dodge
stops at 30. But for every four P.P. points beyond 30 (i.e., at 34, 38, 42,
46 and 50), the character gets a +1 bonus to his initiative roll. A physi-
cal prowess of 50 is the absolute P.P. limit for any character in this
game.

Physical Endurance (P.E.): The bonus to save vs poison stops at
30, but the percentage to save vs coma increases by one point per each
additional point beyond 30. Thus, a P.E. of 31 provides a 31% chance
to save vs coma, a 32 is 32%, and so on.

Speed (Spd): The speed of ordinary humans never exceeds 30.
However, augmented individuals (NORAD Splicers) may go higher
than this.

Different Applications of Physical Strength

Carrying Heavy Weights: Normal characters, with a P.S. of 3 to
16, can carry 10 times their P.S. in pounds (P.S.x10 = total in pounds).
For example: A character with a P.S. of 9 can carry 90 pounds (40.5
kg). A character with a P.S. of 15 can carry 150 pounds (67.5 kg).
Strong characters, with a P.S. of 17 or higher, can carry 20 times their
P.S. in pounds. This means a character with a P.S. of 18 can carry 360
pounds (162 kg).

Lifting Heavy Weights: Characters generally can lift TWICE as
much as they can carry. Thus, a character with a P.S. of 9 can carry 90
pounds (40.5 kg) but can lift 180 pounds (81 kg).

Movement and Exertion: A character can carry the maximum
weight load (see Carrying Heavy Weights) for their P.E. times 4 min-
utes. Carrying the maximum weight while running or fighting can only
be done for the equivalent of one's P.E. times two minutes. Ifa charac-
ter lifts the maximum weight possible (see Lifting Heavy Weights), then
it can only be held for as many melee rounds (15 seconds each) as the
character has points of P.E. A character can run at maximum speed for
one minute (four melees) for each point of P.E.

However, don't let these numbers bog down game play. Keep things
simple. Light activity, such as walking, jogging, driving, standing
guard, doing repairs and similar activity can be conducted for hours
without affecting the character adversely. Both players and the Game
Master should apply common sense and logic to the duration of an ac-
tivity. Even intense activity, such as 20 minutes of combat followed by
rest or light action, will not significantly impair the character's effi-
ciency. It's all a matter of pacing.

Prolonged periods of combat or heavy exertion (an hour or more of
intense, continual physical exertion) will take its toll on the character.
Apply the following modifiers once every hour, accumulatively: Speed:
-2; Initiative; -2; Parry and Dodge: -1; Damage: -2.

Speed Chart

The following is a simple conversion table of speed factors
into approximate miles per hour (mph) and kilometer equival-
ants.

Speed Factor Approx. MPH Kilometers Per Hour

5 3'/2 5.6
1 712 12
22 15 24

27 182 29.7
33 224/ 36
44 30 48
50 35 56
55 3 60
58 40 64
66 45 72
77 53 85
88 60 96
110 75 120
132 90 148
220 150 241
293 200 321

ATTRIBUTE BONUS CHART
16 17 18 19 20
1.Q. add to all skills. This is a one +2% +3% +4% +5% +6%
time bonus
M.E. save vs. psionic attack +1 +1 +2 +2 +3
save vs. insanity

_P.S. Hand to Hand combat: damage
P.P. parry and dodge bonus
bonus to strike
P.E. save vs. comal/death
save vs. magic/poison +1 +1 +2 +2 +3

P.B.charm/impress 30% 35% 40% 45% 50%  55%

Spd. No special bonuses other than the raw, natural ability to run.

+1 +1 +2 +2 +3 +4
M.A. trust/intimidate 400 45 S0h 559% 60% 6%
+1 +2 +3 +4 +5 +6
+1 +1 +2 +2  +3  +3
+1 +1  +2  +2  +3  +3
+4% +5% +6%  +8% +10%

22 23 24 25 26 27 28 29 30
+8% +9% +10% +11% + 12% +13% +14% +15% +16%

+4 +4 +5 +5 +6 +6 +7 +7 +8
+5 +6 +7 +8 +9  +10 +11 +12 +13
Ch T 80 84% 83 92X A% 9 9 _

+7 +8 +9 +10 +11 +12 +13 +14 +15

+4 +4 +5 +5 +6 +6 +7 +7 +8
+4 +4 +5  +5  +6 46 47  +7 +8

+12%  +14% +16% +18% +20% +22% +24% +26% +28% +30%

+4  +4 +5 +5 46 +6 +7  +7  +8
60% 65% 70% 75% 80% 83% 86% 90% 92%
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Step 2:

Determine Hit Points & S.D.C.

Hit Points might best be thought of as life points because they indi-
cate how much physical damage (cuts, bruises, etc.) a character can
withstand before he or she dies. These are the points that are observed
during a battle (or melee round) to determine how much damage is in-
flicted on friend or foe. Each time a character is struck by a punch,
kick, weapon, bullet or energy blast he takes physical damage. Each in-
dividual player keeps score of how many Hit Points his character has
by subtracting the damage from his character's Hit Points each time
that character is hit and injured. Likewise, the G.M. keeps score of how
much damage the player inflicts upon his opponent. When a character
has zero Hit Points, he is in a coma and will soon die without extensive
medical help. When a character's Hit Points have been knocked far be-
low zero, he is dead and beyond saving.

Determining Hit Points

Now that you have some idea of what Hit Points are about, let us
get into the technical aspects of their determination and use.

1. Base Hit Points: Having rolled up your eight attributes, you will
recall that one is Physical Endurance (P.E.). The Physical Endurance
score indicates your character's base/starting amount of Hit Points.
This number means that he or she can lose that many Hit Points before
dying.

Some of you will have a character with many Hit Points, but don't
get cocky. A laser, machine gun or knife in the right hands can whittle
you down to size in a melee round. To those who find themselves with
a character who has only a handful of Hit Points, don't despair or feel
cheated. You'll just have to use cleverness and cunning in avoiding di-
rect confrontations until you've built up your Hit Points (and S.D.C,;
more on that later).

2. Building Hit Points: After determining your base Hit Points,
pick up one six-sided die, roll it, and add the number to your Hit Point
base. This is your total number of starting Hit Points.

As your character grows in knowledge and experience, he will gain
more skill and expertise. At the same time he will also mature physi-
cally, increasing his Hit Points. Thus each time a character attains a
new experience level, roll one six-sided die and add it to the existing
Hit Points.

S.D.C. or Structural Damage Capacity

There are two types of S.D.C. The first applies to living creatures
and is a sort of supplement to Hit Points. The second applies to inani-
mate, non-living structures such as chairs, locks, doors, buildings, vehi-
cles, body armor, and so on.

Determining physical S.D.C. is simple. Each of the O.C.C:s auto-
matically provides a base S.D.C. rating. Additional physical S.D.C. is
gained from physical skills such as Boxing, Wrestling and Gymnastics.
In this way you can build and toughen your character as much as you
would like.

When a character is hurt, the damage is first subtracted from his
or her SD.C. points. S.D.C. damage is painful, but not deadly. It's like
in an action movie where the hero takes a bullet or is stabbed, but is
able to keep fighting as if nothing happened. Later, when the hero tends
to his wounds, he just slaps a bandage on them and says something glib
like, "It was just a scratch.” S.D.C. in action.

It is only after all S.D.C has been depleted that damage is subtracted
from Hit Points. By comparison, Hit Point damage is serious and po-
tentially life threatening.

G.M.s should use common sense with S.D.C. and Hit Points. Some
situations (diving on a grenade, getting shot in the head at point blank
range, falling from a great height such as 1,000 feet/305 m, will do
damage "directly to Hit Points," skipping S.D.C. entirely.
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S.D.C. Type Two: Inanimate objects, such as the walls of build-
ings, vehicles, furniture, body armor, and so on, also have S.D.C. In
this case, the S.D.C. indicates the total amount of damage that the ob-
ject can withstand. These S.D.C. points function exactly like Hit Points,
except that they apply to non-living things. Any damage sustained is
subtracted from the S.D.C. When the S.D.C. is reduced to zero, it is
broken or smashed beyond repair.

G.M. Note: The S.D.C. system just described is a standard rule in
most Palladium Books games. From time to time we hear the com-
plaint, "How can somebody be bashing or shooting into a door and the
door is in perfect condition until all of its S.D.C. is depleted?" The an-
swer is, it's not in perfect condition. Using the example of the door, the
G.M. should explain exactly what's happening. "You bash into the
door with your shoulder. It's a very solid door and you inflict minimal
damage (give S.D.C. damage). You realize that it will take quite a
while to gain entry this way and you may hurt yourself." Or "You can
feel the door give a little under your great strength (give S.D.C. dam-
age). Another bash and the door's frame cracks and moans, but it still
holds (give S.D.C. damage). It will take another couple of attempts (as
the door's S.D.C. dwindles), but it's definitely giving." Or, "“Your sub-
machine gun riddles the wood door with a dozen holes (something the
player can look through) but the door is still locked and holding
strong."

The point is, attacks on normal objects will scrape, dent, crack,
splinter, crumble, punch holes through it, and so on, even ifthe object
is not destroyed. To smash or destroy something may require multiple
attacks, and in some cases, like being locked behind an iron door or
bulkhead without a weapon, proper tools or a suitable special ability, it
will be impossible to damage the item at all.

Armor Rating (AR.)

Artificial armor, such as bulletproof vests and bionic armor, also
have an Armor Rating (A.R.) aswell as S.D.C. The Armor Rating indi-
cates exactly how much protection is afforded by the armor (or object)
and how easily it is penetrated. The higher the A.R. the better. Ifan at-
tack roll to strike with all bonuses is less than the A.R. of the armor or
objects (door, shield, etc.), the armor absorbs the attack — subtract the
damage from the armor's S.D.C. When the armor's S.D.C. is depleted,
it no longer affords protection and is useless. Any future attacks will hit
the character's body.

If an attack roll to strike, including all bonuses, is higher than the
A.R., it penetrates the armor and inflicts damage directly to the charac-
ter's S.D.C. and/or Hit Points.

Note: The defender always wins ties, so if the roll to strike is 16
against somebody with body armor that has an A.R. 16, the attack hits
the character, but damages the body armor because it didn't surpass the
A.R. protection. However, if that strike roll had been 17 or higher, the
attack would have struck an area not covered by the armor or punched
right through it, doing damage to the character underneath it.

Natural Armor: Some forms of armor are vastly superior to simple
body armor. Such armors include vehicle armor, cybernetic armor, and
Natural Armor.

Natural armor applies to aliens (like the Bugs) and augmented crea-
tures who have protective skin or an exoskeleton with an Armor Rat-
ing. In these cases, a roll to strike that falls under the A.R. does hit, but
inflicts no damage. Punches and bullets bounce off harmlessly, lasers
are deflected, and combat continues. A roll above the Natural A.R.
strikes and inflicts full damage, first to the physical S.D.C. and, once
the S.D.C. is depleted, then to the character's Hit Points.

Recovery of Hit Points and S.D.C.

After a battle, characters who have sustained physical damage must
tend to their wounds. The attending of wounds can be administered by
fellow characters, trained medical personnel or by oneself, provided the
character has the first aid skill and is not physically impaired.



First aid-type skills include basic and immediate treatment, such as
bandaging and cleaning of wounds, stopping bleeding and so on, until
the character can receive better medical care. This is fine for minor
wounds, but serious injuries, like internal bleeding and broken bones,
will require professional treatment (or magic). Note: Unless a character
stops the bleeding of cuts and stab wounds, he will continue to lose
blood and suffer damage at the rate of one Hit Point per minute. When
all Hit Points are reduced to zero, the character falls into a coma and
hovers near death.

Recovery: Non-Professional Treatment. This is basic, first
aid-type treatment by oneself, or non-medically trained people. This
type of treatment may be used if the character is not able to seek pro-
fessional treatment immediately. It is not necessarily inferior treatment,
especially for not too serious of an ailment, but just lacks the full facili-
ties and experience of a major medical institution. Rate of Recovery:
Two Hit Points per day (24 hours) and/or four S.D.C, per day.

Recovery: Professional Treatment. This is medical treatment from
a doctor, clinic or hospital. Rate of recovery: Two Hit Points per day
for the first two days and four per each following day, until the charac-
ter has regained all of his/her original Hit Points. S.D.C, points are re-
stored at a rate of six per day.

Surviving Coma and Death

When a character's Hit Points are reduced to zero (or less), he col-
lapses and falls into a coma. How much damage below zero a character
can withstand is determined by the Physical Endurance (P.E.) attribute.
A character can take one point of damage below zero (to negative one,
-2, -3, etc.) for each P.E. point. Example: A character with a P.E. of 9
will lapse into a coma at zero Hit Points, but still lives up to a negative
9. However, if the character receives more damage (which is very pos-
sible) than the P.E., he is dead with no hope of recovery. Thus, if a
character with a P.E. of 9 takes 10 points or more below zero, exceed-
ing his P.E., he is beyond medical help and dies. Note that some special
abilities may extend the amount of damage below zero a character can
endure, and in some cases, continue to function.

The length of time a character in a coma will survive without treat-
ment is again indicated by the P.E. Add one hour for each P.E. point.
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Example: P.E. 9 =9 hours, P.E. 10=10 hours, and so on.

Whether a character survives the coma and is stabilized (brought
back to at least one Hit Point above zero), is determined by the roll of
percentile dice. If the player rolls two successful recovery rolls out of
three, the character breaks out of the coma and is no longer in danger of
dying. This also means that he is brought up to one Hit Point above
zero. Recovery of Hit Points from that time on is standard; see Recov-
ery of Hit Points. Note: This can be attempted every hour until the
character dies.

Recovery Ratio (roll 2 out of 3)

Treatment from unprofessional

individuals with medical skills: 01-18%
Treatment from an intern or nurse (R.N.): 01-32%
Treatment from a doctor without proper facilities): ~ 01-46%
Treatment from a doctor at a clinic (fair facilities):  01-56%
Treatment from a hospital: 01-66%
Treatment from a major, large hospital: 01-70%

Optional Damage Rules

It is not very believable for a character with less than 10 Hit Points
and no S.D.C, to be dancing around in the middle of combat with little
or no impairment. As the human body takes damage, especially Hit
Point damage, it will suffer impairment from pain, blood loss, and fa-
tigue. To emulate this in a role-playing game, we apply penalties to the
character's actions. Below are some optional tables that list side effects
from physical damage. Each time a character suffers damage equal to
10% of his Hit Points (not S.D.C.), roll on the appropriate table (or pick
an appropriate result ifa called shot was made).

The effects of the damage are generally temporary and cumulative.
Thus, ifa character suffers the loss of a great deal of Hit Points within a
short time, he will suffer the multiple effects of physical damage. Roll
each time severe damage is endured.

An optional system that is more generic and simpler to keep track of
is to apply a penalty of-1 on initiative, -1 to strike, parry, and dodge, as
well as -5% to skills and speed for every 10% of Hit Points lost. With
this system, a character with 25 Hit Points will receive these penalties
for every three H.P. lost (not applicable to S.D.C.)

Optional: Minor Injury Table

None of these effects are permanent or life threatening. Minuses ap-
ply to that one limb (50% chance for right or left). Speed minuses af-
fect the whole body. Remember, symptoms and penalties are
cumulative; roll each time the character suffers a fall, explosion, or
more than 10% of Hit Points in damage from a single attack. Duration:
1D4 days (double or triple for serious injury resulting in the loss of
50% or more of the character's Hit Points).

01-14%: Minor bruises and lacerations; -2 on Spd and -1 to dodge.

15-29%: Severely bruised and battered muscles; -1D4 on Spd, -1 to
P.P. and -2 to Dodge.

30-44%: Damaged (sprained, pulled, cut, etc.) arm or shoulder; -3
to P.P. and -2 to parry.

45-59%: Damaged leg or hip; Spd is 1/2 and -2 to dodge.

60-74%: Damaged hand and/or wrist; -1 to P.P., -2 to P.S., and can
not lift weights of more than 10 Ibs. (4.5 kg) with that hand. The
character is -10% on all skills that require that hand.

75-89%: Head injury; -5% on all skills and -2 to Spd.

90-100%: Damaged back or pelvis; -1 to P.E., reduce attacks per me-
lee round by one, and Spd by 50%. Furthermore, the character can
not lift or carry more than 10 Ibs (4.5 kg) without excruciating pain
(double all penalties, due to pain, until weight is put down).

Optional: Side Effects From
Serious (Hit Points) Damage

Roll on this table only once, when 75% to 99% of Hit Points are de-
pleted. Impairment is temporary, lasting 1D4 weeks.



01-10%: Severely battered and bruised; Reduce Spd by half,
combat bonuses by -2 points, and -3 to dodge.

11-20%: Torn arm muscle; -3 to P.P., -2 to P.S., -1 attack per me-
lee round, -2 to strike or parry, and the character can not lift or carry
anything more than 10 Ibs. (4.5 kg) without excruciating pain (double
penalties due to pain).

21-29%: Torn leg muscle; Reduce Spd by halfand -2 to dodge.

30-39%: Fractured bone (arm); Reduce P.P. and P.S. by 40%, -5
to strike or parry, and the character can not lift or carry more than one
pound (0.45 kg) without excruciating pain (double penalties due to
pain).

40-49%: Fractured bone (leg); Reduce Spd by half and -4 to
dodge.

50-59%: Fractured bone (ribs or pelvis); -2 to P.E., reduce at-
tacks per melee round by one, and Spd is halved. Furthermore, the
character can not lift or carry more than 5 Ibs. (2.3 kg) without excruci-
ating pain (double penalties due to pain).

60-69%: Broken bone (ribs or pelvis); -4 to P.E., reduce attacks
per melee by halfand Spd by 80%. Furthermore, the character can not
lift or carry anything more than 5 Ibs. (2.3 kg without excruciating pain
(double penalties due to pain). Duration is doubled.

70-79%: Punctured lung; -4 to P.E., reduce attacks per melee by
half and Spd by 80%. Furthermore, the character fatigues three times
faster than normal.

80-89%: Weakened immune system and fever; In this weakened
state, the character catches a virus resulting in constant low-grade fe-
ver, chills, and fatigue. Reduce P.E. by half, P.S. and P.P. by 25%, re-
duce attacks per melee round and all bonuses by half, and Spd by 40%.
Furthermore, the character fatigues twice as quickly as normal.

90-00%: Severe concussion; Reduce attacks per melee and all
combat bonuses by half, reduce Spd by half, and all skills are per-
formed at -30%.

Optional: Recovery Side Effects From Near Death
For a sense of additional realism, a player can roll on this table

when a character has lost all (reduced to zero or below) of his Hit

Points and has been near death (in a coma). Impairment is permanent

as a result of the grave physical damage. Note: This is not a mandatory

table, but it is left up to the Game Master and player's discretion.

01-10%: No permanent damage.

11-20%: Major stiffness in joints; reduce P.P. by 2.

21-39%: Minor stiffness in joints; reduce P.P. by 1.

40-55%: Legs impaired; walk with a limp, reduce Spd by 2.

56-70%: Major scarring; reduce P.B. by 2 points.

71-82%: Chronic pain; reduce P.E. by 1 point.

83-92%: Minor brain damage; reduce 1.Q. by 1 point.

93-00%: Major brain damage, reduce 1.Q. by 2 and M.E. by 1.

Step 3:
Determine Background

Since this game takes place in 2009, most characters will have had
some recollection of life before The Meltdown. Even a 19 year old
character would have been 10 before the world went haywire. Like-
wise, it is just as feasible for a character to be 40 or 50 and have had an
entire career prior to life as a survivor. To this end, every character
must pick or roll their pre-Meltdown background as a way of establish-
ing who they once were.

This aspect of character creation is designed to help craft the per-
sonality and personal history of your character. While each background
brings with it certain skills, one shouldn't pick their background solely
based on how their character might benefit from it. It is okay if your
character has a less than heroic background, like being a waitress, ac-
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countant, or garbage man. In fact, in the terms of this game, that's a
good thing, since it more sharply juxtaposes who your character was to
who your character is. This enables the player to create some pretty in-
teresting characters with bizarre life stories. Keep in mind, this is a
world where everything was suddenly turned upside down and some-
how, through the madness, arose a new generation of heroes who never
knew they had it in them until the severity of their surroundings
brought out their true nature.

The following Background Tables are a selection of possible back-
grounds to pick/roll from. You will notice that every background brings
with it certain skills to the character. The character's background repre-
sents who he was nine years ago, so these skills are the core of what-
ever expertise or experience he had at that time. In the nine years since,
the character has built himself into his current O.C.C., so his old skills
have atrophied seriously.

For game purposes, the character's background skills are frozen at
first level proficiency. That means a 5th level character with 5th level
skills in his current persona, still knows his old background skills, but
at 1st level proficiency. Even skills they used to know by heart have
grown rusty and unreliable. This isn't meant to cripple characters as
much as it is to drive home just how far away the character has gotten
from his previous life.

If characters wish, they can "reactivate” background skills when
they pick additional skills as allowed by their new Meltdown O.C.C. In
general, characters can trade one new O.C.C. Related Skill (or two Sec-
ondary Skills) to reactivate one old skill. So, a character can use two
extra skills to reactivate — keep — two old background skills. Reacti-
vated skills advance in level as the character does in his new
post-Meltdown O.C.C.

This means a character who was once a doctor can choose not to
pick all the new Meltdown O.C.C. skills but to keep a few old medical
skills instead. This is a fair trade-off since the character's old skills re-
place some of those normally associated with the new Meltdown
O.C.C. For the sake of simplicity, all skills, new and old, start at level
one, but the old skills that were kept (via trade of new skills) increase
in level of proficiency as the character grows in experience.

A final note: If you want your character to have a background not
listed here, then by all means, please feel free to make one up (with the
G.M.'s approval, of course). In general, give your background either
one skill program or its equivalent (4-5 skills).

How OId You Were
Before the Meltdown

01-10%: Kid. You were only 8+1D6 years old when the Meltdown
occurred, making you from 18-23 now. For background skills, select
the Physical/Athletics Program (You always did throw a wicked
dodgeball).

11-30%: High Schooler/Teenager. You were 15-18 when the
Meltdown occurred, making you from 24-27 now. For background
skills, select one of the following skill programs: Domestic and Physi-
cal/Athletic or Technical. Or, select five individual skills.

31-40%: College Student/Young Adult. You were 19-23 when the
Meltdown occurred, making you from 28-32 now. For background
skills, select any one skill program except Criminal, Espionage, Medi-
cal Doctor, Robotics, and Professional Thief. Or, select five individual
skills.

41-00%: Adult. You were from 19-50 when the Meltdown oc-
curred, making you from 28-59 now. Chances are, you had some kind
of career path set up that could be as exotic as a professional thief or as
mundane as selling life insurance. To determine background skills,
consult the following Background Occupation table. With the G.M.'s
approval, you could also make up your own background occupation
and assign to it any one skill program, or any five individual skills,
without restriction, as the Background Skills that come with it.
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Background Occupation Table

Note: In addition to the skill program listed, the character is literate
in English, has Math: Basic, and can pilot an automobile.

01-04%: Executive, Administrative and Managerial. The charac-
ter held a 9 to 5 white-collar job. He may have been a peon or on top of
the corporate ladder. Examples: Accountant, administrator, analyst, au-
ditor, general manager or executive, government chief executive or leg-
islator, inspector/compliance officer, insurance underwriter, loan
officer, management analyst or consultant, purchaser. Background
Skills: Business Program.

05-08%: Marketing and Sales. This could range from the guy sell-
ing papers on the street corner to a big mover and shaker within the fi-
nancial services world. Examples: Retail or wholesale salesperson,
independent shopkeeper, retail store manager, insurance or real estate
agent/broker, securities and financial services sales rep, travel agent,
marketing/advertising or public relations specialist. Background Skills:
Business or Technical Program.

09-12%: Administrative Support. Examples: Bank teller, ad-
juster/investigator/collector, clerical supervisor or manager, computer
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operator, court reporter or stenographer, general office or desk clerk,
receptionist or secretary, messenger, dispatcher, stock or shipping
clerk, postal carrier, record keeper, telephone operator, typist/word pro-
cessor or data entry. Background Skills: Technical Program.

13-16%: Professional/Technical. Examples: Engineer or engineer-
ing technician, architect/drafter/landscape architect/surveyor, legal
(paralegal, lawyer or judge), economist, urban/regional planner. Back-
ground Skills: Electrical, Mechanical or Technical Program.

17-20%: Computer, Mathematical, or Research. Examples: Ac-
tuary, computer programmer, systems analyst, mathematician or statis-
tician, researcher (scientific, commercial or academic). Background
Skills: Business or Technical Program, plus the Math: Advanced and
Computer Operation skills.

21-24%: Science. Examples: Biologist, botanist, chemist, geologist
or geophysicist, meteorologist, physicist, astronomer, scientific or labo-
ratory technician. Background Skills: Electrical or Mechanical Program
or the Science Program.

25-27%: Social and Recreation Worker. Examples: Recreation
worker, social and human service assistant, social workers. Background
Skills: Domestic and Research/Investigative or Technical program.




28-30%: Clergy. Examples: Minister, rabbi, priest, monk, cleric,
missionary, etc. Background Skills: Domestic or Technical Program.

31-33%: Comic Book Collector or Bookworm and/or Dealer or
Trader of Comics or Books: Literacy (of course), Computer Opera-
tion, Research and either Business & Finance or Art.

34-37%: Educator. Examples: Adult education teacher, archi-
vist/curator, college or university faculty, counselor, librarian or library
technician, schoolteacher (Kindergarten, elementary, or secondary),
special education teacher. Background Skills: The Research skill plus
one of the following: Communications, Journalist/Investigation, or
Technical Program.

38-40%: Medical. Examples: Chiropractor, dentist or dental hy-
gienist, optometrist, physician/surgeon, podiatrist, veterinarian, dieti-
tian or nutritionist, medical therapist (occupational, physical,
recreational), pharmacist, physician assistant, registered nurse,
speech-language pathologist or audiologist, dispensing optician, emer-
gency medical technician, medical/laboratory technologist or techni-
cian, mental health (psychologist, psychiatrist, mental therapist).
Background Skills: Medical Assistant, Medical Doctor, or Medical In-
vestigation Program.

41-44%: Communications. Examples: Broadcast technician, pub-
lic relations, radio or TV announcer or newscaster, reporter or corre-
spondent, writer/editor, publisher or producer. Background Skills:
Communications or journalist/Investigation, or either a Language or
Technical Program.

45-48%: Visual Arts. Examples: Designer, photographer and cam-
era operator, visual artist (painter, sculptor, illustrator, etc.). Back-
ground Skills: Technical Program.

49-52%: Performing Arts. Examples: Actor/director/producer,
dancer/choreographer, musician. Background Skills: Domestic or Tech-
nical Program.

53-56%: Food Service. Examples: Chef, cook, kitchen worker, ca-
terer. Background Skills: Domestic Program.

57-60%: Personal Service or Building/Grounds Service. Exam-
ples: Barber or cosmetologist, flight attendant, janitor or cleaner, land-
scaper or groundskeeper, preschool teacher, child care worker, maid or
butler, personal assistant, non-farm animal caretaker. Background
Skills: Domestic or Technical Program.

61-62%: Protective Service. Examples: Correction officer,
firefighter, security guard or bodyguard, police/detective or special
agent, or private detective. Background Skills: W.P. Revolver or Auto-
matic Pistol and one of the following: Journalist/Investigation, Physi-
cal/Athlete, Police/Law Enforcement or Weapons Proficiency: Modern
Program.

63-64% Computer Nerd/Enthusiast: Computer Operation, Com-
puter Programming, and either Computer Hacking or TV & Video.

65-68%: Mechanical. Example: Automotive body repair, elec-
tronic equipment repair, telephone installation and repair, elevator in-
stallation and repair, mechanic, heating/air conditioning or refrigeration
technician, line installer or cable splicer, millwright, musical instru-
ment tuning or repair, vending machine service and repair. Background
Skills: Electrical, Mechanical (General) or Mechanical (Vehicular) Pro-
gram.

69-72%: Construction. Examples: Bricklayer, stone mason, car-
penter, carpet installer, concrete mason or terrazzo worker, drywall
worker, electrician, glazier, insulation worker, painter or paperhanger,
plasterer, plumber or pipe fitter, roofer, sheet metal worker, structural
or reinforcing ironworker, tile setter. Background Skills: The Carpentry
and General Repair skills plus Physical/Athlete or Technical Program.

73-76%: Production. Example: Assembler, blue-collar worker su-
pervisor, fisher, hunter, forester/logger, miner, food processor, inspec-
tor/tester or grader, metalworker or plastics worker, plant or systems
operator, printer, textile/apparel worker, woodworker. Background
Skills: Physical/Athlete or Technical Program.
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77-80%: Transportation and Material Moving. Examples:
Driver, aircraft pilot or air traffic controller, rail engineer, boat or ship
captain or crew member, industrial material-mover. Background Skills:
Pilot (Basic) Program plus the Radio: Basic skill.

81-84%: Helper, Equipment Handler or Unskilled Laborer. Ex-
amples: Freight, stock or material mover, packer/packager, machine
feeder/unloader, service station attendant, garbage man, vehicle washer
or equipment cleaner, parking lot or toll booth attendant, helper (con-
struction, mechanical or production), construction craft laborer, hazard-
ous waste cleanup, asbestos/lead abatement. Background Skills:
Physical/Athlete, or Pilot (Basic), or Domestic Program.

85-88%: Agricultural. Examples: Crop farmer, orchard worker,
livestock farmer, migrant worker, field hand, grounds keeper, or worker
in a hothouse or nursery. Background Skills: The Botany skill plus”
Technical or Physical/Athlete, or Survival/Wilderness Program.

89-92%: Military. Examples: Soldier or civilian-style support oc-
cupation. Background Skills: Soldiers get the Military (Basic) Program
plus one of the following: Espionage, Military Demolitions, Pilot (Ba-
sic) or Pilot (Advanced) Program. Those with civilian-style support oc-
cupations will have held a job described in one of the other Background
Occupation Categories, even though he worked for the military; pick
any one of the skill programs defined in the other Background Occupa-
tion categories.

93-94%: Professional Athlete. Examples: Baseball, football, bas-
ketball, ice hockey, soccer, boxer, skier, ice skater, martial artist, race
car driver, runner, weightlifter, mountain climber. Background Skills:
Physical/Athlete Program for most athletes. Race Car Drivers get the
Pilot Basic and Advanced programs. Martial Artists get the Weapon
Proficiency: Ancient Weapons Program and the Hand to Hand: Martial
Arts skill. Marksman/Target Shooter. Modern W.P. Program.

95-96%: Game Designer: Literacy (of course), Writing, Research,
Computer Operation and either Business & Finance or Art.

97-00%: Criminal, Vagabond or Perpetually Unemployed.
Criminal: The character has spent his years as a professional crook. Se-
lect either the Criminal or Professional Thief Program. At the
player/G.M.'s option, the character may have spent 2D6 years in juve-
nile detention, jail or prison before The Meltdown. The character may
still have been in jail during The Meltdown, but escaped. Whether or
not the character is reformed is up to the player.

Vagabond/Hobo: The character has never had any kind of formal
education or job training. Select either the Physical/Athletics Program
(to reflect how the character has had to toughen up to survive) or select
5 Secondary Skills. As an optional characteristic, the player may
choose or roll one random insanity to give the character some addi-
tional color. This mental illness might explain why the character was
living on the streets in the first place.

Perpetually Unemployed: For some reason, the character could
never hold a job, becoming a Jack-of-all-Trades, and master of none.
Select any five skills of choice (any). For Kicks, the player might want
to make the skills as disparate as possible to reflect the character's wide
(but shallow) range of experience.

Note: If the player wishes to use a Background Occupation not
listed here, then simply pick any five individual skills to reflect the
character's past job/training.

Birth Order

01-30%: First Born Weight
31-44%: Second Born 01-10%: Skinny
45-55%: Third born 11-30%: Thin

56-65%: Fourth Born
66-80%: Last Born

81-90%: First Born of Twins
91-00%: lllegitimate

31-55%: Average
56-74%: Husky
75-89%: Pot-Bellied
90-00%: Obese



Height

01-30%: Short

31-70%: Average

71-00%: Tall

Averageheights:

Male: 6 feet (1.8m)

Female: 5 feet, 6 inches (1.7 m)

Disposition

01-10%: Mean, suspicious, vengeful.

11-15%: Shy, timid, tends to be a loner.

16-20%: Gung-ho, guts and glory type who sees himself as a hero.
Likescombat.

21-25%: Worry wart, nervous and cautious.

26-37%: Hot-head, quick-tempered, emotional, but basically nice.

38-45%: Schemer; gambler who likes to take chances.

46-50%: Blabbermouth, nice guy, but too talkative.

51-56%: Wild man, cocky, overconfident, takes unnecessary risks.

57-66%: Nice guy, friendly, courteous and hospitable.

67-76%: Snob, arrogant, feels superior to others.

77-84%: Tough guy, self-reliant, cocky, a lone wolf.

85-89%: Paternal, overbearing, overprotective of others, especially
young characters.

90-94%: Complainer, constantly aggravated about something.

95-00%: Paranoid, trusts no one.

Land of Origin

01-10%: Australia

11-20%: Great Britain

21-55%: United States

56-70%: Canada

71-80%: Europe; may speak English or not.

81-85%: Africa; may speak English or not.

86-92%: Mexico, Central America or South America (speaks Eng-
lish?)

93-00%: Asia/Orient (China, Korea, Japan, etc.; speaks English?)

Note: The Land of Origin Table is designed with the assumption
that the majority of players in this game will be North American (USA,
Canada & Mexico) and want to play characters from their native home-
land. Furthermore, it is assumed that characters operating in North
America were either living there (even born and raised there with only
ethnic heritage to foreign lands) or were visiting when The Meltdown
occurred.

Players should feel free to select whatever country and language
they desire as their character's homeland. Characters of non-English
speaking ethnic backgrounds can usually speak and understand English
and one additional language at 75% proficiency, but are not literate in
whichever is considered their "second" language. Add +15% to the for-
eign language skill if that language is also studied as a separate skill.
Those of you not from North America who are adapting this game to
your homeland, please feel free to adjust this table to reflect your na-
tional neighbors and ethnic makeup.

Childhood Environment

01-20%: Agricultural/Farm Community

21-40%: Countryside, small town or village.

41-60%: Suburb, a small city or a large town.

61-85%: City (population of 200,000 to 500,000).

86-00%: Metropolis (e.g., New York, Los Angeles, Detroit, Toronto,
Mexico City, etc.).

Social/Economic Background

01-09%: Military/Middle Class

10-19%: Laborer/Poor

20-29%: Laborer/Lower Class

30-59%: Laborer/Middle Class

60-74%: Skilled/Middle Class

75-84%: Highly Skilled/Upper Middle to Upper Class
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85-89%: Political/Upper Middle Class
90-00%: Wealthy

Note: A character's social/leconomic background typically pertains
to his or her life before The Meltdown. By 2009, the year of the game
setting, most "survivors" are in the same boat, having to survive in a re-
source-scarce world, getting by on meager weapons, supplies, equip-
ment and trade. The only folks who are truly "wealthy" anymore are
those special individuals who belong to any one of the listed O.C.C.s
and whose extraordinary actions gain them extraordinary rewards.

Step 4.

Determine Psionics

Most people in Systems Failure have psychic potential but not the
ability to tap into it. Those gifted few may develop certain extrasensory
powers along the way. Extremely gifted individuals may be perfect
candidates for becoming a NORAD Psychic. Note: Players who do not
want their character to be psychic at all, need not roll on this chart.
Likewise, it is assumed that NORAD Psychic characters will possess
Major Psionics without having to roll for them.

Random Psionics Table

Roll percentile dice. Psychic abilities are described elsewhere in this
book.

01-09% Major Psionics can select a total of eight powers from any
one category (Sensitive, Physical or Healer) or a total of six powers
with selections made from all three categories. While the Major Psionic
is a natural candidate to become a NORAD Psychic, they may select
any O.C.C., however, the extra time the psychic must spend to develop
his abilities means that all skill bonuses are reduced by half, and the
number of "other" skills are also reduced by half. Base I.S.P. is the
character's M.E. +4D6, +1D6+1 per level of experience.

10-25% Minor Psionics may select three powers from any one of
the following psionic categories: Sensitive, Physical or Healer. In the
grand scheme of things, power of this level is considered inconsequen-
tial; practically a "parlor trick" psychic. The base Inner Strength Points
(1.S.P.) are the character's M.E. +2D6. At each level of experience, add
+1D6 1.S.P.

26-00%: Not psychic. Sorry.

Step 5:

Pick an O.C.C.

A character's Background determines what he once was, but his Oc-
cupational Character Class (O.C.C.) determines what he is NOW. There
are nine basic 0.C.C.s and two special ones, all of which reflect a he-
roic role the character has taken on since The Meltdown.

The nine basic O.C.C, are the Splatterpunk, Grease Monkey, Egg-
head, Survivalist, Exterminator, Freebooter, Peacekeeper, Medicine
Man and Wacko. The two special O.C.C.s are the NORAD Psychic and
the NORAD Splicer.

Detailed information on each O.C.C. Begins on page 79.

Step 6:

Pick an Alignment

All players must choose an alignment for their character. This de-
fines a character's attitudes and moral center. There are three basic
alignment categories: Good, Selfish and Evil.

Alignments are an important factor in developing a character and
the elements of "role” playing. Whether we are consciously aware of it,
every person has his or her own code of ethics and morals, as well as a



sense of justice and what constitutes good and evil, right and wrong. It
is this sense of right and wrong that helps build our moral fiber, mold
our behavior, and dictate our reactions to people, events, and circum-
stances in the world. It is this code that makes the thought of stealing or
hurting somebody abhorrent to one person but acceptable to another.

Alignments should be regarded as a guideline for the character that
will indicate how he or she is likely to react to any given situation, vio-
lence, good and evil. Try to stay in alignment and act accordingly.
However, a player may find himself slipping (or slipped) out of charac-
ter. The G.M. should stop the game for a moment and, as the referee/di-
rector of the story, point out that the player's intended actions go
against his alignment. The G.M. should then warn that moving forward
will cause the character to change alignment. For example: A princi-
pled good character that acts out of hatred and deliberately tortures an-
other being is likely to drop to the anarchist or even miscreant
alignment. A principled character who decides to steal or "bend" the
law is likely to drop to an unprincipled alignment. Meanwhile, a mis-
creant evil character who has learned the value of friendship and begins
to perform acts of goodness and compassion, or forsakes his villainous
ways, may go up to anarchist or unprincipled (and eventually, even
higher). Playing in character (e.g., in alignment) can be a challenge, but
it is always fun.

No Neutral Alignments

There is no such thing as an absolute neutral alignment. A character
with an absolute, true neutral position could not make a decision, fight
tyranny, hurt others, go adventuring, or take any action of any kind
without leaning toward good, evil, or self-gratification. It is humanly
impossible, and therefore is eliminated in the context of this game.

There are some philosophers out there who might disagree with this,
but that's a topic for another forum and not a factor ofthis game. Sorry,
this is one of the very few definitive, unbending rules.

Good Alignments

Good-aligned characters (Principled and Scrupulous) are the
straight-up heroes of this world. They generally place a high value on
life and liberty, as well as law and order. Just because a character is of a
good alignment does not make him a saint, however. Good characters
can be irritating, obnoxious and arrogant, even prejudiced and full or
quirks. Likewise, they may find themselves stepping outside the bound-
aries of the law in their quest to combat evil and injustice. But when
push comes to shove, these characters can always be trusted to do the
right thing in a life and death situation.

Principled (Good)

Principled characters are upright "boy scout”" or “do-gooder” types
who put others before themselves. This is the knight in shining armor,
with the highest regard for the lives and well-being of others, freedom,
truth, honor and justice. Principled characters will always attempt to
work with and within the law, and have a high regard for (and trust of)
authority, as well as for life and freedom. He or she is usually compas-
sionate, merciful, cooperative and sincere.

A principled character will...

1. Always keep his word.

. Avoid lies.

. Never kill or attack an unarmed foe.

. Never harm an innocent.

. Never torture for any reason.

. Never kill for pleasure.

. Always help others.

. Always work within the law whenever possible.

. Never break the law unless conditions are desperate. This means no
breaking and entering (even in this post-apocalyptic setting), theft,
torture, unprovoked assaults, etc.

10. Respect authority, law, self-discipline and honor.

11. Work well in a group.
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12. Never take "dirty" money, or ill-gotten valuables or goods. This
means any property that belongs to criminals or villains. It matters
not how the bad guys got that property themselves; the hero will not
touch it even if destitute.

13. Never betray a friend.

Scrupulous (Good)

Scrupulous characters value life and freedom above all else and de-
spise those who would deprive others of them. This type of hero is typi-
cally portrayed in many movies as the cop who plays by his own rules,
forced to work beyond the law for justice (or retribution) and the
greater good of the people. They are not vicious or vindictive charac-
ters, but are individuals driven by their sense ofjustice to right a wrong
or take a (bloody) stand. These characters will always attempt to work
with or within the law whenever possible.

A scrupulous character will...

1. Keep his word to any other good person.

2. Lie only to people of selfish or evil alignments.

3. Never attack or kill an unarmed foe.

4. Never harm an innocent.

5. Never torture for pleasure, but may use muscle to extract information
from criminals or evil characters.

6. Never kill for pleasure, will always attempt to bring the villain to
justice alive, no matter how vile he may find him.

7. Always try to help others.

8. Attempt to work within the law whenever possible.

9. Bend and, occasionally, break the law when deemed necessary. This
means he may use strong-arm techniques, harass, break and enter,
steal, and so on (but only against the bad guys).

10. Distrust authority; fears the law and government may not be an ef-
fective weapon against injustice and crime. However, he will try not
to flagrantly disregard the law.

11. Work with groups, but dislike confining laws and bureaucracy (red
tape).

12. Never take "dirty" money or items.

13. Never betray a friend.

Selfish Alignments

Selfish characters (Unprincipled and Anarchist) are not necessarily
evil, but they always have their own best interests at heart and their
opinions in mind above all others. These are the mercenaries, rogues,
vigilantes and anti-heroes of the world.

Unprincipled (Selfish)

This basically good person tends to be selfish, greedy, and holds his
personal freedom and welfare above almost everything else. He dislikes
confining laws and self-discipline and distrusts authority. He views the
law and government as well intentioned, but clumsy and ineffective.
Keeping his best interests in mind, the character will always look out
for himself.

This character is also likely to take "dirty" money and items, with
the concept that it will help him in his crusade against evil. He may
also destroy the property of known criminals. He will not deal in illegal
wares, drugs, or take money from innocent or good people. The unprin-
cipled character may associate with both good and evil characters, and
often has paid informants, spies and stoolies.

This is the noble scoundrel, the guy who is always looking for the
best deal, associates with good and evil characters, is continually
tempted to lie and cheat, and hates himself for being loyal, helping oth-
ers and ultimately doing the "“right thing."

An unprincipled character will...

1. Keep his word of honor.

2. Lie and cheat if necessary (especially to those of anarchist and evil
alignments).

3. Not kill an unarmed foe (but will take advantage of one).

4. Never harm an innocent.



5. Not use torture unless absolutely necessary.

6. Never kill for pleasure; will attempt to bring the villain to justice
alive and ruin him rather than simply kill him.

7. Usually help those in need.

8. Rarely attempt to work within the law.

9. Blatantly break the law to achieve his (usually good-intentioned)
goals.

10. Dislike and distrust authority, the law and bureaucracy. Feels they
have been corrupted and abused.

11. Work with groups, especially if it serves his needs, is profitable,
and/or he is in the limelight.

12. Take "dirty" money.

13. Never betray a friend.

14. Have a high regard for life and freedom.

Anarchist (Selfish)

This type of character likes to indulge himself in everything. He is
the insurgent, con-artist, gambler and uncommitted freebooter who ad-
ventures because he enjoys the thrill, fame and fortune it brings, rather
than for any cause (like defending humanity or rebuilding the shattered
country). This character will at least consider doing anything if the
price is right or the challenge is alluring enough.

Laws and rules infringe on personal freedom and were meant to be
broken. He will not hesitate at using strong-arm techniques, breaking
and entering, theft, harassment, destruction of private property, and so
on. This can also include acting as judge, jury, and executioner. These
characters are usually the daring anti-heroes who feel the end justifies
the means. The anarchist-aligned person is always looking for the best
deal and self-gratification. He will work with good, selfish and evil
characters to attain his goals. The anarchist is continually teetering be-
tween good and evil, rebelling against and bending the law to fit his
needs. Mercenaries and thieves often fall into this category.
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An anarchist character will...

1. Keep his word, but only if it suits or pleases him.

2. Lie and cheat if he feels it necessary.

3. Not likely to kill an unarmed foe, but certainly will knock out, attack

or beat up one.

Never kill an innocent, although his rash or self-serving actions may

injure or kill bystanders by accident.

. Use torture to extract information, but not likely to do so for plea-
sure.

. Seldom kill for pleasure.

. Not likely to help someone without some ulterior motive (even if it's
only to show off).

8. Rarely work within the law unless it serves his purpose.

9. Constantly break the law to achieve his goals.

10. Have little respect for authority, the law, or self-discipline.

11. Does not work well within groups; tends to do as he pleases, de-

spite orders to the contrary.
12. Takes "dirty" money without hesitation.
13. May betray a friend. Sorry, pal.

Evil Alignments

All evil characters (Aberrant, Miscreant and Diabolic) are not nec-
essarily bent on universal genocide or dominating all other living crea-
tures. Nor are all evil characters sadistic and untrustworthy. Many evil
characters may actually seem kind or likeable.

Evil alignments are a step beyond the self-gratification of the selfish
alignments. Evil characters are ruthless individuals who are willing to
say or do anything to achieve their goals. Most commonly, evil charac-
ters have goals that either entail making people suffer or cause suffer-
ing as a side effect (a side effect the evil character knowingly and
callously disregards). Human life has little meaning to them, and
friends tend to be (but not always) people to use and discard when they
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are no longer of value. Evil aligned characters do not automatically slay
any good-aligned person because of different ethics and philosophy.
All the better to use good to achieve their own goals, for the end always
justifies the means.

Note: There is nothing wrong with playing a fictional, evil charac-
ter, although he may not survive too long if he betrays or harms too
many people. Nor be liked or trusted by his "good" teammates. How-
ever, this is role-playing, not reality, so one can play any type of char-
acter he desires, just continue to play in character. That having been
said, player characters in Systems Failure tend to be brave,
self-sacrificing heroes.

Aberrant (Evil)

The cliche that there is "No honor among thieves" is false when
dealing with the aberrant character. This is an individual who is driven
to attain his goals though force, power, and intimidation. Yet the aber-
rant character stands apart from the norm with his own personal (and
twisted) code of ethics. He expects loyalty from his minions, punishing
disloyalty and treachery with a swift, merciful death or banishment. An
aberrant character will always keep his word of honor and uphold any
bargains. He will define his terms and live by them, whether anyone
else likes them or not.

If an anti-hero, he will completely disregard the law and deal out
justice as he deems fit. He will never be cruel or vindictive, and will al-
ways be absolutely positive that the person is guilty before he deals out
his brand of justice. However, once he condemns a character, he will
see to it that he is destroyed.

Whether a villain or a corrupt or extreme anti-hero, the aberrant
character looks upon people without honor or a sense of loyalty as
worthless and disgusting lowlifes.

Do not think of the aberrant character as a misguided good guy. He
or she will break all laws with impunity, harass their victims, destroy
property, assault, blackmail, torture and murder. Only their methods
and degree of violence may vary.

An aberrant character will...

1. Always keep his word of honor (at least to those he deems worthy of
it).

2. Lie and cheat to those not worthy of his respect; good, selfish or evil.

3. May or may not kill an unarmed foe.

4. Never kill an innocent; particularly a child, but may harm, harass or
kidnap.

5. Never torture for pleasure, but will use it to extract information and
intimidate others.

6. Never kill for pleasure; will always have a reason.

7. May or may not help someone in need.

8. Rarely attempt to work within the law.

9. Break the law without hesitation.

10. Have no use for the law or bureaucracy, but respects honor,
self-discipline and the "concept” of laws and order.

11. Work with others to attain his goals.

12. Usually take "dirty" money, although his twisted code of ethics
may prevent him from doing so in some instances.

13. Never betray a friend. Never.

Miscreant (Evil)

This self-serving, unscrupulous character is out only for himself.
Power, glory, wealth, position, and anything that will make his life
more comfortable or pleasurable is his goal. It doesn't matter who gets
caught in the middle, as long as he comes out smelling like a rose. The
character will lie, cheat, hurt, and kill anyone to attain his personal
goals.

If a miscreant character becomes a vigilante, mercenary, or bounty
hunter, it will be for some personal reason, a vendetta, money, glory or
a love for danger and challenge. This character is a savage misanthrope
out for himself.

A miscreant character will...

1. Not necessarily keep his word to anyone.

2. Lie and cheat indiscriminately (good, evil, selfish).

3. Kill an unarmed foe as readily as he would a potential threat or com-
petition.

4. Use or harm an innocent.

5. Will use torture for extracting information and pleasure.

6. May kill for sheer pleasure.

7. Feels no compulsion to help without some sort of tangible reward for
him.

8. Have no deference to the law, but will work within the law if he
must.

9. Blatantly break the law for his own goals and pleasure.

10. Dislike and distrust authority and the law.

11. Works with others if it will help him attain his personal goals.

12. Take "dirty" money, stolen goods, and illegal items (as well as steal
valuables for himself whenever the opportunity arises).

13. Betray a friend if it serves his needs.

14. Have no respect or concern for the lives or welfare of others.

Diabolic (Evil)

This is the category that most megalomaniacs, psychopaths, and vi-
olent and despicable characters fall into. This is the cruel, brutal killer
who trusts no one and has no value for any life other than his own. A
diabolic character will crush anyone that gets in his way. The lowlife
will lie, cheat, con, abuse and kill anyone less powerful than he is. Ab-
errant characters find these dishonorable people more revolting than a
good aligned character.

A diabolic character will...

. Rarely keep his word, and has no honor.

. Lie to and cheat anyone.

. Most certainly attack and kill an unarmed foe.

. Hurt and kill an innocent without a second thought and for pleasure.

. Use torture for pleasure and information, regularly.

. Kill for sheer pleasure.

. Be likely to help someone only on a whim (or to set them up for
some evil deed later).

8. Rarely attempt to work within the law.

9. Blatantly break the law and mock authority.

10. Despise honor, authority and self-discipline. Views them as weak-

nesses.

11. Not work well within a group; constantly disregarding orders and
vying for power/command.

12. Always take "dirty" money, drugs, stolen goods, etc., as well as
steal from others.

13. Betray a friend without hesitation; after all, you can always find
new friends.

14. Associate mostly with other evil alignments.
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Experience Points

Except in specially devised scenarios and tournaments, there is no
winner in a role-playing game. The accumulation of heroic deeds,
friends, prestige, weapons, equipment, knowledge, and skills can be
construed to be the results of winning. Ifa character survives and meets
with success in his endeavors, that is winning. However, there are re-
wards besides the acquisition of material goods and reputation, and
those are developing your character's skills, knowledge, and abilities.
This is accomplished by earning experience points.

Experience Points & Their Application

The ultimate purpose of experience points and experience levels is
to provide a means by which the player's character can grow and de-
velop. Many other role-playing games have their own unique system,
charts, equations, and computations for distributing experience points.
You may want to adapt one of these systems to this game if that's what
you're comfortable with. Still other role-playing games avoid the whole
question of experience points by using a system in which points are
pumped back into the character's skills, attributes and abilities. If that's
how you want to handle it, go for it.

The Palladium game system promotes a subjective method of using
observation and logic to determine experience point rewards. Lots of
experience systems focus on the "kill factor,” but what about the
thought process? What about the decisions, plans and motives behind a
particular action? Doesn't cleverness and a cool head count? Shouldn't
the brilliant medical student playing a character with an 1.Q. of 4 (and
staying firmly in character, saying and doing things as the dull-witted
character would, even though he realizes the stupidity as a player) get
experience for playing "in character?" Absolutely! Considering how
flexible and subjective most of the other role-playing conditions and
rules are, there isn't much logic in having a strict, limited experience
point system.

Each player's character involved in a given situation or confronta-
tion should receive the appropriate experience points. The G.M. should
make a list of his players at the beginning of the game and jot down
each player's experience points as they gather them throughout the
course of the game. At the end of the game, the G.M. totals each
player's points and gives them the total, so that they can keep track of
their growing experience and skills.

The difficulty with this system of determining experience points is
its subjectivity. The G.M. must utilize the proceeding experience out-
line with some thought. For Example: Eight third level heroes armed
to the teeth attack and subdue a lone fourth level villain. The eight
players should receive experience points for subduing a minor menace.
After all, the poor guy had no chance and presented no real threat to the
characters. However, if one or two first or second level characters sub-
dued or killed the same villain, they should receive experience for sub-
duing a major, or possibly a great menace, because the danger and the
ingenuity involved was much greater for them.

This system should promote imaginative playing instead of mere
hacking and slashing. G.M.s, don't feel that you have to shower your
players with tons of experience points. Be fair and tolerant. Let your
players truly earn their experience points, growing in skill, knowledge
and power. Ifyou have a group of players with characters rising rapidly
in experience levels, you will know it's because they are clever and
imaginative. That's what this game is all about!

Character Experience Levels

An experience table is provided for each Occupational Character
Class (O.C.C.). A character involved in an adventure gains experience
points for his thoughts, actions and deeds. As these experience points
accumulate, the character will reach new plateaus indicating his contin-
ual growth, development, and mastery over his abilities and skills. Each
time a player's character gets enough experience points to reach the
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next "level," his skill increases accordingly. For Example: When a
first level Exterminator has accumulated at least 2,201 experience
points, he has attained second level, and all of his Scholastic and Sec-
ondary Skills become second level, meaning that he can perform them
at a higher level of proficiency.

A clever plan, a quick attack, a victorious course of action, all earn
experience points. The more experience points a character receives, the
greater his abilities become. Players, be sure to keep a careful record of
the experience given to you at the end of each game. When a character
attains a new level, be certain to tell the G.M. so that the skills, Hit
Points, and other elements can be increased accordingly.

The maximum level a player character can reach in Systems Fail-
ure® (or any other Palladium game) is 15. We have found characters
any higher than that tend to be difficult both to play and to G.M. Plus,
given the typical scale of experience points used for this game, a player
would have to run his character for years and years to get that high.

Experience & Hit Points

Each time a character reaches a new level of experience, the player
gets to roll one six-sided die (1D6) and adds the number rolled to the
character's Hit Points. This indicates the physical development and ma-
turity of the character.

Per Level of Experience

"Per level of experience” or similar phrases indicate that the charac-
ter can perform a skill, power or ability at his personal, highest level of
experience. This often indicates the amount of damage that can be in-
flicted or a duration of an effect.

Experience Points Table

A guide to awarding Experience Points.

Experience Point Action

Reward

25 Performing a skill (successful or not)

25 Clever, but futile idea.

100 Clever, useful idea or action.

100 Quick thinking idea or action.

200 A critical plan or action that saves the
character's life and/or a few comrades.

400-1000 Critical plan or action that saves the en-
tire group or many people.

100-300 Endangering the character's own life to
help others.

500-700 Self-sacrifice (or potential self-sacri-f
ice) in a life and death situation (like
leaping in front of a fireball meant for
someone else to save that person, even
Though he/she is likely to die, or offer-
ing his/her own life to save the group or
another).

50-100 Avoiding unnecessary violence.

100-200 Deductive reasoning and/or insight.

50 Good judgment.

50 Playing in character bonus.

50-100 Daring or heroic (whether clever or
not).

25-50 Killing or subduing a minor menace.

75-100 Killing or subduing a major menace.

150-300 Killing or subduing a great menace.




Insanity

Insanity rules have proven to be a favorite among RPG players for
years. However, the inclusion of insanities is entirely optional and left
up to the Game Master.

In the context of this game, we will assume that all players' charac-
ters are mentally and emotionally sound (NPC villains, on the other
hand, may be disturbed from the start.) Any insanities developed from
this point forward will result from physical or psychological trauma.
This trauma may result from a violent or emotional experience, shock,
mental abuse, physical damage (blow to the head) or a chemical imbal-
ance in the body. As adventurers, the characters will be somewhat pre-
pared and hardened to seeing the horrors of war, social collapse,
frightening monsters, and unnatural or bizarre experiences. For a
trauma to permanently scar a player character emotionally, it will have
to be quite horrible or frightening.

G.M.s may want to use the Insanity tables as an additional means to
establish player characters with quirks, but it's not recommended for
beginning role-players. Advanced role-players, however, would proba-
bly be up to the challenge, and could selectively pick from the Insanity
tables to craft some really colorful and off-kilter characters.

A number of insanities are especially well-suited for those living in
the Bugged world of Systems Failure. For example, Alignment Rever-
sal might reflect the character's rebirth after The Meltdown as their old
persona became irrelevant and a new persona came to the fore ("I was a
lying, cheating, lily-livered coward who took from everybody ... but
not any more! | stand up for myself. | help others and I'm taking back
my country from the damn bugs!"). Or, the Invasion of the Body
Snatchers neurosis has obvious applications, as do the forms of para-
noia ("Hey, they always did say you were paranoid for building that
concrete bunker, right?"). Depending on how tongue-in-cheek you wish
to play this world setting (are your heroes hard-bitten, Bug-blasting sol-
diers fighting for freedom, or are they all fairly nutso fringe folk who
have been living underground for a decade and have found themselves
in the unlikely role of unconventional adventurers and heroes?), you
can really come up with some interesting backstories and playing con-
ditions by creatively using the Insanity tables to your advantage. Begin-
ning to see the possibilities?

Aside from using insanities as an experimental character-building
device, it may be appropriate for characters to roll on the Insanity tables
after experiencing a terrible or traumatic experience. The G.M. should
consider the character's level of experience (at lower levels the charac-
ter will be less prepared to deal with a traumatic situation) and his M.E.
attribute (the higher the Mental Endurance the less likely the character
is to succumb to mental and emotional duress and shock). Insanities
should not be handed out like candy at a party. The human mind is re-
ally quite resilient.

Please note that this section is not meant to be a formal thesis on
mental illness, or intended to make light of mental health. It is included
to add color and pathos to a campaign.

Trauma

Having a character roll on the Insanity tables after a terrible trauma
is both appropriate and realistic. It can also be fun, since it adds a new
element to the game and adds dimension to the character. What consti-
tutes a traumatic experience is up to the G.M. and the actual situation.
Likewise, the kind of insanity a player develops from any given cause
also is ultimately up to the G.M., who can modify, delete or add to this
section as he sees fit. The following is a guide to some traumatic situa-
tions requiring a roll on the Insanity tables.

Long periods of physical and/or emotional torture: Two to eight
weeks: roll once on the Random Insanity Table. Nine weeks to months:
roll once on the Random Insanity Table and once specifically on the
Neurosis table.
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Drug or psychically induced hallucinations that were particu-
larly terrifying, hideous or realistic: roll once on the Phobia table. If
extremely traumatic, lengthy or reoccurring hallucinations, roll on the
Random Insanity Table. A real life encounter with the subject of the
hallucination is likely to cause more trauma: 01-70% chance of devel-
oping another insanity — roll on the Random Insanity Table or the
Phobia Table, whichever seems most appropriate), 71-00% cures the
insanity (the character has successfully confronted his inner demon).

Witnessing or experiencing shockingly grotesque atrocity: Roll
once on the Phobia Table.

Terribly frightening or unusually terrible brush with death:
Roll on the Random Insanity Table.

Dying and somehow being resurrected: This is as close to death
as one can get, and miraculously returning to the living to tell the tale.
Roll once on the Random Insanity Table and once on the Phobia Table.

Severe physical disability: 01-60% chance of alcoholism or drug
addiction. 61-80% Neurosis. 81-00% Affective Disorder.

Being the direct or indirect cause for the accidental death of
several innocent people: 01-80% chance of insanity for good charac-
ters, 01-40% chance of insanity for selfish characters, and only 01-20%
chance for characters of an aberrant or miscreant alignment (diabolic
characters won't care). In all cases, roll on the Random Insanity Table.

Insanity Tables
Random Insanity Table

01-10%: Reborn. Alignment reversal; good becomes evil, evil be-
comes good and selfish becomes principled or scrupulous.

11-20%: Neurosis. Roll on the Neurosis Sub-Table.
21-25%: Compulsive Liar. Constantly tells lies and tall tales, even
if of a good alignment.

26-30%: Kleptomaniac. A compulsion to steal, even if of a good
alignment.

31-40%: Obsession. Roll on the Obsession Sub-Table.
41-50%: Phobia. Roll on the Phobia Sub-Table.
51-60%: Psychosis. Roll on the Psychosis Sub-Table.

61-70%: Fear of Animals. See the "Fear of Animals" entry on the
Neurosis Sub-Table.

71-75%: Recluse. The character prefers to be alone. He is quiet and
unobtrusive.

76-80%: Hypochondriac. The character is constantly concerned
about sickness, disease and poisoning. He exaggerates the slightest dis-
comfort and illness he may suffer and is constantly under the belief that
he is "coming down" with something. He may avoid others who are
sick even with the common cold, may blame others for his illnesses
("he coughed in my direction yesterday") and is likely to have a
half-dozen “quack™ cures for every ailment imaginable. Most taste ter-
rible, or are ridiculous, and none of them work.

81-90%: Affective Disorder. Roll on the Affective Disorder
Sub-Table.

91-00%: Neurosis. Roll on the Neurosis Sub-Table.

Affective Disorders Sub-Table

01-19%: Frightened by loud noises to the point of cowering and
wetting self.

20-35%: Disgusted by anything sticky and will go to any length to
avoid touching it.

36-54%: Obsessed with cleanliness and must clean up any area he
is at for more than a few minutes.

B55-75%: Outraged by acts of violence, becoming violent himself;
72% chance of going berserk and attacking the perpetrator of the vio-
lent act without regard for self. Bonuses: +1 to strike and +2 to damage
when berserk.



76-88%: Hates music and musicians, and will try to destroy or
stop the source ofthose terrible noises.

89-94%: Hates bugs of all kinds, and will jump up and try to kill
them whenever they are noticed within 15 feet (4.6 m) of him. This in-
cludes flies, bees, wasps, mosquitoes, moths, butterflies, caterpillars,
and spiders and other arachnids. Tends to ignore worms and tiny ants.

95-00%: Intimidated by spoken language; cannot speak meaning-
ful sentences (must use sign language or written communication); has
difficulty understanding long sentences.

Neurosis Sub-Table

Neurosis is any of a variety of illnesses that affect the mind or emo-
tions without an obvious physical/organic reason, and involves depres-
sion, phobia/fear, compulsion, anxiety, hysteria and other abnormal
patterns ofbehavior.

01-10%: Fear of Animals. More than a simple phobia, this charac-
ter has been so traumatized (perhaps chewed on by the family pet while
a little nipper) that he avoids all animals, will push away the cutest pet,
run away when confronted even by tiny animals like a mouse, and will
kill them whenever he feels cornered by them. Insects, fish, sea-life and
humanoids (i.e., the Bugs or other aliens) are not included in this irra-
tional fear.

11-20%: Fear of the Dark. Spent too much time locked in closets,
to the point that the character becomes a gibbering zombie when locked
or placed in dark, confined areas (only one attack/action per melee
round, no bonuses, no skill capabilities, speed is reduced by half). Will
collapse (unconscious) after 2D4 melee rounds and will remain cata-
tonic until removed from the darkness or a light is lit. Has trouble
sleeping at night.

21-30%: Cannot Tell the Truth. Compulsive liar, even if of a
good alignment. Most lies are harmless, but they can be annoying and
can get the character and his fellow adventurers into trouble.

31-40%: Personal Cleanliness: Compulsive need to be clean. In
fact, the character will wash his hands and face 2D4 times in a row be-
fore he "thinks" he is clean. He will also wash his clothes whenever he
can, and bathes frequently. He hates being dirty or engaging in some-
thing that will make him dirty and tries to avoid it (changes into clean
clothes whenever he can and apologizes for being dirty).

41-50%: Invasion of the Body Snatchers. Acute anxiety and para-
noia towards just about everybody, but especially towards anyone who
looks "unusual." The character is known for saying things like,
"They're out to get you! They could be anybody, even ... you?!?" The
character is nervous, a bit jumpy and suspicious of anyone who is not
ofhis same race. This condition is made worse by the fact that the alien
Bugs who have invaded the planet actually do take over human bodies
and use them as hosts to infiltrate the ranks of human freedom fighters.

51-60%: Fear of Heights. Uncle Goober used to dangle the charac-
ter by one foot, out of windows. Now the character is terrified of
heights to the point of being frozen when above the second story. The
character is fine as long as he can't see how high up he may be.

61-70%: Thinks He's Being Followed. Another compulsion moti-
vated by an unfounded fear that one is being followed. The character
finds himself frequently stopping to look and see whether or not he's
being followed. This includes checking behind himself, looking
around, constant sideways glances, checking to see if doors are locked
(checking the same doors 1D6 times each) and similar compulsive
paranoid behavior. Note: The character is not paranoid in the sense that
he thinks people are out to get him or are conspiring against him (the
character is likely to have numerous trusted friends). He just has this
constant feeling or anxiety that he may be followed or is being
watched.

71-80%: Fear of Success. "Mom always said | wasn't any good.”
The character will sabotage himself at critical moments. The following
minuses apply during critical, or high pressure moments (battle, danger,
watched by others, etc.): -15% to all skills, -3 to strike, parry, initiative
and damage.
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81-90%: Psycho-Reliance (Luck Fixation). The character be-
comes convinced that his "good fortune™ is because of a particular
item, a "lucky charm." The character touches, taps or kisses the charm
for good luck before entering a battle or tackling any difficult situation.
If the character loses the item, he suffers the following penalties until
either the item is recovered or he can find a replacement "good luck™
charm, which won't be easy (this is all completely psychosomatic).
Penalties: -5% on all skills, -3 to save vs Horror Factor, -3 on initiative
and -1 to combat bonuses. Any other coincidental misfortune will be at-
tributed to the loss of the lucky charm.

91-00%: Hysterical Blindness. When under pressure (battle, an
important opportunity, watched by others, etc.), the character loses his
sight until the pressure is removed; 01-89% likelihood of happening —
roll for each situation. -9 to strike, parry and dodge while blind; no ini-
tiative and skill performance is half.

Psychosis Sub-Table

A psychosis is any severe mental disorder in which the person par-
tially or completely withdraws from reality and becomes delusional.
Their behavior is often anti-social and violent.

01-15%: Fascination with death in all its forms. The character
examines and studies ways one can die and Kill, as well as implements
of death, how the human (and non-human) body reacts/responds to the
threat of death/fear reactions, tolerance to pain, survival responses, and
even the philosophical concepts of death, the soul, life after death and
so on. It is interesting to note that the character is not afraid of death
and is not morbid about it. He is simply fascinated by it. Others may
find him to be disturbingly callous and ghoulish.

16-20%: Paranoid. A general suspicion that everybody is out to
get you, so therefore, nobody can be trusted. The character is a bit se-
cretive and careful about what he says in front of whom, and keeps to
himself.

21-30%: Manic Depressive. Alternate severe depression one week
(nobody loves him; he is a loser, incompetent and is going to die if he
is not careful; -10% on all skills and reduce combat bonuses by half),
followed by a manic episode the next week (everything is great, he is
the best there is, life is grand! +5% on all skills and +2 on initiative; all
bonuses are normal).

31-40%: They're out to get me (paranoid schizophrenic)! Voices
tell the character that most everybody hates and/or fears him. Thus, he
believes, "they" are out to get him (torture, kill, imprison, hurt, cheat,
discredit, etc.). As a result, he has trouble sleeping (because he knows
that would make him vulnerable to "them"), is constantly jumpy/ner-
vous and is suspicious of others, sometimes even long-time friends.
The character blames all of his misfortune on others and sees conspira-
cies everywhere. Tends to be a loner and distrusts everybody except his
closest comrades.

41-45%: Superman syndrome. The character thinks he is stronger,
faster, smarter, and more handsome than anybody else. He tends to re-
spect only brute strength, power and ruthlessness. As a result, the char-
acter accepts foolish challenges, takes dangerous risks and often
underestimates his opponents or the chance of failure/defeat. If it is any
consolation, the character is usually cheerful, helpful and positive.

46-50%: God syndrome. The character believes he is a divine be-
ing because the voices in his head tell him so. As such, the character
believes he is above the law, judgement, and the comprehension of all
creatures. Consequently, he ignores the laws of any place he visits. The
character is not necessarily mean about it, nor blatant or deliberate
abou